DEMAND OF HONOR 


iA AT YGLC 


ZORIONS 
pæ i».4 hYA® 1S 
BOOK OF DEEP KNOWLEDGE 


ATAR TREK 


THE -KLINGONS | 
~~ =a 


: — See 


Bah a 


Y FANTASIMULATION ASSOCIATES 
e aa á 3101 
TOMORROUL IS JUST ADOT ber JOURNEY, 


co where my love is uwiaicing. . . AO 


Jack Photons 


4.O™ FANTAVERSARY REVISION 
LET ME HELP 
HOUSE RULES 
- BRIEFING ROOM OnE” 
CHARACTER SHEETS 
GAMEMASTER SCREENS 
SUPPLEMENTAL & 6Ms-ONL4 
MEMORY BANK 1: LIBRARY TAPES 
MEMORY BANK 2: READING LIST 
MEMORY BANK 3: ADO'L READING 
MEMORY BANK 4: DEPRECATED DATA 


THE ROLE PLAYING GAME 


ar ties eF congrata go to 
19 Poehlei David nea RIP 
Ross Babcock FASA tetEd TEAM 


MEMORY BANK OMEGA 
BooK S 
mie 


Forward 
Bibliography 
Gorn Alliance 
The Triangle 
Introduction & History 
Timeline 
Government Relations 
Map 
Planetary Index 
Klingon Affiliated 
Romulan Affiliated 
Affil. of Quter Free Worlds 
Mantiev Colonial Assoc. 
Independent Worlds 
Orion Frontier Mrcntl. Assoc. 
Federation Affiliated 
Personality Index 
Orion Syndicate 
Introduction & History 
Timeline 
Politics & Ethics 
Piracy 
Interstellar Relations 
Orion Campaign 
Planetary Index 
Romulan Star Empire 
Intro & Designing Adventures 
History 
Timeline 
Home System 
Planetary Index 
Interstellar Relations 
People 
Government 
Praetor’s Navy 
Klingon Empire 
Designers Notes 
GM Hints 
Introduction & Epithets 
Designing Adventures 
Planetside Adventures 
Extent of Empire 
Home System 
Planetary Index 
History 
Timeline 
Interstellar Relations 
People 
Physiology & Medical Aid 
Government 
Armed Forces 
Equipment & Weapons 
Mind Scanner 
Shipboard Systems 
Starship Combat 


© The Talk Words Go Here 


© Is it really four years on this project? | guess so. 
S 40th Fantaversary Revision. 3rd Edition Frame- 
= work. The first version of this work was called 
LL “John Smith’s Glueage Extract” as | was “extracting” 


state would have broken my heart. | therefore also hope 
this work does justice by and to the original intent and 
ideals of the Fantasimulations Associates and their work! 


This project was all easy enough -and | was glad to put 


passages and “gluing” them into a “collage” of work. 


Five copies of Glueage Book 1 - 3 were printed for friends 
that | was hoping to game with. Done on a dying printer, 
the copies were poor with ink splatters and layout issues. 


The need to step the quality up was apparent and imme- 
diate if | was going to game this system again. Thus was 
the 3rd Edition Framework born. On finishing that, | kept 
finding typos, dug up more articles to include. With the 
40th anniversary of the game’s release pending, what 
better excuse for a new edition in which the version 
number played off the anniversary number? Perfect! 


In neither of those previous editions did | get this far. 
Books 4 and 5 have been an excellent introduction for 
me to the adversaries as FASA saw them. The Romu- 
lans and Triangle are the ones | had, so missed the other 
works. Having to read and re-read nearly every word of 
every paragraph over hundreds of pages got me up to 
speed on all | missed way back, those 40-odd years ago. 


| hope the added content has been helpful to your 
21st century gaming needs. FASA was such a fun sys- 
tem. To see it left so dishevelled and in such a scattered 


some Career skills to such a passion project. Yet, it has 
been quite the slog throughout 


It's only now that the rules conversions are completed 
that | can turn my focus to the actual gaming of those 
rules. Mly intent is to provide anyone the ability to pick 
this system up and field a complete crew, ship, station, 
starbase support and adversary NPCs on their gaming 
table -and with modules to plug any of those into! 


Infinite Dice in Infinite Games |.D.1.G! :p 


Truly, if even one person or gaming group finds these 
materials useful for their table and loves what I’ve done, 
| rejoice and am fulfilled. | did this above all for my gaming 
needs. Being able to freely share it all in this sci-fi future 
we inhabit these days is a life’s dream fulfilled. 


Thank you. Thank you. Thank you to Guy, Dave, Greg, 
Jordan, Ross, Donna, Karen, Todd, Dana, Tara, Mitch, 
the Davids, the other Todd, Jeff, Dale, Blaine, Pete and a 
dozen other names we know and those we'll never know. 


Game long and proser. 
Jack Photon 
2024 
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=] Book 3: Memory Bank Alpha Appendices for comfy Federation Living 
Book 4: Balance of Powers for Adversarial Character Generation 
= 2Upplement 13: Adversary Sheets contains variant Character Sheets 
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LU Supplement 18: UFP Dossier: Klingons: SF INT Report, 4Yrs War, INT Briefing 
Supplement 19: UFP Dossier: Romulans: SF INT Report and Romulan War 
Supplement 20: UFP Dossier: Orions: The Book of Common Knowledge 


GM #15, #16 NPC Roster: Adversary I & Il: 25 sets of blank sheets each 
GM #30, #31, #32 NPC Packs: Adversary I - Ill: 20 Adversarial NPCs each 
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out the other fine RPG systems available. 
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As of this release, pdfs also found at: ’The Internet Archive”. 
There, search “Jack Photon” or the Book, GM Aid or 


Supplement title.https://archive.org/details/@phantf 
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the Original and Animated Series. 


The FASA rulesets as were (and here 


re-presented) do not translate to other Star Trek time frames very well at all. 
Each Adversary’s Character Generation has been balanced in relation to itself, UFP standards and 


each other. 


It ‘should’ all work. Nevertheless, be aware these rules have not been playtested. 
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Gorn Alliance 


SORN 


ARENA: THE FIRST CONTACT 


The Federation outpost on Cestus Ill, in an unexplored 
stretch of frontier, was wiped out by a hitherto unknown 
star-faring race. A trap also was sprung against the U.S.S. 
Enterprise, using a faked message from Base Commander 
Travers to lure Captain Kirk into a prepared ambush. 

The Federation officers escaped the trap and set out in 
pursuit of the ship which had brought the attackers. In the 
course of the pursuit, both ships were stopped by a powerful 
alien intelligence, the Metrons. Captain Kirk and the captain 
of the fleeing raider were set down on an artificial worldlet 
where they were to fight to the death. The outcome of the 
fight would settle the fate of the two ships. 

The raider captain was a Gorn, a 2-meter-tall alien re- 
sembling a Terran reptile. In combat, the Gorn displayed 
great strength, endurance, and intelligence, but the human 
proved the more inventive, fabricating a crude gunpowder 
weapon from materials at hand. Kirk wounded the Gorn but 
mercifully refrained from killing him. The Metrons, who had 
secretly planed to destroy the winner of the battle as the 
greater threat to peace, spared both ships. Kirk gained insight 
into Gorn motivations during the fight, and recommended 
that the Federation negotiate with the Gorn Alliance to settle 
the border dispute that began the whole unfortunate incident. 


THE CLANHAVEN CONFERENCE 


Progress on the peace conferences, now in their second 
year, has been slow, to say the least. Gorn culture is aggres- 
sive, expansionistic, and keyed to values quite unlike the 
basic roots of Federation philosophy and thought. Just un- 
derstanding the Gorn (and getting them to understand the 
Federation) took quite some time. Problems in translating 
concepts and ideas have led to several near-breakdowns in 
the negotiating process. 

Still, some solid gains have been made. The Frontier 
Accord of Stardate 8873.3 restricted buildups of military ship- 
ping within the disputed space between the two powers, 
with all armed vessels of greater than 100,000 tons kept out 
of the area entirely. A joint commission gradually has been 
drawing up an agreeable boundary. 

There appears to be some resistance within the Gorn 
government to the decision to settle the dispute between the 
two powers by negotiation. Though the situation is far from 
clear, it seems that a political faction, a splinter group, or a 
military junta apparently has been pressing for the use of 
force to win concessions. A phrase translated as ‘Manifest 
Destiny’ has turned up in many Alliance statements and 
speeches. Evidently, the notion of a boundary holding back 
future Gorn expansion is not a popular one, and this has 
made final settlement of the treaty quite difficult. 

Ambassador Shras of Andor, the current head of the 
Federation negotiating team, is the third Federation ambas- 
sador assigned to the Clanhaven talks. His latest reports in- 
dicate he is cautiously optimistic, but worried about the pos- 
sibility of short-term problems. The next few months, experts 
say, will be crucial in determining the outcome of the confer- 
ences. Failure to settle matters diplomatically could lead to 


war. It would be a war easily won by superior Federation 
resources, but costly in lives, in money and material, and in 
the possible leverage other rivals like the Klingons and the 
Romulans might gain from Federation preoccupation with 
the Gorn situation. 


THE GORN ALLIANCE 


The Gorn evolved originally on the planet S‘sgaron, a 
class M, temperate world with a gravity of 1.4 G, a normal 
atmosphere, and a land percentage of 45%. A strong, hardy 
race, the Gorn developed a culture which, by and large, stres- 
sed the virtues of strength and courage, as well as the natural 
dominance of those who demonstrate their fitness to rule 
through those virtues. 

Ussegssirr, most often translated as ‘Manifest Destiny,’ 
has long formed one of the basic tenants of Gorn philosophy. 
Since before the Gorn reached into space for the first time, 
it has been believed that the strong have both the right and 
the duty to extend their dominion over the weak. It has been 
considered wrong for the strong to be limited or denied. 

Ussegssirr, balanced by Gessegrissgir and usually re- 
ndered as ‘Honor,’ is a complex code of behavior and thought 
understood by few non-Gorns. Basically, the weak are ex- 
pected to serve the strong (in an almost feudal hierarchy of 
rising power beneath a single ruler), but the strong, in turn, 
are expected to adhere to the Warrior's Code of Gessegris- 
sgir. Superiors must be obeyed, inferiors treated with jus- 
tice, and a complicated pattern of obligations and respon- 
sibilities must be followed governing all aspects of Gorn life. 
As one Federation observer has said, “Gorn ‘Honor’ makes 
the giriand gimu of Old Japan look like something just short 
of sheer anarchy!” 

The traditional patterns of ‘Destiny’ and ‘Honor’ served 
the Gorn well enough to see them unify their world and reach 
into space, but the social system was ill-equipped to survive 
the transitions brought about by the discovery of warp 
technology. Though the principle of Ussegssirr had been 
applied with increasing frequency to the Race as a whole, it 
came close to breaking down when problems of time and 
distance over interstellar space became clear. 

The Gorn expanded rapidly, colonizing several new 
worlds and conquering at least four races who failed to prove 
themselves strong enough to resist. Individual colony worlds 
began to struggle for precedence in the Gorn social order in 
the time-honored fashion, however, and there was soon a 
civil war threatening to shatter the entire Gorn empire. 

A particularly powerful colony eventually won sufficient 
dominance to rival S’sgaron itself, leading to a massive con- 
frontation. This dangerous state of affairs was resolved by 
Graaka, the Autarch of the Race. Realizing that continued, 
constant strife as demanded by old interpretations of Us- 
segssirrand Gessegrissgir conflicted with the higher destiny 
of the Gorn race, Graaka chose the new over the old and 
sought a massive reform. He successfully defeated the rival 
fleet, and then did something no Gorn had ever done before: 
he offered the vanquished a share of the government. 

As important to the Gorn as the Vulcan philosopher 
Sarak was to his people at an earlier time, Graaka established 
a new society. Rather than struggling among themselves for 
dominance, the Gorn directed their aggression outward, 
against the rest of the Galaxy. To preserve their strength for 
the real fight for dominance among lesser races, they aban- 
doned infighting as a form of governmental selection. 
Through negotiation and diplomacy, arts rarely practiced by 
the Gorn prior to this time, Graaka persuaded the various 
Gorn worlds to look upon themselves as independent but 
equal. A council was formed from among all the worlds in 
Gorn space. Graaka’s new government became known as 
the Gorn Alliance. 


At the head of the Alliance were the Dual Autarchs. One 
Autarch continued to be the most powerful leader on S'sga- 
ron, the Gorn home world and the strongest individual world 
of the Alliance; the other was selected from the colonies, a 
concession so that the colonies could see they really did 
have an equal voice. The colonial Autarch was selected ac- 
cording to Council precedence; the world leader chosen 
shifted as the patterns of precedence changed. 

This was not, as some preliminary Federation reports 
indicated, a sudden blossoming of democracy. The ‘voice of 
the people’ meant nothing in the Alliance; council decisions 
were arrived at through voting, but votes shifted according 
to the proven strength of the various factions. In the new 
Alliance, however, open military confrontation usually was 
no longer the key to proving a faction’s strength. Rather, 
factions waxed and waned with success, failure, and the 
subtle dictates of Gessegrissgir. 

It was a clumsy arrangement, with the dual Autarchs a 
particularly weak link in the chain. The Autarch from S’sgaron 
tended to be conservative, cautious, and traditional; the col- 
onial Autarch usually commanded the council's ‘actionist’ 
faction. Failure to agree on many basic issues led to prot- 
racted council battles. In the end, this gave free rein to the 
actionists, who advocated ‘nothing ventured, nothing 
gained.’ Since the ultimate test of the validity of any position 
was success or failure, the actionists usually forced action 
upon the Gorn. When the action worked, the actionists were 
vindicated. When it failed, it frequently was too late to back 
out. 

A case in point is the chain of events leading up to the 
Gorn raid on Cestus lil. The Gorns became aware of the 
Federation before the Federation had any inkling of Gorn 
existence. Outposts and colonies were being planted in an 
area seen as being Gorn space. This was intolerable under 
Ussegssirr, Gorn racial ‘Destiny.’ 

Though the conservatives agreed that the Federation 
was trespassing on Gorn space, they argued that a trial of 
strength wasn’t necessary yet and no immediate action need 
be taken. The actionists were of a different mind; they wished 
to strike quickly, to establish their superiority over the inter- 
lopers and to force the Federation to submit. The raid on 
Cestus III was ordered by the colonial Autarch, an actionist, 
when an impasse was reached in council. 

Although the base on Cestus III was destroyed, it became 
obvious during the course of the raid that a drastic mistake 
had been made. The Gorn cruiser making the raid, com- 
manded by the colonial Autarch’s most able son, clashed 
with a superior vessel, the Federation starship Enterprise, 
and was forced to beat a hasty retreat. The Enterprise pur- 
sued, and the Metrons intervened. 

The Gorn captain relished the contest, for it was perfectly 
in line with his traditional values. He proved stronger, 
tougher, even more cunning in several instances. In the end, 
he was beaten, but the human failed to exploit the victory. 
Kirk, in fact, risked death as well as the destruction of the 
Enterprise by showing mercy to the defeated Gorn leader 
and sparing his life. Furthermore, Kirk spoke of settling the 
border question through diplomacy and negotiation, though 
the Federation had proven itself superior in battle both col- 
lectively and individually. 

Allthis had a profound impact on the Gorn captain. When 
he returned to the Alliance, he became a strong advocate of 
solving the border question peaceably, a position held by 
the conservatives. The actionists held that the Federation 
was demonstrating weakness, that the success was won by 
the Enterprise was a fluke. They contended that war was still 
the only answer and that anything else was to invite the 
Federation to subjugate the Race as the Race would certainly 
have done to the Federation. This, they said, was not to be 
tolerated. The actionists had failed once already, and that 
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failure took its toll. The faction fragmented into many smaller 
parties, and Gorn society is now near the breaking point. 

The slow progress of the peace conference can thus be 
seen to stem from several major roots. Pride and tradition 
make the Gorn reluctant to treat any other race as equals. 
They show a certain grudging respect for the fighting pro- 
wess of a strong opponent {The greater the foe, the greater 
the glory seems to be the working principle here.), but they 
have been taught that the Race and its ‘Destiny’ are 
paramount. Thus it is hard for them to admit that another 
race could be equal — or superior. 

A second factor is fear. Tradition says that the Gorn have 
proven weaker than the Federation. They expect the Federa- 
tion to exploit this as they would if the situation were re- 
versed. That this could mean the end of the Gorn way of life 
is a prospect to frighten even the most stalwart warrior. 

Finally, the Gorn find Federation culture incomprehensi- 
ble. An equal relationship not subject to the bonds of Gesseg- 
rissgir is simply beyond their understanding. Thus, distrust 
and mutual suspicion have been heightened throughout the 
negotiations by this failure to reach a basic understanding 
across cultural barriers. An example is the early difficulties 
that arose when the Gorn Ambassador remarked to the An- 
dorian Chargé d'Affaires, “We have trouble dealing with a 
race with no concept of the Warrior's Code of behavior (Ges- 
segrissgir).” Computers unable to fully understand the cul- 
tural basis of Gorn society translated this statement as “We 
have trouble dealing with a race that has no concept of 
honor.” The reaction by the Andorian diplomat was predict- 
able and quite unfortunate, but luckily no permanent damage 
was done by the mistranslation and its aftermath. 

Even now, Gessegrissgir and the complex net of obliga- 
tion and responsibility can be approached only in the most 
vague and general ways. It is nothing like the more simple, 
straightforward honor code of the Romulans, for the Romu- 
lans do not have the complex formalism of Gorn culture. 

Many, if not most, Gorn actions and attitudes are shaped 
and impelled by their code. Various imperatives, known as 
‘Demands of Honor,’ are dictated by the code. Failure to obey 
and accomplish these imperatives makes it impossible for 
the Gorn to uphold his prestige and position in society. 

Federation ambassadors still do not fully understand the 
“Demand of Honor,’ but it is well-realized that failure to admit 
a Gorn’s ‘Demand of Honor’ is to risk a confrontation. In the 
current diplomatic situation, Federation policy is to tread 
warily, granting such ‘Demands of Honor’ that do not directly 
compromise Federation security, and seeking a mutually 
satisfactory alternative when security may be involved. 


MALTHARIN Il 


Maltharin II is the single class M planet of the Maltharin 
system, an obscure and uninhabited system not far from the 
Federation-Gorn frontier. The world is one of several planets 
still subject to Federation and Alliance dispute. Though it lies 
well within the Federation sphere of influence, only 3 parsecs 
from Veldenia V, the Gorn discovered and surveyed the world 
first. After discovering a concentration of dilithium crystals 
there, they established an outpost and a dilithium cracking 
station. The Gorn have evacuated the outpost pending settle- 
ment of the dispute, but the dilithium wealth of the world 
makes Maltharin Il a major bone of contention. 

The outpost is typical of those set up by the Gorn Alliance 
on worlds of strategic or economic importance within their 
territory. There is a military landing field, barracks, a shield 
generator station, and various underground service, storage, 
and administrative structures to support a garrison of up to 
300 troops. The cracking station employed 50 technicians 
and workers. 
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(Excerpted from the introduction to The Gold Triangle: 
A Personal Observation, by Willis J. F. Baker) 

For many years, the Triangle was just another patch of 
stars, unwanted by the three great powers surrounding it. 
Today, it is one of the richest trading areas in the known 
galaxy. To some, it is a time bomb ready to explode. To 
others, it is simply their home. 

The Triangle, that section of 120-odd Class M planet 
systems bordered by the Klingon Empire, Romulan Star Em- 
pire, and the United Federation of Planets, would not today 
be the unique blend of cultures it has become if it had been 
an easy place in which to live. Riches of minerals, power 
sources, lifeforms, and other resources abound, but their 
potential went unrealized for a long time due to limitations 
of distance, time, and technology. Today, these worlds are 
vital to the interests of the three great governments, but they 
are also the hope and the home of great numbers of indepen- 
dents who are unwilling to give up the freedoms they came 
to the Triangle to find. 

When worlds of plenty were easily found and conquered, 
the more difficult önes found in the Triangle were passed 
by. The Klingons and Romulans, old foes who battled here 
before the UFP’s reach extended so far, cared less for the 
wealth here and more for the strategic position along their 
disputed borders. 


Even after the arrival of the Federation during the UFP/ 
Romulan War, neither side attempted to claim these worlds 
as homes for its people — at least, not right away. The Romu- 
lans could not. Their economy, all but destroyed by the bitter 
-war, could not support a major colonization effort so far from 
the main coreward thrust of their Road to the Stars. The UFP 
could not. It still had dissension in its own ranks, and the 
Triangle was too far away from the UFP’s center to be easily 
managed or supplied. 

“It fell, as pioneering efforts often do, to the outcast and 
the dreamer to settle the Triangle. Such people do not give 
up their independence easily, especially when it has been 
hard-won, and with little aid from their more comfortable 
fellows within the great governments. Following these col- 
onists were the merchants, caring only for the gold carved 
out by the first settlers. As with merchants everywhere, the 
lure of profit attracts them to any new market where they 
may buy and sell without the interference or restrictions im- 
posed by the megagovernments. 

On the very edge of nowhere, the Triangle began to 
prosper, and it was this prosperity that attracted the attention 
of the great governments to the area again. By this time, 
however, the tone of life in the Triangle was too well-estab- 
lished for any outside group to simply arrive and impose a 
new order. (Not to mention that the people of the Triangle 
have always been very adept at pitting the “big boys” against 
one another, and maintaining the precarious balance that 
leaves the Triangle unfettered.) 


It is true that the Triangle is a place somewhat beyond 
the normal reach of “law”, as it is exercised within the three 
great governments bordering it. After all, bureaucracy can 
get in the way of the day-to-day process of survival on a 
frontier. Old friends and old enemies interact on a daily basis 
{with those designations changing almost as often.) Ancient 
grudges are momentarily forgotten in the race to seize fleet- 
ing opportunities. The dangers and rewards of taking risks 
are still an everyday part of existence in the Triangle. And 
yet, though life is neither simple nor quiet here, one can still 
find oases of tranquillity rarely available in the centers of 
“civilization”. 

It is true that there is no way to learn everything one 
wants or needs to know about the Triangle from a book. But 
perhaps these writings will suggest enough of the diversity 
and adventure to be found among these worlds so that more 
individuals will want to experience its pains and pleasures 
first-hand. 

Welcome to the most fascinating place in the galaxy. 


A BRIEF HISTORY 


OF THE TRIANGLE 


The earliest permanent, non-native settlements within 
the area known as the Triangle were most likely established 
by the Romulan Star Empire sometime around Stardate 0/ 
5000. As the area was not considered important to the main 
coreward thrust of Romulan expansion, they kept only 
sketchy records. Also, some worlds along the shared Romu- 
lan/Klingon borders have changed hands many times in the 
wars and skirmishes between these two powers, causing the 
destruction or loss of much early Triangle history. 

In any event, the Romulans did not think much of the 
Triangle. As resource-poor as they were, they still found it 
easier to obtain their materials in other places, particularly 
coreward of the Triangle, where they directly confronted the 
Klingon Empire again and again. The Klingons also seemed 
uninterested in this area at first, perhaps because the Romu- 
lans were pressing them hardest to coreward, and perhaps 
because their technological development ran more to mili- 
tary hardware than efficient methods of mining and raising 
crops on marginally-useful worlds. 

The late arrival of the UFP changed the trend for a time. 
The UFP/Romulan War of Stardate 1/0610 through 1/0909 
brought huge fighting forces through the Triangle region for 
the first time, and the strategic importance of the area be- 
came clear. But, when the war was over and both sides had 
retired to lick their wounds, the Klingons chose to grab what 
they could of the richer worlds coreward of the Triangle, 
while the Romulans were busy rebuilding. Once again, the 
big governments chose not to exploit the Triangle. 

But what the UFP, the Romulans, and the Klingons 
passed over, individual interests began to notice. Particularly 
attracted were those who saw the Triangle as a possible 
haven from restriction and persecution. They came, catch-as- 
catch-can, starting about Stardate 1/4000. Like those who 
colonized North America in ancient Terran history, the first 
pioneers of the Triangle were a mixed bag of convicts, relig- 
ious zealots, dissatisfied and displaced persons, and those 
who simply wanted to be left alone. 

Out in the “space wilderness” of the Triangle, supplies 
for these colonial efforts were hard to come by, and it was 
the Orion merchants who first recognized the struggling col- 
onies in the Triangle as a market with vast potential. Always 
ready to make a credit or two out where the laws are least 
restrictive, the Orions funded many early trade efforts, even 
though they knew that, for a time, they would lose money 
on the long runs between inhabited worlds. They hoped to 


ished in the Triangle, and they gleefully began preying on 
each other. (Of course, no one knows how many Klingon 
and Romulan vessels lost to “enemy action” were actually 
taken by Orion or independent pirates using the Klingon/ 
Romulan conflicts as a cover.) Black markets thrived along 
with the legitimate ones, and sometimes it was hard to tell 
the difference. 

Not until the Four Years War between the UFP and the 
Klingon Empire did the major powers catch on to what was 
happening in the Triangle. Again, the Triangle’s strategic 
location brought huge fleets through the area. This time, 
however, the Orion merchants and the independents such 
as Baker's World were ready to assert their prior claims and 
to turn their position to advantage by exploiting both sides. 

The UFP could not afford to make enemies of the small 
Triangle colonies that were now needed as refueling and 
repair bases; they were forced to pump money into these 
governments and to protect them from Klingon invasion. 
They were even forced to accept the fact that nominally-inde- 
pendent, Orion-settled worlds were trading openly with the 
Klingons as well as the UFP! 

The Klingons found they could not impose their will on 
the Triangle worlds by force without turning the whole 
Triangle into an ally of the UFP. Thus, it was to their advan- 
tage to support the neutrality ot the Iriangle planets. Ine 
stubborn Klingons learned this lesson the hard way, how- 
ever, and their failure to recognize it sooner surely contri: 
buted to their failure to defeat the UFP. 

The war also made the Romulans realize that the Triangle 
could not safely be ignored. Never ones to pass up an oppor- 
tunity, they began supplying their technology and resource- 
development methods directly to the Triangle planets at 
prices that undercut the copycat Orion equipment. The Or- 
ions didn't mind in the least, because the Romulans often 
had to deal with Orion tradeworlds and Orion-owned ship- 
ping lines to ship and market their equipment. 

Never master traders, the Klingons also learned this les- 
son slowly. Having finally and grudgingly accepted the inevit- 
able, they began to offer their military efficiency and muscle 
for sale in the Triangle’s rich markets. Now ready to expand, 
the UFP followed suit with their superior technology, particu- 
larly in communications and weaponry. 

A second influx of colonial efforts came after the Four 
Years War ended in Stardate 1/9806. These new colonies, 
supported by the existing Triangle colonies, took hold more 
quickly and flourished in the post-war trade boom. Though 
no formal treaties or agreements were ever made, all three 
major powers decided informally that it was in their best 
interests not to try to extend their heavy-handed military/gov- 
ernmental sway past the line of outposts and starbases form- 
ing the unofficial borders of the Triangle. With only rare 
exceptions, they remained firm in this resolution. 


The result was a market where anyone could make a 
fortune or lose his shirt, strictly according to how smart, fast, 
and opportunistic he could be. Of course, the Orions had a 
cultural advantage and a head start, but members of the UFP 
(particularly the very adaptable Humans and very efficient 
Vulcans) did quite well also. The Romulans and Klingons, 
while less successful as merchants, had products that simply 
could not be found elsewhere, and so they, too, have benefit- 
ted from the free-wheeling nature of Triangle trade and life. 

Since about Stardate 2/0001, the Triangle’s population 
has quintupled. With over a hundred planets settled, most 
of the attractive real estate is now in someone’s possession, 

but most of this real estate has only recently begun to be 
fully exploited by the owners. A few small, multi-system 
governments have developed, and they seem to thrive, even 
managing to compete successfully against the huge empires 
surrounding them. 

At present, the Triangle remains one of the last refuges 
of the true fortune-hunter and adventure-seeker wishing to 
remain free of ties and loyalties. Of course, such independ 
ence is dangerous as well as rewarding, but the people who 
have chosen to live in this wedge-shaped section of space 
did not come here seeking the commonplace. The Triangle 
remains a place where extremes are the norm and surprises 
an accepted part of everyday life. 


TIME LINE OF TRIANGLE HISTOR 


Stardate 0/5000 

The first Romulan settlement efforts in the Triangle area 
begin. Most of these early settlements are later abandoned 
or annihilated during the years of Romulan/Klingon conflict. 
Remains of many of these lost colonies may be found on 
various worlds in the region. 
Stardate 1/0610 - 1/0909 

The UFP/Romulan war calls attention to the strategic 
importance of the Triangle. After the war ends, however, 
interest fades due to pressing issues elsewhere. 
Stardate 1/0912.03 

Mantiev is settled. The other three planets in the future 
Mantiev Colonial Association are settled within the next year. 
All have been founded by various groups from the Federa- 
tion. These are the only real efforts at colonizing the Triangle 
until 1/4000. It is their success that spurs the major wave of 
settlement 30 years later. 
Stardate 1/2501.02 

The Mantiev Colonial Association is formed. All four 
planets are charter members. 
Stardate 1/4000 

The first major wave of Triangle settlements begins. 
Stardate 1/5103.27 

Freeloader, the first major Orion-owned tradeworld in 
the Triangle, is settled. 
Stardate 1/5309.02 

The Baker's World colony is founded, forming the center 
for what will become the Triangle’s largest independent gov- 
ernment. 
Stardate 1/9409 

The Four Years War between the United Federation of 
Planets and the Klingon Empire/Axanar Alliance begins. As 
both forces attempt end runs to find weak spots in the other’s 
defenses, fighting soon moves into the Triangle area. 
Stardate 1/9412.18 

Orion Frontier Merchants Association declares independ- 
ent status from the Orion homeworlds. This move is 
prompted by Association members, so that they may trade 
with both the UFP and the Klingon Empire. 
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Stardate 1/9503.21 

The Affiliation of Outer Free Worlds is founded with a 
greements signed on Baker's World. The union was formed 
with an eye toward protecting the independence of the sig- 
natory worlds from both the Klingon Empire and the United 
Federation of Planets. 
Stardate 1/9611 

Klingon Admiral Kamato attempts a coup of the Klingon 
Imperial throne. He is defeated, but manages to escape into 
the Triangle with a large force. 
Stardate 1/9709.10 

The Imperial Klingon States are established by the rene- 
gade Klingon Admiral Kamato and his followers. Only two 
planets are in the IKS at its formation — K’Linsann (formerly 
Patterson's Place) and Kinarra. 
Stardate 1/9806 

The Four Years War ends. A second colonial expansion 
begins into the Triangle, resulting in a trade boom unequalled 
in known history. 


Stardate 2/1001.30 

Penchan II becomes the fourth member of the IKS. Pen- 
chan is vital to the future existence of the IKS because of its 
vast crystal deposits (including dilithium). With these and 
other metals present, the IKS can begin rebuilding its worn- 
out fleet. 
Stardate 2/1601.01 

The defeat of Jonas Elley in the presidential election of 
the Mantiev Colonial Association leads to the Chaniviev Al- 
liance States pulling out of the MCA. 
Stardate 2/1605 

Civil War erupts among the members of the Mantiev 
Colonial Association. 
Stardate 2/1801.13 

Gibraltar, an unwanted world situated between the 
United Federation of Planets and the Romulan Empire, over- 
night becomes one of the most important in the Triangle. 
The planet is the site of a joint settlement by the UFP and 
Romulans for negotiations between the two powers. 
Stardate 2/2206 

Estimates indicate that, as of this date, the population 
of the Triangle has quintupled in the previous 22 solar years. 
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UNITED FEDERATION 
OF PLANETS 


As can be seen from the map, the Federation sits at the 
top of the Triangle area. Federation territory is boundaried 
by Outpost 1, just above Klingon space, and Outpost 2, which 
is above Romulan space. At their closest, Federation space 
is approximately two parsecs from Klingon space and a bit 
more than that from Romulan territory. 


OVERVIEW OF POSITION 

The Federation is the most lenient of all the governments 
around the Triangle. Unlike either the Romulan Star Empire 
or the Klingon Empire, the Federation’s boundary is one of 
patrol. The planets inside the boundary need not be members 
of the Federation, but are friendly toward the Federation. 
Outside, many of the independents are also friendly, but 
relish their freedom. g 


Governments—__ 


In one sense, the Federation is also the most recent arri- 
val to the area. This is evidenced by the fact that the Feder- 
ation owns the least territory in the Triangle. As a govern- 
ment, the Federation did not arrive until after the Four Years 
War. At that time, they decided that, for security reasons, 
they should have a foothold in the area. 

Unofficially, Humankind has been in the area longer than 
either the Klingons or the Romuians. In the early days of 
warp travel, Humans and their associates migrated and set- 
tled in the area. The reasons behind this migration varied, 
from those simply wishing to find new, open vistas to claim, 
to those believing themselves opressed in one fashion or 
another. 

GOALS 

The Federation's goals in this area are not quite as am- 
bitious as those of either the Klingons or Romulans. Officials 
would like to see more of the planets join the Federation, 
but do not generally believe in coercsion to achieve their 
ends. In most cases, Federation officials try to encourage 
new members by demonstrating their willingness to allow 
individuals to make up their own minds, and the Federation's 
own liberal policies of trade and government. 

In some cases, this seems to work. The population of 
Precipice actively sought membership and aid from the Fed- 
eration, believing themselves much better off than if they 
were controlled by the Klingons. Three other planets: Car- 
wile’s World, Yeartes, and Pluuh Il, are relatively uninhabited 
planets that either belong to a Federation-chartered company 
or are directly settled by Federation citizens. 

Other worlds, such as those of Baker’s Dozen and the 
Turnstile worlds prefer to be under separate governments 
than the Federation. Many officials of the Federation wish 
this were not the case, but will not actively coerce these 
peoples to join the Federation. 


ECONOMIC AND POLITICAL POLICIES 

The Federation believes in a free-market policy. Thus, 
most companies and corporations have free reign to do what 
they wish within the boundaries of the law. Trade flourishes 
in the Triangle, as the traders are considered to be the back- 
bone of a free society. 

Free movement between planets is allowed, except in 
certain cases where the planet is declared off-limits to all but 
Federation personnel. Product flow, excepting contraband, 
is likewise unrestricted. The Federation places no import/ex- 
port duties on cargos within the Triangle area, hoping to 
attract new members with their obviously liberal policies. 

Piracy is, however, strictly forbidden. This does not mean 
that piracy is non-existent, but is stamped out whenever 
found by Federation or Star’Fleet personnel. Bounties and 
rewards may also be posted for the capture, or in some 
cases, the destruction, of known pirates. Piracy is very rare 
within the Federation boundaries, but is found with increas- 
ing frequency as one gets further from the border. 

As with trade, the Federation has a hands-off policy re- 
garding planetary governments. Officially, the Federation 
does not care what type of government is installed on a 
particular planet. Unofficially, there have been rumors of 
overthrow attempts that have been at least partially funded 
and/or commanded by Federation members. These can only 
remain rumors, however, because the few instances of over- 
throw have occurred with despotic or oppressive govern- 
ments that could easily have been funded and commanded 
by the planetary citizens themselves. 
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PLANETS AND GOVERNMENTS 

The planetary governments within the Federation sphere 
of influence fall into three catagories: Federation-owned and 
settled, Federation Members, and Associate worlds. The Fed- 
eration owns four planets in this area. These are Green, Laflin, 
Nicolii, and Pluuh Il. Green and Pluuh Il are scientific research 
stations, funded and operated by Federation members. 
Nicolii is a dilithium cracking station, and is populated strictly 
by Star Fleet Personnel. Laflin is a small dilithium mining 
colony. 

Member planets of the Federation include Cyclopus, 
Lakeland, Precipice, Rashile, and Wall. Of these, Rashile is 
also a corporately owned planet. Rashile Gourmet Foods, 
Incorporated also owns two other planets within the Feder- 
ation sphere of influence: Carwile’s World and Yeartes. Be- 
cause of Rashile’s strong ties to the Federation, these two 
worlds are listed as within Federation boundaries. 

The last category is independent associate worlds. The 
three worlds that fall in this category are Derigo, Zwaalan, 
and Turbulence. As stated above, the Federation would like 
these three worlds to accept Federation membership, but 
will not force them to do so. Turbulence is a small mining 
group, neither needing nor desiring membership. The gov- 
ernments of Derigo and Zwaalan maintain good relations 
with the federation, but prefer their independent status. 

Only one of the Independents, Newlinn Ill, allies itself 
with the Federation. Most of the rest will deal with the Fed- 
eration, but prefer strictly neutral status. Federation dip- 
lomats constantly try to alter this situation, but thus far have 
had only very limited success. 


MILITARY POLICY 

The Federation prefers to tread lightly in the area of 
military use in the Triangle. There are fairly heavy patrols 
within the Federation sphere of influence, but Star Fleet of- 
ficially keeps warships out of independent space. Thus, we 
find approximately 20 research cruisers patrolling the area 
at any given time. Also, unofficially, there are some light 
patrol and scout ships patrolling between the independent 
systems. The reason behind these patrols is to make sure 
the Klingons and Romulans are not in the area either. Feder- 
ation ships officially and unofficially avoid Baker's Dozen, 
Turnstile, and the IKS. 

Within the Federation territory, all operations are di- 
rected by Starbase Ten. The largest area of patrol, referred 
to as Patrol Zone Alpha, answers directly to the command 
staff at SB 10. The smaller patrol zones at either end of Fed- 
eration space are controlled by Outposts One and Two, and 
are called beta and gamma, respectively. These two outposts 
answer in turn to Starbase Ten. 

The forces attached to these three zones are relatively 
large. The Alpha zone is patrolled by a combination of five 
heavy cruisers or frigates, with approximately 50 scouts, de- 
stroyers, and support vessels. The forces in Beta and Gamma 
zones are somewhat smaller, with only three cruisers or fri- 
gates and 30 to 40 smaller vessels in each. 


KLINGON EMPIRE l 
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The Klingon border with the Triangle is marked at one 
end by Outpost 1 and the other by Starbase 2. The Klingon 
border is the most rigid of the three powers, with changes 
here slower than along the other two sides. At one end point, 
the Klingons are only half a parsec from the Romulan border, 
and at the other, one anda half parsecs from the Federation. 


OVERVIEW OF POSITION 

Battles on other fronts, along with fighting both the Fed- 
eration and Romulans, have left the Klingons in a precarious 
position here. The Klingons have pushed themselves to the 
limit, and are now consolidating their position. It has been 
many years since the wars with the Romulans, but only 24 
since the war with the Federation. The Klingons are still un- 
sure of the strength or size of their newest opponent. This, 
coupled with the fact that they hope to play the Romulans 
and the Federation against one another, have forced the 
Klingon Empire to take a wait-and-see stance. 

The Klingons, it must be remembered, acquired some 
of this area as part of the first treaty with the Romulans. They 
did not really have much established in the way of permanent 
colonies in the areas they gave up. What facilities they did 
have they destroyed before relinquishing control to the 
Romulans. The Klingons, then, are in the process of acquiring 
new planets within or close to their established boundaries. 
These are currently being built up into military bases that 
will support a new push some time in the future. 


GOALS 

The primary goal of the Klingons in the Triangle is no 
different than anywhere else they extend their grasp - domi- 
nation. The Empire intends to control everything within 
reach, and when it controls that, reach even farther. Federa- 
tion politicians have likened the Klingon Empire to an oc- 
topus. The body has many arms, and each is reaching as far 
as it can for more food so that it may grow even larger. 

All other goals are secondary. These all build to support 
the domination by the Empire. The first of these is acquisition 
of new planets, within or outside of established boundaries. 
The Empire prefers to take over already established colonies, 
as this can save much time and work. It can also provide a 
ready work force for the new landlords. The second goal is 
to build bases for Klingon troops and ships to operate from. 
The closer these can be established to expected trouble 
spots, the faster the Empire can react in times of crisis. The 
third goal is the establishment of training centers for Imperial 
and foreign troops. The foreign troops are trained in guerrilla 
warfare for use on their homeworlds. In return, the Klingons 
learn much about what will be sure to become a later target 
for acquisition. Fourth, and this supports the others, is the 
need for new colonies and worlds to settle. The Klingons are 
a rapidly growing race, and they need room to expand. 
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These goals alone could keep the Klingons busy in the 
Triangle for many years to come. For now, they are willing 
to bide their time, spending it in rebuilding. In the meantime, 
there is always the possibility that the Romulans and Feder- 
ation will batter themselves to death against each other, with 
the Klingon Empire standing by to pick up the pieces. 


ECONOMIC AND POLITICAL POLICIES 

The Klingons are very strict in their trade policies in most 
areas along the Triangle. Most planets are open to in de 
pendent traders who have been screened by the Empire. 
This screening takes the form of being allowed to trade on 
non-military planets with little interference. If the trader does 
not cause any problems, and thereby gains the trust of the 
Klingon customs officials, he will generally be allowed to 
start trading on a limited basis with pretty well any planets 
he chooses. It is also well established policy (unofficial, of 
course) that the more grease you apply to palms in the way 
of bribes, free goods, and so forth, the more this process 
can be speeded up. 

The Klingons also encourage trade because oftentimes 
the independents are the fastest, or sometimes only, way to 
get needed materials this far from the core of the Empire's 
manufacturing centers. Besides, traders are usually the best 
source of information for what is going on in the Triangle. 

The biggest problem the Klingons have in trading is the 
fact they do not want to let go of anything that could be of 
use to someone else. Fortunately, they have found many 
items they feel useless that others are willing to buy or trade 
for. 

Piracy is unofficially encouraged by the Empire. Many 
ships have been given over to this practice. Often new officers 
are given pirate vessels with which they must prove them- 
selves worthy of commanding larger, newer ships. Just as 
often, commanders who have proven a thorn in someone's 
side are given one of these vessels in hopes they will be 
killed. The Klingons use a variety of ships in this role. Often 
a captured vessel will be put to use in this role. Since Klingon 
pirate ships maintain strict radio silence, this use has led to 
many interesting situations. More than once, a raider has 
attacked another vessel and boarded to find they have just 
killed fellow Klingons. 

Political policies-in the Triangle are simple — control 
anything you can. The Klingons, unable to do this in the 
open, have been training guerrilla forces to do this where 
possible. The war in the Mantiev Colonial Association has 

given them their first chance to try this type of warfare in 
the Triangle. So far, they have had limited success. The Kling- 
ons naturally wish the rebels would allow them to do more. 

The sore spot in politics has been the Imperial Klingon 
States. The Empire does not officially recognize this group 
of renegades. Unofficially, they have been slowly building 
forces in hopes of eliminating this thorn once and for all. 


PLANETS AND GOVERNMENTS 

Many of the Klingon-controlled planets in the Triangle 
are recent acquisitions, such as Qurellet Il, Marram IX, and 
Lantos. One planet in particular, Mraarda, has become a large 
prison planet. Most Klingon planets in the area use forced 
labor from othe worlds. Mraarda, however, houses mainly 
Klingon prisoners. 

Many of the planets are being converted into bases. For 
example, Marram IX, Ganarra Ill, and K’Karr are all receiving 
heavy facelifts for use by the military. 

Believe it or not, two planets remain independent within 
the Klingon sphere. Granted, the Klingons restrict somewhat 
the flow of traffic, but each is allowed to handle its own 
affairs. The two are Jonny’s Retreat and Haven Ill. Most feel 
itis only a matter of time before these, too, are fully controlled 
by the Empire. 
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MILITARY POLICY 

The Klingons have the strongest military presence in the 
Triangle. The Empire is quite unaware of this fact. The Romu- 
lans are busy giving the appearance of having large forces 
all over the place, and the Federation ships are so powerful 
and well commanded that the Klingons feel more threatened 
than is warranted by the facts. 

The Klingons have established two starbases and two 
major outposts in the Triangle area, with more to follow as 
soon as economics allow. They are building major planetside 
bases, repair facilities on the ground and in space, and mili- 
tary training centers as far forward as possible. As quickly 
as these are built, the Empire moves troops into them. Often 
the troops themselves are used to build the bases. 

Most of the current strength is being built up for two 
primary objectives. The first is increased guerrilla activity, 
with most effort being used in the Mantiev Colonial Associ- 
ation. The second objective is to destroy the Imperial Klingon 
States. 

To accomplish these objectives, the Empire currently 
has 87 Battle Groups stationed within the fringes of the 
Triangle. Although this force is twice the size of the Federa- 
tion fleet assigned to the Triangle, it must be remembered 
that many of these are smaller and older ships. A war with 
the Federation would probably prove to be a close match. If 
anyone has an edge, it is probably the Federation, due to 
the technological superiority of their ships. Conflict with the 
Romulans, if the Federation did not intervene, would proba- 
bly lead to a major setback for the Romulan Empire. 

Intelligence operations currently depend on information 
gleaned from independent traders and Klingon pirates. If the 
Empire ever feels they have an advantage over either of the 
other major powers, war will inevitably erupt in the Triangle. 


ROMULAN STAR EMPIRE 


The Romulan border with the Triangle is the longest and 
most thinly populated of those held by the three major 
Triangle powers. Though the Romulans have been here 
longer than the other two groups (with Romulus/Remus so 
close, in comparison to the other homeworlds), their position 
is no firmer than that of the Klingons and the UFP. 


OVERVIEW OF POSITION 

Battle after battle with the Klingon Empire, and one dis- 
astrous war with the UFP, has left the Star Empire critically 
short of ships, trained military personnel, and other military 
resources. Agreements to purchase star vessels from the 
Klingons have strained the military budget for the Triangle. 
Bases and resupply points are few and far between. For these 
reasons, the Romulans are finding it harder and harder to 
supply patrols for their well-over-50 parsecs of Triangle bor- 
der. 

For these reasons, it is vital that the Star Empire’s oper- 
ations in the Triangle be made to pay for themselves in any 
way possible. The Romulans do not have the men or mater- 
ials to fully exploit the planets they hold, but they cannot 
afford to let a single one slip away. They must also make 
the best of the active trading situation in the Triangle, and 
the demand for Romulan goods, especially advanced Romu- 
lan mining machinery. Even sanctioned piracy cannot be 
ruled out as a way to pay for the vast planetary exploitation 
projects in the Triangle borders, and the purchase of Klingon- 
designed star vessels to help patrol it. 

Romulan merchant ships do not travel without armed 
escort here, between their two bitterest enemies. Even so, 
the Romulans have managed to turn this unsettling position 
partially to their advantage. The many small worlds caught 
in between the huge powers, can be persuaded to buy arms 
to protect them from the “Klingon menace”, thus amusingly 
helping to pay the Romulan debt to the Klingons with the 
potential of spilled Klingon blood. 


a|Gueluy) aul 


The Triangle 


GOALS 

The primary goals of the Star Empire in the Triangle are 
to maintain a defense against encroachment on Romulan 
territory by either the Klingon Empire or UFP and to exploit 
the Triangle’s wealth to help pay the enormous cost of such 
vigilance. 

Expansion is not as important here. The Triangle does 
not stand in the path of the main thrust of Romulan expansion 
coreward (fortunately for all concerned). But the exploitation 
of the worlds and trading markets here is vital to keep vigilant 
Romulan fleets watching their backs, where their two 
enemies wait for a show of weakness. 

Toward this end, the Romulans have spread themselves 
somewhat thin, claiming and holding planets they are not 
yet in a position to exploit fully, and that their fleets cannot 
adequately protect. They must rely on deception and mis- 
direction, and appear to have a greater foothold on the area 
than they truly maintain. 


Meanwhile, export of Romulan non-military technology ı 
is vital to help pay their debt to the Klingon Empire. Fortu- 
nately, Romulans are much experienced in making the most 
efficient use out of sparse resources. The Triangle is rich, 
but its wealth is not easily taken. Dearly-bought Romulan 
equipment and techniques have made many marginal plan- 
ets habitable for Triangle governments. The Star Empire 
wishes to increase the area’s dependence on this technology, 
both for the money it brings and because the need for Romu- 
lan aid in planetary exploitation gives the Star Empire some 
assurance that they will not be attacked without warning by 
the forces that need the items only they can supply. 


ECONOMIC AND POLITICAL POLICIES 

The border worlds of the Triangle that are held by the 
Romulans act as their economic interface with the govern- 
ments of the Triangle. To maintain trade, the Romulans must, 
reluctantly, allow some softening of their traditional hard-line 
stance against alien vessels in Romulan space. Long-held 
prejudices on both sides prevent open trade with the UFP, 
but smugglers are smugglers in any culture, and the Star 
Empire makes use of these wherever possible. 

The Romulans do not want expansion into the Triangle. 
They cannot maintain the worlds they have there already. 
Even so, they cannot afford to look overextended, and so 
jealously guard what they have and make tentative overtures 
to obtain more. It is a strange war the Romulans fight here. 
It is a war of economic manipulation and subtle diplomacy. 
These are two areas of skill not well developed in the Star 
Empire, but the Romulans are watching the Klingons, the 
Federation and especially the Orions. And they are learning. 

Though piracy as such is not a common Romulan prac- 
tice, they have been forced to accept it and even sanction it 
in some cases. Most piratical activity takes place in the lower 
Triangle, against the Klingons. Ships in this region have al- 
ways been at risk, and the Klingons understand these realities 
better than the UFP. 

Foreign imports are controlled at Romulan ports, but 
they have found that to sell some you must buy some, or 
your customers go away. Fortunately, Romulans do not in- 
dulge in as many creature comforts as the UFP races, and 
so do not buy as many expensive luxury items. This helps 
keep the balance of trade favorable. 

One group within the Triangle does receive especially 
favorable trade terms — the Independent Klingon States. As 
strange as it sometimes seems to offer generosity to Kling- 
ons, the Romulans believe that supporting the IKS regime 
(which is a thorn in the side of the Klingon Empire itself) will 
in the long run prove useful. The IKS has no love for Romu- 
lans, but they cannot resist the bargains offered in planetary 
exploitation and military technology. For now, the Romulans 
will tend to support any bid the IKS makes to retain its inde- 
pendence. 


PLANETS AND GOVERNMENTS 

Romulan holdings in the Triangle are mostly cases of 
potential yet unrealized. Back-and-forth wars with the Kling- 
ons have kept such worlds as Renarvasam, Kuurg Durl IV, 
and Navassa V from being fully exploited by the Romulans. 

Others, such as R’o Il, H'lass, Lasustelvan VI, Man- 
dukisivas, R’limam VIII, and T’vant VI require all the effort 
the Star Empire can muster to yield results. A few like B’lev 
I, D’kornam Ill, D'latta IV, and Chak are useless for anything 
but military and/or support functions. : 

But some worlds, such as Broz, Ch’lestam VIII, Fan’cam 
X, M'lavolem, Yel’camac, and Bu’uli Tev IIl, have proved to 
have resources that the Romulans have used their experience 
to exploit in unique ways. These are the success stories of 
the Triangle for the Star Empire, and form the backbone of 
their efforts here. 


Here, as with all their worlds, the Romulans will wring 
out every. last bit of the valuable resources, conserving as 
only those who have done without for all their history can. 
The Road to the Stars must be built, and the Star Empire 
intends for the Triangle to provide its fair share of the mat- 
erials and effort for that great project. 


MILITARY POLICY 

The Romulan Star Empire is short of ships and the per- 
sonnel to operate them in the Triangle area, but their enemies 
must not suspect this. For this reason, the Romulan military 
presence has been bold and visible wherever it appears. 

Romulan convoys are well armed and protected here. 
To stimulate trade, some allowances had to be made with 
alien traffic in Romulan space, but the military vessels are 
always there, always watching. 

The strong appearance is maintained by keeping ships 
and crews moving around as much as possible. Patrol areas 
change frequently, as do ship identifications. This keeps the 
UFP and Klingons guessing as to the actual strength of the 
Romulan fleets in the area. One month, the upper Triangle 
may appear heavily defended. The next, most of the defense 
effort is in the lower Triangle. The newest, fastest ships are 
assigned here, because the Star Empire considers. the 
Triangle to be a regrettably necessary weak spot in its de- 
fenses. 

Intelligence operations in the Triangle have been 
stepped up in recent years. Romulan military men are aware 
that good intelligence makes up in large part for a smaller 
force. The Star Empire may at this time be caught with less 
than adequate forces, but they will not be caught unawares. 


AFFILIATION OF 


OUTER FREE WORLDS 


Lt. David Lawrence Baker ‘of Star Fleet was serving 
aboard the UFP warship Cavalier during the Romulan War 
when he discovered the star system that bears his name. 
While making a routine sensor sweep to detect enemy star 
vessels, his sensors picked up the system. Baker and twelve 
others were beamed down immediately to the only Class M 
system in the region to examine it for suitability as an ad- 
vance base. Meanwhile, the Cavalier was attacked and de- 
stroyed by a Romulan ambush, leaving Baker's party 
marooned on the planet for seven months before rescue by 
another Star Fleet vessel. His leadership in assuring the land- 
ing party's survival earned Baker a Star Fleet commendation, 
and a popular account of the incident written by another 
survivor made Baker a hero in the Federation. 

The war ended soon after the rescue, and Baker's World 
was left on the frontier. As the planet offered no special 
attraction for the UFP, the Federation saw no reason to supply 
a colony so far from other interstellar holdings. Even so, 
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Baker and several other survivors kept charts and notes on 
the world. Urged on by his father’s stories, Baker's son, Le- 
land R. Baker, led a group of colonists (some of them also 
children of the survivors of the original party) and founded 


the Baker’s World colony on 1/5309.02. On the day of the 
landing, Colony Leader Baker married the daughter of an 
original survivor, cementing the Baker image as the ‘First 
Family’ of the colony. Their son, Everett Jay Baker, was the 
first child born to the colony. 

E.J. Baker took over colony leadership after his father's 
death at age 65, having served as his father’s executive assis- 
tant for several years. His personal friendship with Francis 
MacClain of New New Aberdeen (whom Baker met in child- 
hood, while travelling with his father) led to the formation 
of the AOFW, considered E.J. Baker’s greatest diplomatic 
achievement. E.J. Baker died in a tragic accident at the age 
of 47, but the Baker’s World government rested in the hands 
of others for only six years until E.J. Baker’s son Willis J. F. 
Baker was elected as head of the Parliamentary Council at 
age 30 by the largest plurality in Baker's World history. 

The Affiliation of Outer Free Worlds was proposed by 
Everett Jay Baker (leader of the Baker’s World colony) and 
F. MacClain (First Speaker of the Council of Clans, New New 
Aberdeen) in a joint announcement on Stardate 1/9412.25. 
Six representatives of independent colony worlds in the im- 
mediate vicinity (in galactic terms) agreed to board New New 
Aberdeen’s fastest courier ships and assemble for talks on 
Baker's World. 

The charismatic Baker, son of the founder of the Baker's 
World colony, persuaded the attendees to sign a mutual pro- 
tection agreement in the face of the ongoing war between 
the Federation and the Klingon Empire. The agreement pro- 
vided for the neutrality of the AOFW worlds, with the provi- 
sion that any attack on one would bring immediate retaliation 
by all against the aggressor. The agreement was tested soon 
after when the industrtal world Maze was overrun by Klingon 
advance forces, and the population set to work constructing 
arms for the Empire. 

The AOFW immediately entered the war on the Federa- 
tion side. New New Aberdeen’s shipyards were already 
tooled up and producing war vessels, and the result was to 
give Federation forces advance bases on several AOFW 
worlds, including a valuable ship repair facility at New New 
Aberdeen itself. Maze was soon liberated by AOFW forces 
backed by the Federation, and the strong foothold thus 
gained on the Klingon flank was instrumental in turning the 
tide against the Empire. 

To the UFP’s surprise, their forces were not allowed to 
remain in AOFW territory after the end of the war. Trade 
agreements remained, but the AOFW was too far out on the 
frontier for assimilation into the UFP, and it is doubtful the 
fiercely independent worlds of the AOFW would have agreed 
to it in any case. 

The AOFW continued to grow after the war under the 
leadership of Everett Baker and, later, his son Willis J. F. 
Baker (current head of the AOFW Council), until it reached 
its present group of twelve member systems. (A thirteenth, 
Morning Garden, is considering the AOFW’s offer of affilia- 
tion.) 

Willis Baker remains executive head of the planetary 
government, and it seems inevitable that the very popular 
Baker ‘dynasty’ will continue under Baker's daughter, Kellie, 
now 16. An only child, Kellie Baker has acted as her father’s 
official hostess since the death of her mother, and is obvi- 
ously being groomed and trained for government service. 

The Baker's World economy thrives, largely due to open 
trade and the reputation of Baker’s World as a ‘safe port’. 
The world has no hard-core criminal element, due to the 
government's policy of revoking the citizenship of those with 
multiple convictions and requiring them to leave the planet. 
According to the colony charter, “Baker's World citizenship 
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is a privilege, not a right guaranteed by law.” The charter 
still allows the Council to revoke citizenship “for cause”. 

The Colil Incident was the first crisis-in-office faced by 
Willis J.F. Baker as head of both the Baker's World Parliamen- 
tary Council and the AOFW Grand Council. A mining expedi- 
tion mounted by Baker's World financial interests discovered 
ruins of an ancient city below the ice on Colil V. Initial exami- 
nation led to the conclusion that the site had been established 
uncounted millenia ago by The Preservers, the mysterious 
race many believe responsible for the spread of Humanoid 
life throughout the galaxy. 

The soundness of the Baker’s World economy and the 
economic and military strength of New New Aberdeen’s ship- 
yards and related industries are two important factors in 
maintaining the stability of the AOFW. Even so, most of the 
credit for the continued success of the alliance must be attri- 
buted to the charismatic leadership of the Baker family. The 
informal designation ‘Baker’s Dozen’ is actually more widely 
used than the official designation of the interstellar organiza- 
tion. Time and again, it has been Baker's inspired leadership 
that has kept the widely differing philosophies and popula- 
tions of the AOFW member colonies from tearing the organi- 
zation apart. 

The original colony on Archibald II was one of the first 
in the Triangle area, but it failed because its initial population 
and economic base was not enough to maintain the colony 
in a frontier area. Later, a consortium of Human and Tellarite 
corporate interests made a second, successful attempt to 
found a viable colony. 

The Archibald II economy is based on light manufactur- 
ing, relying on cheap power produced by solar accumulators 
constructed in the planet’s extensive desert areas. Most of 
the living and working areas on the planet are constructed 
underground, where the planet's breathable but hot, thick 
air can be processed and conditioned for comfort. 

Archibald Il natives are fiercely proud of their achieve- 
ments, and consider themselves a hardier breed of pioneer, 
pointing to the fact that their colony thrives where one once 
died out. There is no statistical basis for their belief that they 
are any stronger or tougher than other Humans and Tella- 
rites, but it is a major part of their psychology. All natives 
(but particularly the Tellarites) resent the jeering use of the 
term “Baldies” for Archibald natives. 


At first, it was hoped that discovery of the valuable site 
could be kept secret, but the news inevitably leaked out. 
Council President Baker was suddenly faced by demands 
from most of the major powers in the Triangle area, including 
UFP, Klingon, Romulan, and Orion interests, to examine the 
site. Baker instead denied the Baker’s World claim on the 
world and placed it under the protection and administration 
of the AOFW Science Council. 

Spurred on by the hope that the site (which was in ruins, 
but still the largest Preserver installation found thus far) 
would yield clues to Preserver technology, the UFP Council 
decided to ignore Baker's extension of protectorate status. 
A ‘scientific expedition’, led by a Constitution-class starship, 
was sent to secure Colil V as a UFP base. 

Baker warned off the cruiser when it entered the Triangle, 
but the Star Fleet vessel continued toward Baker's World. 
Baker and the AOFW then took the unprecedented step of 
declaring war on the UFP, claiming that UFP interference in 
the Colil matter constituted an attack on the AOFW. The Star 
Fleet cruiser approached Colil orbit only to find the world 
ringed with every ship Baker could summon on short notice. 
Most of the ships were unarmed freighters and private craft, 
but the ‘armada’ declared their status as ‘naval vessels of 
the AOFW’ with the warning that an attempt to run the block- 
ade would be met by force. 

While the ‘armada’ was no match for the huge UFP star- 
ship, the Star Fleet commander realized that running the 
blockade would mean destroying many AOFW ships. He 
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wisely halted his approach and ‘passed the buck’ to his 


©) superiors in Star Fleet Command; they decided that under 


The Trian 


no circumstances could the UFP order the deaths of innocent 
AOFW citizens (including many non-combatant family mem- 
bers and children also aboard the ships). Negotiations began, 
and the huge starship returned to normal duty. Thus, the 
AOFW became the only group ever to declare war on the 
UFP and win. 

Baker demanded and received a high price for AOFW 
cooperation in the Colil matter. Star Fleet ships returned to 
Colil; this time they were manned by Star Fleet personnel 
who were under the direct command of AOFW military offi- 
cers (another Star Fleet first). These vessels continue to be 
attached by Star Fleet to the AOFW space navy to protect 
the Colil system. 

The AOFW Science Council allows the presence on Colil 
V of scientific delegations from any applicant culture that 
can show possibility of Preserver influence or origin. Expe- 
ditions from the UFP; Klingon Empire, Romulan Star Empire, 
and Orion Colonies are currently resident, as well as separate 
delegations from the Vulcan Science Council and the AOFW 
itself. These expeditions must consist of no more than 30 
members, and are required to be unarmed. Two hundred-fifty 
armed AOFW troopers guard the installation on the ground. 

The Klingon presence, though at first approved by the 
AOFW, has been challenged by both the UFP and the Romu- 
lans, based on charges that the Klingon ‘scientists’ are little 
more than espionage agents. Hearings are pending. Mean- 
while, all vessels except AOFW supply and transport ships, 
are prohibited closer than one parsec to the Colil system. 

The Children of the Covenant, who inhabit and control 
Devotion, are a splinter religious sect once resident on Terra. 
They deny the use of advanced technology and believe that 
Humans are the “First Created”, thus bearing a paternal re- 
sponsibility to lead other races to wisdom. They are not in- 
tolerant of non-Humans, but their somewhat condescending 
attitude makes their presence in great numbers somewhat 
disagreeable to many non-Human populations. For this 
reason, they have reestablished the seat of their religious 
movement in the Triangle where non-Humans are plentiful, 
but no one government is overwhelmingly powerful. 


According to the Children of the Covenant, advanced 
machinery is not ‘evil’ of itself, but it makes the mind and 
hands ‘lazy’. (They do not prohibit advanced medicine, how- 
ever.) There is no denying that their way of life has produced 
some of the finest sculptors and woodcarvers in the galaxy. 
The Children’s craftsmen seem to be almost preternaturally 


patient, and capable of feats of microprecise manipulation ` 


impossible for most humans. Studies of this ability are very 
sketchy, as advanced measuring devices cannot be used or 
even brought to Devotion. Nonetheless, their arts and crafts 
bring high prices, which the Children (who live communally) 
use to supply their small but thriving colony and to send 
“Guiders” (missionaries) to Human and alien civilizations 
across the galaxy. One Guider is sent each year to both the 
Klingon and Romulan Empires. No Guider sent to the Kling- 
ons has ever returned or reported back. All Guiders sent to 
the Romulans have been gently but firmly returned to Devo- 
tion within two months. Nevertheless, the Children still select 
and send these Guiders every solar year without fail. 

If there is a paradise in the galaxy, it is Fountainworld. 
To the chagrin of the UFP, this paradise planet was missed 
by private survey ships during the Romulan War, due to its 
retrograde rotation about its sun. 

The planet was found by settlers actually headed for 
Cristal Il, a much-less hospitable world. The Cristal colony 
was being established by a UFP-chartered corporation, and 
the colonists were mostly people who had fallen on hard 
times. Cristal Il was not a “bounty planet”, but it was the 
only place to which the settlers could afford travel. When 
Fountainworld appeared on the scanners, the ship was di- 


verted with the cooperation of a sympathetic captain and 
crew, and then claimed jointly by the settlers and crew. 

Later protests by the Cristal Corporation were overturned 
in UFP courts, with dominion over the whole system eventu- 
ally awarded to the Fountainworld colonists under the 
‘proved colony’ rule then in force in the UFP. According to 
UFP law, the existence of a ‘proved colony’, on Cristal |, a 
world unclaimed by the Cristal Corporation, rendered their 
claim to the system null and void. 

Fountainworlders had it hard during the protests, but 
were aided by Orion interests who hoped to obtain an 
economic foothold. To the surprise of all, the Fountain- 
worlders outmaneuvered the Orions by setting up fierce com- 
petition between the Orion trade families, thus preventing 
economic control of their world from falling into Orion hands. 

The world’s name comes from the presence of millions 
of spa-like mineral springs on the primary continent. Foun- 
tainworld water is said to have medicinal qualities of great 
magnitude, though analysis seems to reveal nothing more 
than unusually pure H,O. Nevertheless, tourists flock to 
Fountainworld for the gentle climate, the plush, Orion-built 
hotels and recreational facilities, and, of course, the water. 

During the Four Years War, hundreds of malcontents, 
criminals, and political dissidents from a number of frontier 
worlds were shipped to Hoot, which was intended to serve 
as a penal colony. The world was rich, but the herds of huge, 
savage Hoot Mountainbeasts and the general untamed na- 
ture of the planet made life there too unappetizing for any 
but convicts. But, like many such colonies throughout history, 
the outcasts worked the land, tamed the animals, and carved 
out a society all their own. Eventually, Hoot proved too much 
for its parent planets to handle, and, with the financial sup- 
port of the AOFW, they declared independence. 

Hoot’s only ‘central government’ is an annual month- 
long gathering of regional political leaders called the Circle 
of Mayors. In the regions, the Mayors act as executive ad- 
ministrators, but the real power is wielded by the big ranchers 
and anyone who can afford to hire the best guns. Hoot culture 
resembles the legendary American Old West, where the fast- 
est gun and the biggest purse was law. 

The Hoot Mountainbeast is a huge mammal, and was 
once fierce indeed. Those too aggressive to be tamed have 
been hunted almost into extinction. The ‘domesticated’ vari- 
ety is still quite dangerous, however. Even so, Hoot 
‘beastdrovers’ herd them across the plains with style. 
Beastdrovers work from fast, one- or two-man aircars, and 
drive the herd with ultrasonic pulses from devices called 
‘sound lashes’. The toughest Hooters also fight with these 
short-range, pain-producing devices, which can stun or even 
kill at close range with repeated attacks. 

This popular tradeworld is wholly-owned by. the Ando- 
rian-chartered Jav Freetrade Corporation, which is traded on 
the UFP Stock Exchange. The Javili management have been 
friendly rivals with Baker's World for many years. (Jokes at 
the time of the founding of the AOFW stated that Jav joined 
to keep Baker’s World from stealing all the customers...) De- 
spite the competition for trade traffic between the two worlds, 
they vote on the same side as often as against each other 
in the AOFW council. The corporation is known for playing 
the game of business fast and hard, but by the rules. 

In recent years, the Orion presence, especially in the 
Turnstile worlds, has cut into Javili profits somewhat. Jav 
lacks the inspired, charismatic leadership that has kept 
Baker's World competitive. In fact, corporation president 
Kriell V'lagas is quite a conservative man. This failure to 
change with the markets does more to hold back Javili 
economic expansion than the Orions and Baker's World com- 
bined. Membership in the AOFW, however, has helped the 
corporation by providing a good base of steady customers 
and allowing the leadership to observe and copy proven 
techniques used on other AOFW worlds. 
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Once Martin’s Star was considered so useless that it 
carried only a catalog number because no one had bothered 
to name it. This changed when an apprentice sensor 
operator’s mate named Martin Lee swore he had noted some 
unusual readings during an orbital geological sensor sweep 
of the third planet in the system. Lee’s findings could not be 
confirmed, but he later led a group of fortune-seekers back 
to the inhospitable ice world and found the biggest strike of 
cobali thermgems ever discovered. Unfortunately, Lee suc- 
cumbed to the cold when his environment suit was damaged 
in a fall, and he never enjoyed any of the riches he discovered. 

The heirs of the original expedition members sold off 
the claims piecemeal, unwilling to brave the cold to exploit 
the gem strike themselves. Today, the Miners’ Association 
controls the disbursement of claims, and prevents too many 
thermgems from reaching the open market. 

Cobali thermgems (named after the planet Cobal VI, 
where they were first discovered) make a pleasant subsonic 
vibration when warmed by close proximity to the body (as 
on a necklace or ring). The buzzing is inaudible (except to 
those with especially acute hearing, like Vulcans), but pro- 
duces a calming effect in those who wear them. They do not 
form except in very cold environments. Modern science has 
never been able to duplicate their properties artificially, so 
thermgems remain extremely valuable. 

Stones must be worn individually to produce pleasing 
effects, as the vibration of multiple stones causes interfer- 
ence. This matters little, as few are rich enough to own more 
than one. When cut and polished to produce just the right 
tone, an average thermgem is worth 60 to 80 thousand cred- 
its. A larger stone that produces a more pronounced effect 
is worth 100,000 credits or more. A very few polished stones 
larger than three centimeters across are known. The largest 
confirmed by the Miners’ Association to exist is 15 centimet- 
ers across, and is rumored to produce a deep, hypnotic state 
when held and warmed by the body. This stone is now the 
property of the Vulcan Science Council, and is not on public 
display. 


The Miners’ Association turned down all offers of mem- 
bership in the AOFW until a suspected Klingon raid hijacked 
a rumored 70 million credit shipment of raw stones, including 
a ten-centimeter specimen. Fearing more such breaches of 
security, the mining world affiliated with the AOFW to obtain 
protection from AOFW police and space forces. 


Maze was originally settled by several Human worlds, 
each colony maintaining a separate governmental structure. 
These colonies, centered around geothermal power taps, 
were mining and manufacturing sites that remained rather 
dependent on their worlds of origin until the planet was 
conquered by a Klingon advance force during the Four Years 
War. The Klingons enslaved the Maze population and set 
their factories to work producing arms. 

This proved to be a major error for the Klingons. The 
AOFW immediately entered the war on the UFP side, granting 
the Federation valuable ship construction and refueling/re- 
supply facilities within the Triangle. This was instrumental 
in the early defeat of the Klingon/Axanar alliance. Meanwhile, 
the enslaved peoples of Maze united to form a resistance 
movement, harassing the Klingon occupation force and 
paralyzing weapons production. Within two years, Maze was 
liberated by combined AOFW and Federation forces. 

The Klingon occupation actually had one beneficial ef- 
fect. Not only did the inhabitants become more self-sufficient, 
they also developed a sense of planetary identity. Soon after 
the war, the various small governments joined to become 
the United Peoples of Maze. Mazerunners are proud of their 
family ties, especially those whose families were prominent 
in the Resistance. Also, the dedication above all else to hard 
work, which gained momentum during the post-war recon- 
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struction, has become almost an obsession with many 
Mazerunners. It has led some inhabitants to turn to illegal, 
steroid-like drugs known as ‘builders’, which increase phys- 
ical strength and endurance at the expense of a loss of intel- 
lect. The drugs are highly addictive, and importing them can 
bring down the only death penalty left on the books. 

Though the necessary elements are not present in 
Maze’s own soil, ‘builders’ are, unfortunately, easily synthe- 
sized on many agricultural worlds. The raw drug brings 
10,000 credits per pound when imported and 100 times that 
when processed, cut, and prepared into capsules on Maze. 

The raw drug is fatal even in small doses. A single pro- 
cessed capsule (selling for 1,000 credits on the street) will 
increase strength and endurance to 1.5 times normal for a 
period of 10-30 days. Sleep is unnecessary during the effec- 
tive period. A foolish (or desperate) worker can thus work 
multiple shifts with greater production. Many companies are 
known to look the other way, and even pay large bonuses 
for increased production, thus allowing workers to support 
their addiction. 


But ‘builders’ have side effects. After the effective period, 
there is a temporary loss of intellectual ability. The ‘stupids’, 
as the effect is called, last twice as long as strength/endurance 
was increased. The side effect can be postponed if the addict 
continues to take ‘builders’, but this only increases the risk 
that the intellectual impairment will be more pronounced, 
even permanent. 

This relatively new colony world was settled by a peace- 
loving sect composed of Terran/Oriental families who have 
embraced Vulcan ideas and philosophies, and Vulcans who 
have chosen to teach their ways to this select group of Hu- 
mans. Morning Garden has a strict nonviolence taboo, and 
maintains no military or true police force. The closest equi- 
valent, the Guardians of Tranquillity, are mostly volunteers 
who fill the role of judges, peace officers, and emergency 
personnel of every sort. Those choosing to serve as Guar- 
dians, if found worthy, are empowered to make decisions in 
the field with the power of law. They settle disputes among 
merchants, act as family counselors, and dispense food and 
clothing to the needy. 

Morning Garden is considering an offer of AOFW mem- 
bership, but the ruling body of ‘advisors’ is taking its time 
weighing the advantages and disadvantages. The greatest 
worry is that Morning Garden may be drawn into a war by 
the AOFW, violating its nonviolent moral imperative. 


New New Aberdeen’s Terran/Scottish traditions and 


shipbuilding expertise both come from the same source, the 
rich and influential New Aberdeen Human colony world in 
the UFP. Now independent, New New Aberdeen retains re- 
spect and loyalty to its heritage. Their shipbuilders also retain 
the same reknowned skill and pride in their work. As such, 
this planet has the busiest orbital construction and repair 
facilities in the Triangle. 

Started early and funded well by their parent world, New 
New Aberdeen is economically well-established, providing 
much of the financial muscle behind the AOFW. Like its par- 
ent in the UFP, New New Aberdeen is the home of some of 
the finest engineers in the Triangle, and their services are 
much in demand. 
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Through contacts in the UFP, licenses have been ob- 
tained to produce many of the Federation’s most popular 
ship designs. During the Four Years War, a complete UFP 
Star Fleet heavy cruiser was constructed here in the only 
yard outside the UFP to ever get such a contract. When the 
ship, the USS Aberdeen was decommissioned, it was pur- 
chased at scrap prices and restored by the New New Aber- 
deen shipyards. Refitted with modern arms and equipment, 
she (never refer to any ship as “it” around Aberdeeners) is 
now one of the largest ships in the AOFW fleet. 

By private agreement, New New Aberdeen builds no 
armed vessels for powers hostile to the UFP. No ships at all 
are built for the Klingons, due to a dispute over a contract 
default by the Empire. Klingon vessels are barred from New 
New Aberdeen repair facilities except in extreme emergency, 
and those workers who lost out on a good deal of money 
because of the default still bear a grudge against the Kling- 
ons. 

The long-limbed, marsupial-like Niicali are the only na- 
tive race represented in the AOFW. The Niicali are a low- 
technology people whose entire lifestyle — livelihood, envi- 
ronment, and religion — is based on the unique carpet of 
blue-green moss covering their entire world to an average 
depth of five kilometers above sea level. 

The moss (called Maalii, or ‘life-giver’, by the Niicali) is 
one of the most unusual plants ever discovered, and is still 
under study by scientists from all over the known galaxy. It 
is one single plant, highly specialized in areas according to 
function. Some form cave-like nests, which the Niicali (and 
the planet's native animal forms) use for homes. Some form 
an elaborate root and support structure. Some reach high 
into the atmosphere and absorb bright Niicali sunlight for 
photosynthesis. Some even dip into the modest Niicali seas 
and process salt water into moisture that is transmitted 
throughout the plant. (The plant's moisture-processing and 
distribution system is so efficient that the planet Niic has 
little weather as it is known elsewhere. Temperature and 
moisture levels are maintained throughout at a constant 
level.) 

These specialized moss structures are tended by the Nii- 
cali in a symbiotic relationship. Bulk moss can be flavored 
and processed in many ways for food. Certain specialized 
parts can be processed to extract important chemicals and 
drugs. For this reason, Niicali moss is an important export 
item. But, despite all efforts by botanists, the moss cannot 
be encouraged to grow elsewhere. It survives only on Niic IV. 

Only one mountain peak, called Spire by the first Human 
survey team to visit here, extends above the moss. Spireport 
(the spaceport) is now located there, but the facility began 
as a fortress from which Klingon overlords dominated the 
Niicali for over 20 years. Finally, in a skirmish just prior to 
the Four Years War, the Klingons were overthrown by a 
mercenary force from Baker’s World and New New Aber- 
deen. Baker’s World statesman E.J. Baker successfully 
negotiated a trade agreement with the Niicali after his twelve- 
year-old son Willis befriended one of the children of Niicali 
High Servant Siiliitaanaas and saved the youth’s life. Two 
years later, Niic joined in founding the AOFW. Baker's World 
holds most of the long-term note on the Spireport property, 
assuring it preferred trade status there. 

AOFW restrictions protect the Niicali’s right of privacy, 
and the secret methods of purification used to prepare the 
various special products produced by the moss. Willis J.F. 
Baker, now leader of the AOFW, continues a close association 
with the long-lived Siiliitaanaas and her daughter 
Liiniisiialaa, who will one day succeed her as hereditary 
leader of the Niicali. (Niicali females tend to be decision-mak- 
ers by ancient custom, while males are mostly laborers, 
builders, and harvesters. Baker's own 16-year-old daughter, 
Kellie, spent over a year as a cultural observer on Niic, and 
speaks the Niicali language (with the aid of a throat mike 
that helps Humans reproduce some of the ultrasonic tones 


.of Niicali speech). 


Paxton Ill (settled by Tellarite mining interests) and Pax- 
ton IV (settled mostly by Humans) have been at war since 
early in the history of the system. The war began over a 
mining station established by Paxton IV on the airless world 
Paxton V. The Red Paxtonians intended to experiment with 
the station as a supplement to their own world’s meager 
metal deposits, but the Grey Paxtonians claimed that they 
had already claimed mineral rights on all uninhabitable 
worlds of the Paxton system. A commando-style Grey raid 
ended the heated negotiations and captured the station for 
Paxton Ill. They held it for six days before a Red Paxtonian 
ship bombed the facility from orbit, destroying it. 

When the Paxtonian conflict threatened to attract every 
shady arms dealer and mercenary band in the Triangle, the 
AOFW stepped in and offered to act as mediator. Both groups 
joined the AOFW (largely out of fear the other would do so 
and turn AOFW military forces loose against them). The war 
continues, but is restricted to combat within the Paxton sys- 
tem itself. Arms are bought by both sides (sometimes from 
the same suppliers) from non-AOFW sources, but the battle 
is restricted to in-system space combat and ground actions 
against military targets. (There are repeated violations by 
both sides, however.) 

AOFW negotiators manage an occasional cease-fire, but 
these respites are usually short. Recent Romulan and Klingon 
interest in the conflict causes concern among AOFW dip- 
lomats that the two planets may ally with one of these powers 
and spread the conflict throughout the Triangle. For this 
reason, the AOFW allows the two Paxtons to maintain their 
membership, despite repeated violations of AOFW restric- 


tions. i 
Vessels entering the Paxton system are warned that both 


sides consider trade with the other to be an act of war. Thus, 
running trade goods to either planet, while not prohibited; 
can be very dangerous if intercepted by the wrong fleet while 
in system. In addition, Paxtonian terrorists of both sides have 
been known to commit acts of violence against those per- 
ceived to be even marginally ‘in league with the enemy’. 
Meanwhile, in the AOFW Council, both Paxton representa- 
tives normally abstain from any vote concerning them. This 
is the result of an unwritten agreement made between the 
Paxton representatives and Council leader Willis Baker after 
too many AOFW actions were paralyzed when the Paxton 
vote divided the group. 


MILITARY FORCES 

The AOFW provides a mutual defense force, which may 
be called in by the leaderships of the individual worlds for 
protection against external aggression. With the approval of 
the AOFW Council, these forces may also be loaned to 
member systems for disaster aid or rescue efforts. AOFW 
forces are prohibited from interfering in the internal struggles 
of member worlds. 

Most AOFW ground and space commanders are Feder- 
ation-trained, such training paid for by the AOFW. For this 
reason, and because of favorable trade agreements, most 
AOFW military star vessels are of UFP design. Some are 
purchased as surplus from the UFP, while others are designs 
licensed by the AOFW and constructed on New New Aber- 
deen. The AOFW Space Force also buys and licenses some 
designs from Orion corporations. Hand weapons are mostly 
Federation design as well. 
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ORION FRONTIER 


MERCANTILE ASSOCIATION 


Stardate Established: 1/9412.18 
Capital: Freeloader Central Port, Freeloader 
Term for Citizens: No generic term 


The OFMA came into being as a ploy to keep these lucra- 
tive trade centers open during the Four Years War between 
the UFP and Klingon Empire. Before the war, the group of 
worlds known as ‘The Turnstile’ had continued only a token 
relationship, competing with each other but also aiding each 
other in the competition with non-Orion trading companies. 
The advent of the war forced the Orion colonial worlds to 
ally with one side or the other, and they chose to side with 
the UFP (for strictly pragmatic reasons). Unwilling to lose 
the Klingon trade, however, the Turnstile planets created the 
OFMA and established their independence from Orion ties, 
declaring themselves neutral. They then proceeded to clean 
up by selling to both sides. 

The trick backfired, as the UFP saw through the deception 
and demanded that Orion corporations stop supporting their 
Turnstile counterparts for the duration of the conflict. Cut off 
from both the UFP trade and their own parent worlds, the 
Turnstile planets suffered grave economic setbacks. 

Before the war, the Orion tradeworlds had only one seri- 
ous rival for trade, Baker’s World. After, the Turnstile planets 
began rebuilding their economy, but their weakened state 
made it possible for other trade centers to become estab- 
lished. Today, they have regained much of their old domi- 
nance, though a great deal of the trade has shifted deeper 
into the Triangle. 

The OFMA ‘government’ is an extremely weak alliance, 
dependent on the fact that the Orion family corporations 
involved need each other too much to fight openly. There is 
still a lot of competitive backstabbing here, however, which 
leads to intrigues of all kinds. 

Doo Ill is a rugged world now being terraformed tor use 
as a new trade and industrial center by the Lifaq family cor- 
poration (which also operates Workday). The investment to 
prepare a major spaceport and industrial area on this jungle- 
covered planet is thought to be justified by the increasing 
amount of trade flowing into the Triangle from the Klingon 
Empire and the UFP. 

For now, Doo III has only a rough spaceport (little more 
than a town constructed for the workers near a flat landing 
field). The workers, however, are a fertile market for luxury 
goods carried by small independent traders, as the hazard 
pay on the Doo Ill terraforming job is high, and the construc- 
tion crews (recruited from any number of races and planets) 
have few diversions. 

Doo Ill's heavy industrial center is due to be ready in 
two years, with a light industrial and major trade facilities 
completed within two years after that. The work proceeds, 
just slightly ahead of schedule, thanks to generous bonuses 
paid by the Lifaq group. 

Owned and operated by one individual, the reclusive 
Orion trade king Tali Lithan, Freeloader is one of the busiest 
tradeworlds. in the Triangle. Lithan himself, the last of his 
line, has not been seen in person in years. His word is rep- 
resented by his executive secretary, the Vulcan T’Planna. 

Over the years, Freeloader has garnered a reputation for 
rowdy living, back-room dealing, black marketeering, and 
privateer operations, which is nearly unmatched in the 
known galaxy. Freeloaders are proud to say they worked 
very hard to earn that reputation. 

“If you want it, you can get it on Freeloader” is a common 
boast, and there’s a great deal of truth to it. Freeloader has 
always prided itself on its lack of import/export restrictions 
and the incredible variety of cargoes, both small and large, 
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available to anyone who has the money. Visitors to 
Freeloader’s shops and bars are a mad mixture of racial 
types. Over half the planetary population is transient, as near 
as can be estimated. (Freeloader doesn’t bother with a cen- 
sus.) 

Until recently, Freeloader has been the perfect place for 
a small independent trader to operate, but the larger Vulcan 
and Orion family trade cartels are exploring the possibilities 
of consolidating small trade runs and serving the smaller 
planets with their mighty cargo vessels. The smaller 
operators are beginning to feel the pinch, and resentment 
against these cartels (especially the Vulcans, who are seen 
by many Human traders as “smug”) is beginning to build 
among Human traders. : 

Laldan, an agriworld, is owned and operated by a cartel 
composed of 13 smaller Orion family corporations. Three, 
the Deleta, Galmi, and Vomor families, retain the bulk of the 
economic power. These three groups control the Laldan 
Farmer's Association, and, through it, the Corporate Negoti- 
ation Board and the planet's representatives to the OFMA. 

Laldan supplies food and textiles for export to its neigh- 
bor worlds of the Turnstile, and to other locations throughout 
the area. The soil is especially fertile, and the Farmer's Market 
of Laldan is popular with traders specializing in agricultural 
cargoes. l 

Lately, much interest has been aroused by the pending 
sale of large amounts of grain (mostly quintotriticale, a hardy 
wheat/rye hybrid) to the Klingon Empire. The Deleta family 
supports the sale, while the Galmi family opposes it. The 
key voting block, the Vomor family, remains uncommitted, 
hoping to obtain important considerations from both sides 
to influence their decision. The grain, which will be used as 
seed to help develop planets in the Organian Treaty Zone, 
will allow the Klingons to gain a better foothold there than 
in previous years. Thus, the Laldan government is under a 
great deal of unofficial UFP pressure to cancel or at least 
stall the sale. 

This well-established mining and industrial world at- 
tracts a good share of trade in heavy metals and industrial 
products. The excellent geothermal core taps provide abun- 
dant, cheap power. Lifaq is pleased with the Workday oper- 
ations, and is opening another tradeworld on Doo Ill nearby, 
hoping to attract some of the overflow traffic in luxury goods 
and ‘soft’ items from Freeloader. 

Though not as bustling (or as infamous) as Freeloader, 
Workday’s Lifaqport facility is well-equipped for most types 
of star vessel. Lifaq Corporation ship repair and refit facilities 
are excellent (though not as good as those at New New 
Aberdeen) and attract a lot of Klingon customers. The Vastok 
family has substantial holdings here as well. 


MILITARY FORCES 

Itis no secret that Orion military forces back the ‘indepen- 
dent’ government of the OFMA. Thus, Orion-built ships make 
up the majority of the OFMA fleet. The OFMA has bought or 
traded for a number of Klingon vessels in more recent years, 
however, and there are a few UFP and Romulan design ships 
also in her fleet. The permanent space navy is small, but the 
corporate fleets of the OFMA member corporations can also 
be made available, if necessary. 

Ground forces are not particularly numerous, and mostly 
serve as police. These are hired and controlled by the various 
corporate families involved with the OFMA. They are armed 
with Klingon-design disruptors and a few Federation-design 
phaser weapons. : 

OFMA forces protect the member planets from large- 
scale piracy and invasion, but the political situation is such 
that inter-corporate struggles and minor piracy cannot be 
effectively curbed. Bribery and corruption among OFMA of- 
ficers is not unknown. (In fact, it is the rule rather than the 
exception.) 
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IMPERIAL KLINGON STATES 


Stardate Established: 1/9709.1 

Capital: Borakka, K’Linsann 

Term for Citizens: No generic term 

The Imperial Klingon States were established in the latter 
half of the Four Years War as a result of Admiral Kamato’s 
attempted coup on the Imperial Throne. Kamato believed 
the confusion of war would work to his advantage, and 
counted also on the Emperor having a smaller bodyguard 
than usual, with so many troops mobilized to the borders. 
What Kamato did not know was that the Emperor fully ex- 
pected just such a move, and the coup was easily put down. 

Kamato may have miscalculated his chances of winning, 
but he was no fool. Beating a hasty retreat with his remaining 
forces, he headed for the area known as the Triangle. Even 
at that time, the Triangle was reputed to be a place where 
one could easily disappear. The renegades stumbled about, 
looking for a place far enough from the Empire to discourage 
active pursuit, but close enough to keep in touch. Kamato 
felt the time for another attempt on the throne would come 
for him again. 

His scouts examined many areas for possible settlement, 
including the one known as Baker’s Dozen. But Kamato in- 
sisted they find a relatively uninhabited area, as they were 
in no shape to fight any size military force. Though they still 
possessed nearly 100 ships, most were so badly damaged 
as to be incapable of returning fire if attacked. Kamato was 
determined to keep what was left of his force intact to estab- 
lish a new colony. 

They found what they were after on a planet known as 
Patterson's Place. Here, a small colony of approximately 250 
Terrans had settled three years previously. Sensors showed 
the planet to be relatively rich in minerals, and the colonists 
had obviously begun to mine the planet. As the Klingons 
desperately needed the mining equipment, Kamato sent 
down a landing party in hopes of learning more. He intended 
to take over the planet, keeping its people alive to operate 
the mines. If this should turn out to be an official UFP colony, 
however, Kamato could expect the Federation to come to its 
rescue, something that would definitely not suit his plans. 

The landing party got the information it needed, learning 
the colony was independent. The population did not even 
have communications with anyone off-planet. Patterson's 
Place had been established as acommune by a group ranging 
in age from their late teens through their mid-twenties. These 
young people sought total freedom from the restrictions they 
felt society had tried to force upon them. Having suffered 
one setback after another, Kamato believed the tide was now 
turning in his favor. The colony seemed his for the mere 
taking. No one, particularly the UFP, would miss it, because 
no one knew it existed. 

Kamato received another setback, however, when the 
colonists chose mass-suicide to working as slaves in the 
mines. That meant Kamato would have to deploy some of 
his alreddy-depleted military force to work the mines and 
produce food. Two-thirds of his group were assigned to the 
mines and the farms. The other third was set to work repair- 
ing what ships they could. It was necessary to cannibalize 
many of the vessels in order to render even a few of them 
fully operational. These few ships were then crewed and 
given the mission of raiding whatever settlements they could 
for vitally-needed medicines and equipment. These raids 
were to be conducted as far away from K’Linsann (renamed 
from Patterson’s Place) as possible. The Klingons were hop- 
ing to establish themselves before anyone knew their loca- 
tion. 


Less than six months after taking over K’Linsann, Kamato 
felt the need for expansion. His staff attempted to dissuade 
him from over-extending their meager fleet and resources, 
but that only resulted in the execution of the Chief of Staff. 
Kamato wanted no dissent in his headquarters. Soon after, 
a nearby uninhabited world became the second planet to be 
controlled by Kamato. He named it Kinarra, after a friend 
from his training days, and it was there Kamato met his death. 

Kamato had called together his staff on Kinarra in order 
to found and establish the Imperial Klingon States, an empire 
to replace the one he felt had been denied him on his home- 
world, Under his rule, Kamato envisioned the IKS as a rival 
to the home empire. He further intended to unite with other 
Klingon splinter groups to build a force many times the size 
of his original one to achieve a second, successful coup on 
the Imperial throne. 

A heated debate broke out when Admiral Kepel, 
Kamato’s new Chief of Staff, disagreed during a discussion 
of the raiding crews due to be sent out. The debate ended 
abruptly when Kepel and his followers stormed out of the 
meeting. Shortly after, a large explosion ripped through the 
building, which was set aflame. When the fire was brought 
under control, the bodies of Kamato and seven others were 
found. Although few dared to blame Kepel outright for the 
carnage, to this day, many feel he was responsible. The Ad- 
miral defended himself, pointing out that he had left the 
building only moments before the explosion. The issue was 
finally settled when Kepel had his accusers shot. Three days 
later, on Stardate 1/9709.09, he assumed control. The next 
day, the Imperial Klingon States were formally established, 
and it is a testimony to Kepel’s abilities that he is still in 
control of the IKS, 24 years later. 

As the new leader, Kepel wanted the raiding parties to 
remain closer to home in order to speed up the time spent 
getting needed materials. He also felt that trade could be 
opened, although restricted. Reasoning that the UFP would 
discover them shortly anyway, Kepel wanted to rebuild his 
vessels quickly in order to handle any future attacks. He or- 
dered his ships to attack and raid whenever and wherever 
they could. The reality of the situation, however, was that 
there wasn't much to raid close by. 

The IKS has acquired three more planets: North 
Pasadena, which had been a UFP research station; Mattarra 
lll, where the IKS is currently building large ship construction 
and repair facilities; and Penchan Il, which yielded much- 
needed dilithium crystals. These five planets currently form 
the IKS, although Kepel has his eye on other nearby neigh- 
bors. 

Kepel has managed to fool everyone concerning the real 
strength of the IKS. He has often sent out on raiding missions 
a single, fully-operational vessel accompanied by ships 
manned with only skeleton crews. So far, there has been no 
real interference from the UFP or other powers, but someone 
is bound to call his bluff eventually. Kepel is trying to keep 
from provoking the UFP by staying out of its way while con- 
tinuing to build and consolidate his forces. Until some enemy 
meets his ships head-on and challenges their seeming 
strength, Kepel is content to see the IKS continue its slow 
growth for now. It is not the UFP he wants to fight. Kepel is 
after the same thing as Kamato — the Imperial Klingon 
Throne. 

Every planet in the IKS has a military governor, much 
as a foreign planet taken over by the Empire would have. 
Kepel feels it is easier for him to maintain control over a 
military administration than a civilian one. Each planet’s 
military administration is responsible for all activities in the 
system, including trade with outsiders. 

K’Linsann continues to develop as the center of the IKS 
government. All its activities are controlled or monitored 
from here. 
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Any Klingon newcomers to the IKS are processed on 
K’Linsann before being assigned to a sett!ement and a job. 
Naturally enough, all incoming military personnel are as- 
signed to a ship as soon as possible. The problem is that 
there are more crew than usable vessels. A large base is 
here to train these personnel in repair techniques and in 
some manufacturing processes, and much time is spent at- 
tempting to find ways to ‘jury-rig’ broken devices or to re- 
place broken systems with other devices. This base, five 
kilometers outside the capital, is rapidly developing into a 
full-fledged engineering school. Some small repair facilities 
also exist in orbit around the planet. 

K’Linsann also acts as the focal point for trade with the 
IKS. Anyone wishing to trade with the Imperial Klingon States 
must first come to the trade center at Zerann. Here, he must 
fill out the usual mountain of forms. After the Klingons have 
approved a trader, he is allowed to operate through the trade 
center. If a trader has been coming to the IKS for a while, 
the Klingons may allow him to trade also at one of the other 
planets. Still, 80% of all trade with the IKS is handled here. 

Even with all the military forces on K’Linsann, 75% of 
the population is now civilian. They are kept busy producing 
food and handling the growing manufacturing centers. The 
10% non-Klingon population are workers brought from slave 
planets to handle the hazardous jobs, particularly mining 
operations. 


Kinarra was uninhabited and never previously settled 
until the Klingons came along, probably because it is an 
uninviting desert world. Being mineral-rich and off the beaten 
path, Kinarra was perfect as a second world for the Klingons, 
however. Three weeks after they landed on the planet and 
put up temporary shelters, the Imperial Klingon States were 
established. In the 25 years since its acquisition, Kinarra has 
become vital to the IKS as a source of metals used in ship 
construction. Although most hull material comes from as- 
teroids (due to ease of handling), most interior equipment 
is constructed planet-side, then sent to the shipyards in space 
for installation. 

The mines on Kinarra are most unusual. Although a des- 
ert planet, it has only a 37% land mass. This strange geo- 
graphy results from the shape and location of the land mas- 
ses, which are mostly equatorial and separated from the seas 
by high mountain ranges. When the rains come, they quickly 
drain back into the seas or are absorbed back into the air by 
the hot sun. The mines are located mostly under the desert 
sands, making access difficult. Kinarra’s large work force, 
which comprises 40% of the planet’s population, operates 
the mines. Every one of these workers is a slave captured in 
raids on colonies and ships. Their living conditions are very 
poor, in part due to Kinarra’s climate and in part to the Kling- 
ons’ treatment of them. 

The Klingon civilian population on Kinarra is employed 
in refineries where the raw minerals are processed, and in 
manufacturing plants where products are fabricated from 
the refined materials. These manufacturing plants produce 
many of the necessities required throughout the IKS. Some 
civilian Klingons are also fishermen, using advanced 
techniques to harvest the abundant sea life. As few crops 
will grow in Kinarra’s harsh climate, this sea harvest forms 
the basis of the population's diet. 

Traders are allowed on-planet if they have proven ‘safe’, 
but even they are restricted to the trade center in M’Reen. 
Little in the way of finished goods are traded off-world, as 
the IKS needs all the manufactured goods it can produce. 
There are some raw materials for which they have no use, 
and the IKS is willing to let go of these in trade. 

As the planet continues to develop into the main man- 
ufacturing center for the IKS, Kinarra will continue present 
trends for some time. Very little military strength is assigned 
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to the planet, its troops acting mainly to keep the slave labor 
in line. The IKS intends to maintain the current population 
balance, if at all possible. More non-Klingons will be em- 
ployed in the sea harvesting occupations, but that is the only 
intended change. Very little military strength is assigned to 
Kinarra, its troops acting mainly to keep the slave labor in line. 

North Pasadena was originally a UFP research station, 
which the IKS did not know when they established a colony 
on the planet. The Klingons expected retaliation from the 
UFP upon taking over the station, but none came. The scien- 
tists then revealed that they had been ousted from the UFP 
for carrying out genetic experiments that the UFP Science 
Council had not approved. The scientists had fled to North 
Pasadena in order to carry out their experiments on the life 
forms here. 

The Klingons gave the scientists a choice: either cooper- 
ate or be terminated on the spot. The scientists were not 
concerned about who employed them as long as they were 
permitted to continue their experiments. In fact, they feel 
they are better off under the Klingons, who readily provide 
them with needed supplies. Also, the Klingons keep them 
supplied with a steady stream of sentient beings on which 
to experiment. 

The IKS has kept the colony here small, in order to keep 
the scientists and their experiments under wraps. No trading 
is allowed by independents on-planet, all trading being done 
either off-world on an orbital station, or at other IKS centers 
and brought on-world by IKS ships. Recently, the IKS has 
established a small mining settlement on another continent. 

Penchan is not only mineral-rich, but it had the industrial 
crystals, especially dilithium, needed to power the aging IMS 
fleet. Many of the elements needed for Klingon weaponry 
were also discovered here. When the IKS discovered the 
planet was resource-rich, they quickly established a military 
base on-planet and kept a small fleet in system. It was this 
force which ambushed a Romulan colonial expedition in 
2/1002. The Romulans were also searching for mineral-rich 
planets ripe for exploitation. Their small force was quickly 
destroyed by the IKS ships present. The Romulans never 
even knew what had hit them, and assumed the colony ship 
was lost to pirates. 

The IKS maintains a strong military presence on Penchan 
ll to keep anyone from discovering the reason for the heavy 
activity here. A large colony is being built, but the process 
has been slow. The planet is cold, with little life in the snow 
and ice. If that were not inhospitable enough for the Klingons, 
a deadly virus wiped out the first two attempts at coloniza- 
tion. The IKS scientists were able to find a cure, but they 
faced one major problem. The chemicals needed to fight the 
disease were not available anywhere in the IKS, and so they 
were unable to produce a serum in their labs. It took over a 
year before an independent trader was found to bring in the 
needed serum elements. When the Klingons were finally able 
to bring the virus under control, they began to colonize the 
planet. 

The IKS will not allow any non-Klingons on Penchan. 
Nor are outside communications allowed except through the 
military command center. Neither will any Klingon stationed 
here ever be allowed to leave alive. As can be seen, the IKS 
is determined that no one know they have discovered the 
materials needed to revitalize their fleet. 

Penchan will one day be developed into a large industrial 
complex, but that will take time and put an enormous strain 
on IKS finances, due in part to the hostile environment. Most 
settlements are now being built under domes because of the 
severe winds and snow. Each is also being defended by 
powerful shields to encourage isolation. Penchan will un- 
doubtedly be the center of IKS commerce and construction 
within the next 20 years. 
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Mattarra has only recently come under IKS control. The 
planet apparently had been ignored by anyone who came 
near, as no evidence of any landings can be found. The planet 
does not have much to offer, except that it is uninhabited. 

Mattarra is being developed into a ship construction 
facility, using what minerals the planet has, along with metals 
being taken from a very rich asteroid belt between it and the 
fourth planet. Planetside and orbital facilities are being built 
by the 280-man work force, with the orbital facilities 25% 
complete, and the ground facilities 75% complete. The IKS 
intends to develop the planet into a secondary military base 
for its navy. The planet will eventually house the largest 
portion of the ground forces, along with training facilities for 
Klingon Marines and guerrilla forces. 


MILITARY FORCES 

The IKS space fleet maintains 37 Battle Groups of miscel- 
laneous combat vessels, consisting of 21 Battle Groups of 
various D-7 models, six Battle Groups of D-18s, one Battle 
Group of L-9s, three Battle Groups of D-10s, three Battle 
Groups of K-23s, and various other ships, including gunships 
and service craft. At any given time, only 40% of these are 
operational, due to the lack of vital replacement parts, which 
the IKS is incapable of manufacturing. 

Ground troops are organized in standard Klingon fash- 
ion, and use mostly Klingon-design weaponry and equip- 
ment, though some detachments are armed with Romulan 
adaptations of this equipment. 


MANTIEV COLONIAL 
ASSOCIATION 


Stardate Established: 1/2501.02 

Capital: Mantiev, Mantiev 

Term for Citizens: Mantivians 

The Mantiev Colonial Association has been in existence 
as a formal association for almost 100 years. The Association 
was formed by the four member planets in response to a 
growing concern over expansion by the major powers into 
the Triangle. It was felt that the MCA would be in a better 
position to bargain for what was needed than would indi- 
vidual independent governments. 

The member planets were all originally settled by various 
groups from the UFP. All four had few restrictions on immigra 
tion, as each welcomed all the settlers they could get. In 1/25, 
the Mantiev, Chaniviev, Kallendeva, and Stork’s Rest govern- 
ments formed the alliance that came to be known by the 
most populous planet’s name, the Mantiev Colonial Alliance. 
The MCA had one fundamental goal: strength through al- 
liance. This became the rallying cry of those in favor of al- 
liance, which was a majority. The few dissenters were mainly 
those rugged individualists who would have cried foul no 
matter what the circumstances of union were to be. 


The MCA went through 91 years of relative peace, if one 
doesn’t count the occasional minor skirmishes with Klingons, 
Romulans, and others. None of the major powers attacked 
the MCA, due both to its size, and to the fact they were too 
busy elsewhere to spare a force large enough to control the 
MCA. 

The long peace among members of the Association 
ended with the election of 2/16. Jonas Elley, the leader of a 
new party known as the Chaniviev Alliance, atttempted to 
defeat incumbent President Lee Willson in his bid for a third 
term. Elley, who had the support of the mining corporations 
on Kallendeva, lost by a large margin. The mining companies 
had been promised more freedom in pricing and sales by 
Elley in return for the money needed to run his campaign. 
The Chaniviev Alliance was started by the disgruntled gov- 
ernment on Chaniviev, which felt the Mantiev government 
was looking out for itself and no one else. The Chans, led 
by Elley, announced they would secede from the MCA. Will- 
son and the MCA refused even to allow the motion to be 
read on the floor of the Parliament. The Chan party stormed 
out. Heading home, they declared war on the MCA as soon 
as they were out-system. 

The MCA suspended all activities for the duration of the 
Civil War. The remaining loyalists formed the Loyal States 
Alliance, and turned to the Romulans for aid when they dis- 
covered the Klingons were supporting the rebels. For the 
past six years, the war has continued. Fighting is sporadic, 
with both sides struggling to build up to the point where 
they feel they can defeat the other. Most of the fighting has 
centered on Kallendeva, which is the site of the mining cor- 
porations that supported the rebels from the start. 

The war is currently at a stalemate, with the Federation 
attempting to get both sides to sit at a conference table to 
iron out their problems. The UFP is trying to make both sides 
realize they are acting merely as pawns in the hands of the 
Romulans and the Klingons, who have found the perfect 
testing site for new weapons without risking their own 
troops. The UFP is also aware of what would happen if one 
side won a complete victory over the other. Either the Kling- 
ons or the Romulans would gain a strategic foothold in the 
Triangle. 

The four planets of the MCA were all settled at roughly 
the same time. The reasons for Mantiev’s dominance in the 
Association are not totally clear. One thing that is known, 
however, is that there has been a continuing line of charisma- 
tic leaders in its political history. Over the years, these leaders 
were responsible for forging the MCA, and then keeping it 
together through the 100 years prior to the Civil War. It was 
the emergence of a powerful leader, Elley, on another world 
that finally broke the dominating line of Mantiev leaders. 

The current president of the MCA, Lee Willson, is an 
example of a good leader turned lazy. After two terms as 
president, he became not only lax in his duties but totally 
unaware of the war brewing in his midst. About two years 
after war finally broke out, Willson was forced to declare the 
MCA government ‘in exile.’ Although the government did 
not really go anywhere, it became inactive, existing in name 
only. A new government was formed ‘for the duration’. It 
was named the Loyal States Alliance, and Jolinda Pietra was 
chosen as leader (known as the Minister) by unanimous vote 
of the new Parliament. 

The LSA government currently is based on Mantiev. It 
is a representative government, with delegates from every 
nation that has signed The Agreement. This document ties 
together the nations on any planet loyal to the old MCA. 
Each delegate has one vote, with the Minister settling any 
ties. The process for electing delegates to the LSA Parliament 
varies in each nation. 
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The LSA has allied with the Romulans in order to gain 
much-needed equipment, especially ships. So far, the Romu- 
lans have asked nothing in return, being content with slowly 
gaining a foothold in a region vital to the Triangle. Federation 
envoys have been attempting to convince the LSA of ulterior 
motives by the Romulans, but no one was willing to listen 


to them until recently. 
Chaniviev was settled shortly after Mantiev by a group 


consisting primarily of Chinese and Russian Terrans. In the 
long days of Chan, as the planet came to be nicknamed, the 
colonists were able to produce what crops they needed for 
survival. The mines of the planet gave them what they 
needed to trade with other planets, including those of the 
soon-to-form MCA. The Chans pretty well stayed to them- 
selves, joining the MCA in hopes of maintaining their free- 
dom through an alliance with other small independents like 
themselves. 

Thirteen years ago, a large group of Terrans from the 
British states settled in the Capital. They were a group of 
political exiles from Earth, led by Jonas Elley. Elley was quick 
to establish himself and his followers in the political structure 
of Chaniviev. In just nine years, he had worked himself up 
to the position of Planetary Governor. In this capacity, he 
saw an even greater opportunity: control of the MCA. 
Through a masterful propaganda campaign, he was able to 
convince the Chans they were getting the short end of the 
stick in the Alliance. He was aided in his performance by the 
Klingons, who were quick to recognize an opportunity to 
gain access to a vital section of the Triangle. At first, the 
Klingons gave covert aid, assisting in intelligence-gathering 
and miscellaneous guerrilla activities. But, as Elley gained 
power, the Klingons came into the open, even being so bold 
as to be seen with him at media events. 

As the situation deteriorated, the Klingons persuaded 
Elley and his followers to arm themselves, even offering to 
provide Klingon Marines ‘for security reasons’. At first, Elley 
had the sense to refuse. As the situation worsened, however, 
his over-zealous aides convinced him to accept the Klingon 
offer. They reasoned that the Klingon weapons would permit 
Elley to reach a quick victory over the Loyal States. The reality 
was that the war was prolonged and many thousands more 
would die. 

Even Elley now realizes that it is the Klingons, not he or 
his party, who control the situation on Chaniviev. He sees 
no way out except to continue on, hoping the Klingons will 
live up to their promise of evacuation when the war is over. 

Kallendeva was the third of the MCA planets to be col- 
onized, differing from the other colonies in that it was settled 
by mining corporations, not colonial associations. The corpo- 
rations of course ran their settlements as businesses, rather 
than as a political system. They had a dual motive for joining 
the MCA: it would provide them with both a ready market 
for their ores and a military force, albeit small, to help protect 
them. The arrangement worked well for the corporations 
until Elley and the Chaniviev Alliance entered the picture. 

When Elley promised the mine workers better living con- 
ditions and a share of the corporate profits, the miners, (most 
of whom were not here by choice) were enthusiastic. The 
miners at first attempted to work for changes within the 
corporate system, but to no avail. Elley preached action, and 
the miners responded with a work slowdown. The corpora- 
tion ignored them. Elley pushed. The miners responded with 
a strike. Elley now had what he wanted. With the workers of 
the MCA behind him, Elley was a force for Willson to reckon 
with. In the next election, Elley took on Willson, and lost. At 
that point, civil war broke out. 

Kallendeva has been the scene of most of the fighting 
between the Loyalists and the rebels; in some areas, the 
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planet has been devastated. It is fortunate neither side has 
resorted yet to very powerful weapons. Some low-power 
photon missiles and lasers have been used, but neither side 
has allowed the Romulans or the Klingons to talk them into 
using anything heavier. The mining facilities are still in oper- 
ation, as the fighting has been concentrated in the non-popu- 
lated, non-strategic areas. The reason for this is not clear. 
Outsiders can only hazard a guess: Perhaps both sides have 
come to a tacit agreement that this will be a war without 
civilian casualties. As both sides have colonial backgrounds, 
this speculation is entirely plausible. 

The war continues to be a series of small skirmishes 
between platoon- or company-sized units. Recent trends are, 
however, toward larger and larger units being thrown into 
battle. The Klingon and Romulan advisors have also been 
pressing both sides toward using more powerful weapons. 
With the Federation sending envoys to try and stop all this 
madness, the Mantiev Colonial Association is currently the 
hottest spot in the Triangle. 

Stork’s Rest was founded by a group of colonists from 
the colonial vessel Storke. The climate has been a major 
influence in keeping the population low. The gems which 
account for the planet’s exports have made the few hardy 
colonists wealthy. The settlers established an elective form 
of government in which everyone over the age of 16 has a 
voice in the political process. All important issues are voted 
on by all. Regional representatives are elected to handle the 
mundane chores of running a planet. It was this group of 
regional Senators that elected to have Stork’s Rest join the 
MCA. When Elley attempted to unite the workers, the Stor- 
kers refused to play ball. 

The Storkers stayed loyal, and, with the support of the 
Romulans, they intend to stay that way. So far, not much 
fighting beyond the occasional raid has occurred. The rebels 
have succeeded in tying up large numbers of Loyalist troops. 
The LSA must keep the mines open, however, as it desper- 
ately needs the income from them to finance the war. 


MILITARY FORCES 

The military forces of the MCA are currently split into 
two factions: the Loyalists and the Rebels. The actual number 
of ships varies constantly due to the intense fighting. The 
Loyalists are currently receiving vessels from the Romulans 
while the rebels are being supported by the Klingons. No 
fighting ships remain from the original MCA forces. All ves- 
sels in use are Romulan- or Klingon-designed and built. Each 
side averages 30-35 gunboat and escort-type ships and 
roughly 50 each transport vessels of various sizes. 
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introduction To The Triangle Atlas 


UNDEVELOPED WORLDS 

Merely because only 120 worlds are described in detail 
here, this does not imply that there are only 120 worlds of 
consequence in the Triangle. Far from it! 

Most Triangle worlds remain virtually uninhabited and (Q 


D 


The Triangle is vast. It measures 48 parsecs north to 
south, and about 30 parsecs east to west at its widest point. 
It contains 487 star systems as cataloged in the Compendium 
Of Stellar Bodies, the standard reference work on the subject. 
These systems contain 2,991 worlds, many of which have 
never been named or officially described. 

The following pages contain the statistical, historical, 
political, and economic data on 120 of the Triangle’s major 
worlds. Each of the Triangle worlds that has a major popula- 
tion is included here, as well as a few worlds that are impor- 
tant for economic, political, or military reasons. 

WORLD LOGS 

For each of the worlds listed in this Atlas, the standard 
geographical data as well as the technological, sociopolitical, 
and trade profiles for the civilization found there are given 
in a table. The coordinates of the world are given in standard 
NS-EW format. Following the tablular information, expos 
itory paragraphs are included that describe noteworthy facts 
about the world, its people, its history, or some other infor- 
mation concerning its status. 

GAZETEERS 

The gazeteers provided at the end of this book index 
these worlds in various ways. There is an alphabetical index, 
a political index, and indices giving major exports and im- 
ports. 


NOTE: Some of the world entries here are 
duplicated in Book 3, Memory Bank Alpha 


many are unexplored. These planets either have no obvious 
resources that can be exploited with ease, or have planetside 
conditions so inhospitable that a significant population base 
has not yet developed. Life in the Triangle has characteristi- 
cally had a harder time gaining a foothold than is average 
for the major empires, and the sparseness of population 
centers is characteristic. 

Many feel that the Triangle remains on the frontier, as 
close to unexplored space as the farthest flung outpost to 
spinward or coreward. That the Triangle has been completely 
mapped, that it is hemmed in on.all sides by civilization, and 
that population centers have sprung up in a regular spacing 
across its length and breadth makes no difference, they claim. 
To these proponents of the Golden Triangle, as it is often 
called, a man need not venture to the farthest reaches of the 
galaxy to find total freedom; they contend that the Triangle 
offers similar opportunities for the bold, enterprising, intelli- 
gent, and lucky. 
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World Log: BANDAGE 


World Log: ETERNITY 
System Data 


BA 


World Log: GANARRA IlI 
System Data 


The Triangle 


System Data 
System Name: Yullum 
Map Coordinates (11.68 6.6E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: vi 
Number of Satellites: 2 
Gravity: 1.3G 
Size 
Diameter: 16,900 km 
Equatorial Circumference: 52,000km 


Total Surface Area 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate 
Mineral Content 
Normal Metals: 
Radioactives: 
Gemstones: 
Industrial Crystals: 
Special Minerals 


663,000,000 sq. km 
57% 
377,910,000sq. km 


30 hours 
Terrestial 
Cool Temperate 


23 
Trace 
Trace 
Trace 
7 


System Name: Onza 


Map Coordinates 
Number of Class M Present: 


Planetary Data 


Positionin System: 
Number of Satellites: 
Gravity: 
Size 
Diameter: 
Equatorial Circumference: 
Total Surface Area 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 
Radioactives: 
Gemstones: 
Industrial Crystals: 
Special Minerals: 


(11.88 6.9E) 
1 


i 
0 
9G 


11,700 km 

36,000 km 
459,000,000 sq. km 
27% 

123,930,000 sq. km 


26 hours 
Terrestial 
Cool Temperate 


14 
23 
Trace 
Trace 


Total Surface Area 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


System Name: Ganarra 
Map Coordinates (10.0S 5.5E) 

Number of Class M Present: 1 

Planetary Data 

Positionin System: tl 

Number of Satellites: 2 

Gravity: 1G 

Size 
Diameter: 13,000 km 
Equatorial Circumference: 40,000km 


510,000,000 sq. km 
93% 
474,300,000 sq. km 


Length of Day: 33hours 
Atmospheric Density: Thick 
General Climate Tropical 
Mineral Content 

Normal Metals: 21 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: 7 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


Klingon 
DCEDFFF C(x) 


Bandage has unique mineral 
springs whose waters are beneficial to 
many afflictions, real and imaginary. 
Before being dominated by the Kling- 
ons, this planet served as an indepen- 
dent hospital planet, hence its name. 
The Klingons now intend to use the 
world’s large hospital facilities for the 
treatment of troops. The resident med- 
ical staffs were given the choice of stay- 
ing on or being executed. Not surpris- 
ingly, almost all have volunteered to 
treat the Klingons, who have made 
examples of the few who were unfortu- 
nate enough to ‘let the scalpel slip’. 

Bandage once supported its eco- 
nomy through donations from other 
worlds, from fees charged at its hospi- 
tals, and from the sale of its mineral 
water. The mineral water is still sold, 
accounting for a large portion of its ex- 
ports. The planet is somewhat self-suf- 
ficient, with the Klingons importing 
primarily items needed for the military 
buildup now underway. 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


Klingon 
DECCDEF:D (X) 


Eternity was founded by a Jesuit 
priest and his followers. They have long 
since died, but the name they gave their 
planet lives on. The priest and his 
people came seeking religious free- 
dom, and found a planet with a mineral 
capable of curing some forms of cancer. 


The colonists called the mineral Eter- 
nitum and traded it for their needs. 

Today, the Klingons control the 
planet and Eternitum. They are still trad- 
ing the mineral, but the tariffs are high. 
The Klingons prefer to sell the Eter- 
nitum outright, and so they import little 
to the planet. As is true for most Klingon 
military bases, the black market on Eter- 
nity is extensive. 
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Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


Klingon 
EDEDDEF D(x) 


Ganarra Ill is a large Klingon base 
for Imperial Marines. The only resident 
civilians are a few scientists studying 
the unusual animal life here, all of which 
is carnivorous and very deadly..One of 
these is the beast the Klingons have 
come to call Night Death. Equipped with 
poisoned talons, it comes screaming 
down out of the sky in the still of the 
night. More than one sentry has been 
killed by one of these creatures. 

A swampy planet, Ganarra yields 
little of trade value, and so life here is 
quite spartan. Independent traders are 
allowed to ply their wares. Although no 
tariffs exist, traders must pay large 
bribes in order to do business. The 
Klingons have been known to export 
some of the Ganarran animal life to 
those interested in unusual animals for 
study or zoos. Imports are foodstuffs 
and items needed for housing. 


World Log: HAVEN 
System Data 
System Name: Landerrabb 
Map Coordinates (9.85 5.4E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: | 


Number of Satellites: 0 
Gravity: 6G 
Size 

Diameter: 7,800km 


Equatorial Circumference: 24,000km 

Total Surface Area: 306,000,000 sq. km 

Percent Land Mass: 4% 

Total Land Area: 12,240,000 sq.km 
Surtace Conditions 


Length of Day: 20 hours 
Atmospheric Density: Terrestial 
General Climate: Tropical 
Mineral Content 
Normal Metals: 7 
Radioactives: 27 
Gemstones: 16 
Industrial Crystals: Trace 
Special Minerals Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


Klingon 
GDBDEFF C(E) 


Haven Ill is so named because it 
was the third planet on which Q’Kuattr 
set up operations. Until he arrived, how- 
ever, this water world was pretty well 
left alone. Q’Kuattr’s discovery of valu- 
able gems and radioactives led to the 
world being overrun by fortune-seek- 
ers. The Klingons, who were advancing 
in this region at the time, also quickly 
set up camp. Although they are now 
mining Haven‘s valuable resources, 
they allow Q'Kuattr to maintain his 
mines, taxing him on the profits. Vis- 
itors are welcome. The Lonid Sith is well 
known as the type of place that anyone 
can be hired to do anything if the price 
is right. 

Haven’s primary exports are, of 
course, the minerals, most of which are 
mined from the seas. The second 
largest export is Sithian Rum. Imports 
vary greatly, but Q’Kuattr is reputed to 
be always in the market for Orion 
slaves. Klingon tariffs are followed 
strictly, as their small garrison controls 
all trade on the planet. 

As long as Q’Kuattr cooperates 
with the limitations imposed by the 
Klingons, they let him run the planet. 
He rules with an iron fist. 


World Log: JONNY’S RETREAT 
System Data 
System Name: Pleth’ra 
Map Coordinates (9.95 5.1E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: Il 


Number of Satellites: 1 
Gravity: 1.2G 
Size 

Diameter: 15,600 km 


Equatorial Circumference: 48,000km 


Total Surface Area: 
Percent Land Mass: 
Total Land Area: 


612,000,000 sq.km 
74% 
452,880,000 sq. km 


World Log: KACHTULLA VII | 
System Data Dy 
System Name: Kachtulla (4D) 
Map Coordinates {10.78 5.8E) 
Number of Class M Present: 1 — 
Planetary Data 
Position in System: Vil Zz) 
Number of Satellites: o aK 
Gravity: 1.2G [0b] 
Size 
Diameter: 15,600 km J 
Equatorial Circumference: 48,000 km Q 
Total Surface Area: 612,000,000 sq. km m= 
Percent Land Mass: 71% (43) 


Total Land Area: 


434,520,000 sq. km 


Surface Conditions 


Length of Day: 25 hours 
Atmospheric Density: Terrestial 
General Climate: Arctic 
Mineral Content 

Normal Metals: 2 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


Klingon 
HGGGFGH B(X) 


Jonny’s Retreat is a dismal planet. 
Although it is three-quarters land, the 
world is so covered with snow and ice 
there is no way to tell where the land 
starts and the water stops. Jonny Farlo 
came here during the Four Year's War 
to “get away from it all”. As time went 
by, the Klingons began taking an in- 
terest in Farlo and his small party from 
the Federation. Because the planet of- 
fers them nothing of value, the Klingons 
came to tolerate Farlo’s existence 
within what they consider to be the 
boundaries of their Empire. 

In exchange for his solitude, Jonny 
offers them a service. He sells the Kling- 
ons information (for which there is no 
Planetary Trade Profile value). His small 
domed settlement offers neutral 
ground where two parties may ex- 
change information, or else Jonny will 
buy the information himself, for sale 
later when the price and time are right. 
The Klingons have tacitly agreed to per- 
mit Jonny’s customers to come and go 
at will, for they know their well may dry 
up if they interfere. Jonny's Retreat can- 
not sustain itself, so all needs must be 
met through imports, including 
foodstuffs. Farlo earns a great deal of 
money or receives goods in exchange 
for the information he sells; with this, 
he is able to purchase what he needs, 
paying the going price (within reason). 
There are no tariffs of any kind, as 
Jonny is anxious to get his hands on 
anything he can. 

Jonny Farlo rules the small colony 
himself. Even though the planet is con- 
sidered Klingon, and is coded as such, 
the Klingons have found it easier to let 
Jonny do as he pleases. Anyone who 
has tried to oppose him has simply dis- 
appeared. 
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Surface Conditions 


Length of Day: 21 hours 
Atmospheric Density: Thin 
General Climate Tropical 
Mineral Content 
Normal Metals: 45 
Rauioactives: 22 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


Klingon 
CACDDEF C (X) 


Kachtulla VII is a small Klingon 
military base near the Klingon/Void bor- 
der. The planet is relatively isolated 
from other major forces, being midway 
along the Klingon Triangle sector. 
There are orbital and planetside repair 
facilities for vessels, and currently three 
Battle Groups are stationed here. At any 
given time, there are usually many 
more Battle Groups passing through for 
reprovisioning. Only one battalion of 
Klingon ground troops are planet-side, 
which is somewhat lax security for a 
Klingon base.The planet has a small 
civilian colony, mainly to grow 
foodstuffs and carry out small manufac- 
turing tasks. 

Because of Kachtulla’s relatively 
isolated position, its black market is 
large relative to the small size of its set- 
tlement. A diligent merchant can make 
large profits, because Kachtullans want 
to and will buy almost anything availa- 
ble. With the land mass so large and 
the population so small, there are 
plenty of hidden spots for transacting 
business illegally. As long as the black 
marketeering is not carried out in the 
open, most of the Klingon leaders look 
the other way. They don’t want to see 
themselves cut off from the pleasures 
of life anymore than does the common 
soldier or citizen. Adamarr, the civil ad- 
ministrator, is the main black mar- 
keteer. 

Tariffs adhere to the Klingon norm, 
with anything of non-Klingon origin car- 
rying high duties. 


The Triangle 


World Log: KANNAGA 
System Data 


System Name: Sinnawa Lotos 


Map Coordinates (9.4S 4.6E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: vI 
Number of Satellites: 0 
Gravity: 1.5G 
Size 
Diameter 19.500 km 
Equatorial Circumference: 60,000km 


Total Surface Area: 765,000,000 sq. km 
Percent Land Mass 51°. 
Total Land Area: 330,150,000 sq.km 
Surface Conditions 
Length of Day 31 hours 
Atmospheric Density: Thin 
General Climate: Tropical 
Mineral Content 
Normal Metals: 12 


Radioactives: Trace 
Gemstones Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


Klingon 
DEFEDFF.C(D) 


Kannaga (named by the Klingons) 
is a metals-poor world that is, however, 
of immense value to the Klingons for 
its proximity to Federation space. It is 
the closest major base the Klingons 
have, and they have sent a great many 
colonists to Kannaga. Over the years, 
these settlers established cities that 
have grown quite large. 

The Klingons maintain heavy pat- 
rols in the area and will intercept any 
vessel entering the system. If they 
grease the right palms, legitimate trad- 
ers may be given the right to land and 
carry out trade. Seven Battle Groups are 
based directly at Kannaga, with many 
more passing through on a regular 
basis. Large numbers of ground troops 
are usually based here, with a major 
chunk of the planet being given over to 
training areas. 

The Klingons are very cautious 
about allowing any non-Klingons into 
the area. When a trader is intercepted, 
his vessel will be required to pass a 
thorough inspection. Orion traders are 
allowed, but only if they have been first 
cleared by the Orions, who have been 
trading with the Klingons since the be- 
ginning of Kannaga’s colonization. The 
black market is minimal on the planet, 
due to the intensive inspection of all 
vessels. The only known black market 
trade has been carried out with Klingon 
military vessels outside the planetary 
limits. The merchandise is then traded 
on-planet by the Klingons themselves. 
For those traders who can get past the 
screening process, tariffs are low. 


World Log: K’KAARR 


System Data 
System Name: Lothos 
Map Coordinates (12.5S 7.4E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: x 
Number of Satellites: 0 
Gravity: 1.2G 
Size 
Diameter: 15,600km 
Equatorial Circumference: 48,000km 


Total Surface Area 612.000.000 sq. km 


Percent Land Mass: 4% 

Total Land Area: 24,480,000 sq.km 
Surface Conditions 

Length of Day: 32 hours 

Atmospheric Density» Thick 


General Climate Warm Temperate 


Mineral Content 


Normal Metals: 37 
Radioactives 25 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


Klingon 
EBDEDFF C(x) 


K'Kaarr is the Klingon base nearest 
to the Romulans, making it the scene 
of much intense fighting over the years. 
The Klingons maintain a primarily milit- 
ary presence here, with very few civi- 
lians. The small equatorial land masses 
have been transformed into barracks 
for Klingon ground troops. At any given 
time, there are atleast ten Battle Groups 
in the system, with more passing 
nearby at all times. 

The base imports nearly everything 
needed for its existence, usually 
through independent traders. The 
Klingons are using the independents to 
keep from draining their own supply, 
but, even so, all traders are scrutinized 
carefully. The black market is strong 
here, as most items in demand are also 
inshort supply. Many of the largest 
black marketeers are Klingon officers 
who have been stationed here long 
enough to know the loopholes in the 
security system. Tariffs are moderate. 
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World Log: K'TAZZA VII 


System Data 
System Name: K'Tazza 
Map Coordinates (10.2S 5.5E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: Vil 
Number of Satellites: 3 
Gravity: 1.3G 
Size 
Diameter: 16.900km 
Equatorial Circumference: 52,000km 


Total Surface Area- 663,000,000 sq.km 

Percent Land Mass: 5% 

Total Land Area: 33,150,000 sq. km 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate. 
Mineral Content 


30 hours 
Terrestial 
Warm Temperate 


Normal Metals: 18 
Radioactives Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals 9 


Cultural Data 
Technological/Sociopoliticalindex: 
Trade Profile: 


Klingon 
CEFDEFF D(x) 


The Klingons have only recently 
taken control of K'Tazza VII, where they 
maintain a small military base. Their 
original interest in the planet was due 
to its wide variety of water life, and they 
set up an extensive scientific colony 
here to study it. It was in the course of 
these studies that the Klingon scientists 
discovered a new form of mineral, 
which they have named Anutta, or ‘that 
which glows’. Research has not yet un- 
covered what gives Anutta its unique 
phosphorescent properties, but the 
Klingons are excited about the pos- 
sibilities it holds out for easy illumina- 
tion. ‘ 

The base has the usual Klingon 
trade restrictions and needs. The expor- 
tation of Anutta has also been forbid- 
den. 


World Log: K’TINNAM II 
System Data 


System Name: 
Map Coordinates 
Number of Class M Present: 


Planetary Data 


Positionin System: 
Number of Satellites: 
Gravity: 
Size 
Diameter: 
Equatorial Circumference: 
Total Surface Area 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate 
Mineral Content 
Normal Metals: 
Radioactives: 
Gemstones: 
Industrial Crystals: 
Special Minerals 


K‘Tinnam 
(10.88 5.9E) 
1 


i 
3 
1G 


13,000 km 

40,000 km 
510,000,000 sq. km 
63% 

321,300,000 sq. km 


21 hours 
Thick 
Cool Temperate 


3 
Trace 
13 
Trace 
Trace 


World Log: LANTOS 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


System Data 
System Name: Agiirrat 
Map Coordinates (12.18 7.1E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: Vv 
Number of Satellites: 0 
Gravity: 1G 
Size 
Diameter: 13,000 km 
Equatorial Circumference: 40,000 km 


510,000,000 sq. km 
io 8 
35,700,000 sq. km 


23 hours 
Terrestial 
Warm Temperate 


Normal Metals: 44 
Radioactives: 21 
Gemstones; 15 
Industrial Crystals: Trace 
Special Minerals: Trace 


World Log: LAZARRA IV 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


System Data 
System Name: Lazarra 
Map Coordinates (10.5S 5.6E} 
Number of Class M Present: 1 
Planetary Data 
Position in System: IV 
Number of Satellites: 1 
Gravity: 1.3G 
Size 
Diameter: 16,900 km 
Equatorial Circumference: 52,000km 


663,000,000 sq. km 
81% 
537,030,000 sq.km 


25 hours 
Thin 
Cool Temperate 


Normal Metals: 5 
Radioactives: 4 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


Klingon 
DEFDEFF D(X) 


A small military base was estab- 
lished here recently. Most materials and 
foodstuffs must be imported. The only 
exportable items are several varieties 
of gems., Unlike most Klingon border 
settlements, the planet is not off-limits 
to free traders, because K’Tinnam does 
not have the capacity to supply its own 
needs. 


World Log: VERIANNE III 


System Data 
System Name: Verianne 
Map Coordinates (11.95 6.8E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: Ml 
Number of Satellites: 2 
Gravity: 1G 
Size 
Diameter: 13,000 km 
EquatorialCircumference: 40,000km 


Total Surface Area 510,000,000 sq. km 

PercentLand Mass: 72% 

Total Land Area: 367,200,000 sq.km 
Surface Conditions 


Length of Day: 31 hours 
Atmospheric Density: Terrestial 
General Climate Desert 
Mineral Content 
Normal Metals: 9 
Radioactives 24 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals 15 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


Klingon 
FEBDDEF:D (X) 


Veraianne is a bleak, forbidding 
planet of ever-shifting sand dunes. Ex- 
cept for high-yield fossil fuels recently 
found by a Klingon landing party, the 
planet has little to offer. The Klingons 
intend to build a large base here to train 
troops for warfare on desert worlds, 
but, for the moment, there are only a 
few small mining settlements and a bat- 
talion of troops. The people of Ver- 
aianne must import nearly all their 
needs, and so restrictions on traders are 
few. The black market is negligible sol- 
ely because there are not enough 
people here yet to sustain one. 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


Klingon 
DCCDEFF D (E) 


Lantos was settled by the Reverend 
Simpson and his followers, who were 
seeking religious freedom. The colony 
has been here a long time, but has re- 
cently been taken over by the Klingons. 
A large military base has been estab- 
lished already, with the promise of even 
more expansion. Six Battle Groups are 
stationed on Lantos, with no real 
ground forces, except a small contin- 
gent to maintain control of the colony. 
The Klingons have forced some of the 
colonists to grow foodstuffs for them. 
Other settlers have been pressed into 
mining the radioactives and gemstones 
found on the planet's small land mas- 
ses. 

These minerals form the sole basis 
of the planet’s exports, all of which are 
shipped to the Klingon rear areas. The 
imports consist of materials needed to 
build a small base. Tariffs are non-exis- 
tent, as nothing comes in unless it is 
approved by and needed by the Kling- 
ons. Reverend Simpson is still in control 
of the colonists. The Klingons have 
found that undue pressures do not 
work, as his followers are more than 
willing to be martyred. Since the Kling- 
ons need workers, they have had to re- 
lent in some of their policies. 
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Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


Klingon 
EEEEEEF/D (X) 


Lazarra is used by the Klingons to 
train guerrilla forces for use the galaxy 
over. The forces trained here are many. 
The majority are Klingon officers who 
will then undergo cosmetic surgery to 
enable them to blend into the popula- 
tion. A great number of the trainees are 
outcasts and refugees who came willin- 
gly for training to ‘get back’ at their own 
world or society. The remainder of the 
trainees are those who have come for 
training to be used in warfare already 
taking place on their worlds. In return 
for training and materiel, the Klingons 
receive either payment, land, or another 
negotiated commodity. 

Due to the fact that this planet is 
resource-poor and underdeveloped for 
anything but military training, almost 
everything needed must be imported. 
The Klingons will not allow any free 
traders on-planet. They do, however, 
maintain an in-system asteroid base 
where free traders may ply their goods. 
Tariffs are non-existent here, which is 
rare in any Klingon area. The exception 
comes about because the Klingons 
need to attract merchant vessels into 
this out-of-the-way system. The policy 
also gives the Klingons access to civi- 
lian vessels (some of which they control 
direct) to ferry individuals into and out 
of the training center. All imports are 
paid for in cash, as there are no exports. 


a|Guelu) aul 
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The Triang 


World Log: MARRAM IX 
System Data 


System Name: Marram 
Map Coordinates (12.3S 7.2E} 

Number of Class M Present: 1 

Planetary Data 

Positionin System: IX 

Number of Satellites: 2 

Gravity: 1.1G 

Size 
Diameter: 14,300km 
Equatorial Circumference: 44,000km 


Total Surface Area: 561,000,000 sq.km 

Percent Land Mass 29°. 

Total Land Area: 162,690,000 sq.km 
Surface Conditions 


Length of Day 28 hours 

Atmospheric Density: Terrestial 

General Climate: Warm Temperate 
Mineral Content 

Normal Metals: 36 

Radioactives: 23 

Gemstones; Trace 

Industrial Crystals: Trace 

Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


Klingon 
BDEDEFF.C(E) 


Marram is another recent Klingon 
acquisition, and it was a rather easy 
one. Marram had no military forces, 
being a research station supported by 
Federation grants. The colonists knew 
their chances of Klingon takeover were 
high, but they hoped vainly that the 
Klingons would not bother them be- 
cause they were scientists. Many of the 
colonists died still believing that. The 
remaining colonists have been re- 
stricted to their base, with no one al- 
lowed off- or on-planet. 

Imports are limited to subsistence 
items for the colonists, whom the Kling- 
ons are keeping alive for use as a bar- 
gaining chip with the Federation. Im- 
ports for the Klingons are the usual 
items needed to maintain a garrison. 
The black market here is small, as Klin- 
mar, the Klingon military governor, is 
a very strict commander of his own 
troops, as well as the colonists. Tariffs 
are non-existent, as trade is minimal 
anyway. 

Because the planet is near Romu- 
lan-controlled space, the Klingons are 
intent on building the planet into a 
strong base as soon as possible. Three 
Battle Groups are currently stationed in 
the system. A repair facility is being 
built, with the colonists being forced to 
assist in its construction. Sheila Jones, 
the colony leader, is cooperating, as 
thatis the only way to ensure survival. 


World Log: MRAARDA 


System Data 
System Name: Sanurna 
Map Coordinates (10.08 5.3E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: Ix 
Number of Satellites: 2 
Gravity: 1G 
Size 
Diameter: 13,000km 
Equatorial Circumference: 40,000km 
Total Surface Area: 510,000,000 sq. km 
Percent Land Mass: 100°. 


Total Land Area: 
Surface Conditions 


510,000,000 sq. km 


Length of Day: 20 hours 

Atmospheric Density: Terrestial 

General Climate: Tropical 
Mineral Content 

Normal Metals: 45 

Radioactives: 28 

Gemstones: 18 

Industrial Crystals: 7 

Special Minerals: Trace 

Cultural Data n 

Technological/Sociopolitical index: Klingon 


Trade Profile: CBCDDEF C (C) 


Mraarda is unique among worlds 
in that it is without any large bodies of 
water. Rather, the planet is one large 
rain forest. The unique ecology of the 
Mraarda includes large, mossy trees, 
which soak up the water as it falls. The 
moisture is then used by the plants, 
with the excess sent back into the air, 
where the cycle starts all over again. 
The only redeeming feature of this mis- 
erable planet is that it is mineral-rich. 
For this reason, the Klingons have been 
quick to send large numbers of workers 
to Mraarda to strip it of its resources. 

To this end, the Klingons have 
turned Mraarda into a prison planet. 
The Klingon commander of the Work 
Project, as the Klingons call it, is the 
ruthless K’Zinh. K’Zinh was at one time 
an Admiral, in command of a large por- 
tion of the Romulan sector. In one of 
those all-too-frequent coups, however, 
he was convicted of treason by his staff. 
His past record is what ultimately saved 
him, if assignment to Mraarda can be 
considered being saved. K’Zinh runs a 
very secure planet, with excess guards 
used at all stations. There have been no 
escapes from the planet. 

Trade is as one would expect on a 
prison planet. The workers grow most 
of the food needed. K’Zinh allows trade 
with non-Klingon sources, as do many 
of the military governors of Klingon- 
controlled planets. This is a necessity, 
because the Klingons are unable to pro- 
duce enough of what is needed on their 
own. Most mechanical and electronic 
devices are imported, for the Klingons 
fear allowing the prisoners to become 
capable of anything more than ex- 
tremely limited manufacturing. 
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World Log: MRANG | 
System Data 
System Name: Mrang 
Map Coordinates (11.48 6.3€) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: | 


Number of Satellites: 0 
Gravity: 7G 
Size 

Diameter: 9,100 km 


Equatorial Circumference: 28,000km 

Total Surface Area: 357,000,000 sq. km 

Percent Land Mass: 78% 

Total Land Area: 278,460,000 sq. km 
Surface Conditions 


Length of Day: 22 hours 
Atmospheric Density: Thick 
General Climate Tropical 
Mineral Content 

Normal Metals: 25 
Radioactives 23 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


Klingon 
BCEDDEF C (E) 


Mrang has been under Klingon in- 
fluence for quite a while, and is some- 
what of an exception to the closedness 
of the Klingons. The planet's low gravity 
and tropical climate have combined to 
produce amazingly large fruit trees. The 
fruits of these trees are equally large, 
and have received an enthusiastic re- 
sponse in the trade world. Klingon taste 
buds do not appreciate the fruit’s 
unique flavors, and so they are cultivat- 
ing the plants and selling them to any- 
one who will buy in an effort to improve 
the tight cash squeeze caused by their 
military economy. 

Tariffs are high on most incoming 
items, as the Klingons are attempting 
to build up their cash flow. The black 
market on the planet is quite extensive, 
but little trade is done in these fruits. 
Instead, the main items dealt with here 
are the daily necessities of the common 
laborer. Most of the work force consists 
of slave labor and Klingon criminals, 
who are given little beyond subsistence 
levels. 


World Log: QURELLET Ill 
System Data 


World Log: RIBALD QUEST 
System Data 


World Log: VENERADT Ill 


System Data 
Veneradt 


System Name: Qurellet 
Map Coordinates (12.65 7.3) 

Number of Class M Present: 1 

Planetary Data 

Position in System: Mt 

Number of Satellites: 1 

Gravity: 6G 

Size 
Diameter: 7,800 km 
Equatorial Circumference: 24,000km 


Total Surface Area: 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 


306,000,000 sq. km 
83% 
253,980,000 sq. km 


22 hours 
Thick 
Cool Temperate 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


System Name: Ribeldalia 
Map Coordinates (9.75 5.0E) 

Number of Class M Present: 1 

Planetary Data 

Position in System: iT 

Number of Satellites: 0 

Gravity: 3G 

Size 
Diameter: 11,700km 
Equatorial Circumference: 36,000km 


459,000,000 sq.km 
89% 
408,510,000 sq.km 


System Name: 
Map Coordinates 
Number of Class M Present: 


Planetary Data 


Positionin System: 
Number of Satellites: 
Gravity: 
Size 

Diameter: 


Equatorial Circumference: 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


(11.28 6.2E) 


7,800km 

24,000 km 
306,000,000 sq.km 
40% 

122,400,000 sq. km 


Mineral Content 


Normal Metals: 50 
Radioactives: Trace 
Gemstones: 16 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


Klingon 
BBEDDEF B iC) 


Qurellet has only recently come 
under Klingon rule. The system lies di- 
rectly between the Klingon Star Base 2 
and its Romulan counterpart. Because 
of this, the planet has been the scene 
of major conflict for many years, with 
the Qurelletans receiving covert Romu- 
lan support. The planet’s large land and 
space forces could not hold out for long 
against a concentrated Klingon push, 
however. Qurellet is now in the process 
of rebuilding from these wars. The 
planet is under strict control, with all 
traffic being examined by Klingon 
troops. 

Trade still does go on, even under 
these restrictions. The Klingons are at- 
tempting to build a strong defensive 
station here, and are using the planet’s 
resources to trade with free traders. The 
black market is extensive on the planet. 
Much of the market is being used to 
support a growing rebel force being or- 
ganized to create havoc with the Kling- 
ons. Rumors persist that the rebel force 
is being supplied by the Romulans. 
Tariffs are moderate on most incoming 
goods, but are high on any outbound 
goods not being purchased by the 
Klingons. 

Landis Bolrann, the President of the 
planet, has become a puppet controlled 
by the Klingons. Bolrann’s son, Jase, is 
reported to be the leader of Tranths, the 
rebel forces. 


Length of Day: 26 hours 
Atmospheric Density: Terrestial 
General Climate: Desert 
Mineral Content 
Normal Metals: 8 
Radioactives: Trace 
Gemstones: 17 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 


Technological/Sociopolitical Index: Klingon 
Trade Profile: BEEDDEF B {C} 
Ribald Quest was named by 


Luciano Questriano, a man with a sour 
sense of humor. He had been looking 
for the ideal colony world for his em- 
ployers, a group of businessmen seek- 
ing worlds to colonize. At the time of 
its discovery, the planet was in neutral 
space. The Klingons now control the 
area, with Ribald Quest located just in- 
side their sphere of influence. The 
planet has a large population, mostly 
agrarian. Although Klingon-controlled, 
the proximity to Federation and Orion 
space brings a great variety of travelers. 
The planet relies on farm products 
and gemstones for its major exports. 
The grain grown in the unusual desert 
conditions is extremely hardy, and is 
exported to other worlds that are at- 
tempting to develop their own strains. 
The artisans of the planet are surpassed 
by few when it comes to cutting stones 
into flawless shapes. The primary im- 
ports are technological items the planet 
is not capable of producing. The black 
market.is large here, with the planet's 
wide open spaces acting as bases for 
many Orion and other entrepreneurs. 
Most of this activity is limited to the 
outlying areas, with little activity in the 
metropolitan areas. Tariffs are low. 
The planet is controlled by a 
Klingon military governor.The people 
are not allowed a representative gov- 
ernmentin any form. The Klingons have 
divided the planet into provinces, with 
military units in charge of each. 
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Length of Day: 28 hours 
Atmospheric Density: Terrestial 
General Climate: Arctic 
Mineral Content 

Normal Metals: 18 
Radioactives: 30 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


Klingon 
GFFDFFF D {X} 


Veneradt was originally a Romulan 
colony that died because of the harsh 
conditions. A Romulan search party 
sent to investigate the lack of communi- 
cations forthcoming ran into a Klingon 
Battle Group. The Romulans were de- 
stroyed before they had a chance to 
carry out their search mission. To this 
day, the Romulans are unaware of the 
real fate of their colony. The Klingons 
now have established a military school 
and base here, with the emphasis on 
cold climate survival. Many of the Kling- 
ons are experiencing a fate similar to 
the Romulan colonists’ in the harsh en- 
vironment. Besides the cold, there are 
several varieties of hostile animals 
here, many of which are carnivorous. 
Many Klingons have set out in small 
parties, never to return. 

Trade is highly dependent on free 
traders for supplies. Tariffs are low, 
with the black market extensive, espe- 
cially in foodstuffs. Everything must be 
imported, and rationing is tight. The 
planet does have large amounts of 
radioactives, and two Orion families are 
currently licensed to mine these. 
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The Triangle 


Ay Imperial Klingon States 


World Log: KINARRA 


System Data 
System Name: Igotto 
Map Coordinates: {9.0S 6.6E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: iT] 
Number of Satellites: 0 
Gravity: 1.4G 
Size 
Diameter: 18,200 km 
Equatorial Circumference: 56,000 km 


Total Surface Area: 714,000,000 sq. km 

Percent Land Mass: 37% 

Total Land Area: 264,180,000 sq. km 
Surface Conditions 


Length of Day: 19 hours 
Atmospheric Density: Thick 
General Climate: Desert 
Mineral Content 
Normal Metals: 41 
Radioactives: 29 
Gemstones: 14 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


Klingon 
ECCDEFF C(D) 


Kinarra is a desert world, and the 
Klingon population relies on the seas 
and on other planets for much of its 
food. Trade restrictions here impose 
high tariffs on most goods, but these 
can be avoided by traders willing to bar- 
ter instead of sell outright. The world is 
rich in minerals, however, and it is with 
these that the Klingons barter for their 
needs. 

Kinarra, one of the two planets that 
formed the nucleus of the Imperial 
Klingon States, was the second planet 
to be taken over by Kamato. 


World Log: K'LINSANN 
System Data 

System Name: Aalad 
(8.98 6.7E) 
1 


Map Coordinates: 
Number of Class M Present: 
Planetary Data 
Positionin System: Ml 
Number of Satellites: 1 
Gravity: 1.3G 
Size 
Diameter: 
Equatorial Circumference: 52,000km 
Total Surface Area: 663,000,000 sq.km 
Percent Land Mass: 56% 
Total Land Area: 371,280,000 sq. km 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 41 
Radioactives: Trace 
Gemstones: 20 
Industrial Crystals: 2 
Special Minerals: 12 
Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


16,900 km 


31 hours 
Terrestrial 
Cool Temperate 


Klingon 
BDCDEFF/C(C) 


K‘linsann, the central planet of the 
Imperial Klingon States, allows, but re- 
stricts, freetraders. Here, tariffs are 
high, and so the black market thrives. 
The Klingons are willing to trade the 
planet's rich resources for the goods 
they need so desperately. 

K’linsann was first settled in the lat- 
ter part of the Four Years War by a 
splinter group of Klingons. The group, 
led by Admiral Kamato, attempted a 
coup on the Imperial Throne during the 
war's confusion. The Emperor, who had 
foreseen the attack, quickly defeated 
Kamato with a large Imperial force. 
Kamato and his remaining followers re- 
treated into the Triangle to await 
another opportunity. They found Patter- 
son’s Place, a planet inhabited by a 
small group from the UFP. The Klingons 
destroyed the existing colony, estab- 
lished themselves, and renamed the 
planet K’Linsann, or Little Empire. The 
IKS was founded when Kamato’s group 
also colonized the planet Kinarra. 

On K’‘linsann, the IKS has set up a 
government nearly identical to the 
father Empire, with Admiral Kepel cur- 
rently in charge. Though Kamato is long 
dead, the idea of one day taking over 
the Empire lives on. The IKS is attempt- 
ing to expand, hoping to build their 
power base in the direction of the Em- 
pire. K’linsann accepts almost any 
Klingon who seeks admittance. Only 
those whom Kepel feels are a threat to 
the IKS are turned away. 
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World Log: MATTARRA III 


System Data 
System Name: Mattarra 
Map Coordinates: (8.7S 6.8E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: il 
Number of Satellites: 0 
Gravity: -8G 
Size 
Diameter: 10,400 km 
Equatorial Circumference: 32,000km 


Total Surface Area: 408,000,000 sq.km 

Percent Land Mass: 68% 

Total Land Area: 277,440,000 sq.km 
Surface Conditions 


Length of Day: 26 hours 

Atmospheric Density: Terrestrial 

General Climate: Warm Temperate 
Mineral Content 

Normal Metals: 10 

Radioactives: 27 

Gemstones: Trace 

Industrial Crystals: Trace 

Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


Klingon 
EEDEEFF/D (X) 


Mattarra, uninhabited until the IKS 
came along, currently has a small sta- 
tion of 280 Klingons based on it. Be- 
cause only IKS ships are allowed land- 
ing rights, all supplies for the planet 
must be imported from other IKS 
worlds. The IKS is attempting to build 
ship construction and repair facilities 
both planetside and in orbit around 
Mattarra. Currently, the orbital facilities 
are 25% complete, and the planetside 
facilities 75% complete. 


World Log: NORTH PASADENA 


System Data 
System Name: Passa 
Map Coordinates: (8.8S 6.7E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: iT] 
Number of Satellites: 1 
Gravity: 1.5G 
Size 
Diameter: 19,500 km 
Equatorial Circumference: 60,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


765,000,000 sq. km 
29% 
221,850,000 sq. km 


24 hours 
Terrestrial 
Cool Temperate 


Normal Metals: 7 
Radioactives: 24 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 
Technological/Sociopolitical Index: Klingon 


Planetary Trade Profile: 


The research station on North 


EDCDEFF'D (X) 


World Log: PENCHAN II 
System Data 


System Name: Penchan 
Map Coordinates: (8.9S 6.9E) 

Number of Class M Present: 1 

Planetary Data 

Position in System: Ii 

Number of Satellites: 0 

Gravity: .6G 

Size 
Diameter: 7,800 km 
Equatorial Circumference: 24,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


306,000,000 sq.km 
71% 
217,260,000 sq. km 


Length of Day: 18 hours 
Atmospheric Density: Thick 
General Climate: Arctic 
Mineral Content 
Normal Metals: 45 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: 8 
Special Minerals: 12 


Cultural Data 


Technological/Sociopolitical Index: Klingon 


Planetary Trade Profile: 


Penchan is an IKS world rich in the 


EEBBEFF/D (X) 


Pasadena was taken over by the IKS, 
and so the scientists are now forced to 
work for the Klingons. As the small 
population must import almost all their 
needs, the tariffs on this world are lower 
than normally found in the IKS. The 
world has nothing to export currently, 
and so most deals are made in cash. 


dilithium crystals and minerals needed 
for refined drugs. Only asmall base has 
been built here so far, but much of the 
IKS navy is stationed in or near the sys- 
tem for protection. Because the exis- 
tence of the dilithium is being kept sec- 
ret, no traders are allowed in the sys- 
tem, and all needed goods are brought 
in on IKS vessels. Furthermore, no com- 
munication between the small colony 
and the outside is allowed. The Federa- 
tion and Romulan governments are 
aware of all the military activity here, 
but are still ignorant of the reason. The 
IKS hopes to keep its secret as long as 


possible. 
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World Log: B'LEV | 
System Data 


System Name: B'lev 
Map Coordinates (10.5S 7.3E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: l 
Number of Satellites: 1 
Gravity: 6G 
Size 
Diameter: 7800 km 
Equatorial Circumference: 24,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


306,000,000 sq. km 
22% 
67,320,000 sq. km 


World Log: BROZ 
System Data 
System Name: 
Map Coordinates 
Number of Class M Present: 
Planetary Data 
Position in System: 
Number of Satellites: 
Gravity: 
Size 
Diameter: 
Equatorial Circumference: 
Total Surface Area: 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 
Radioactives: 
Gemstones: 
Industrial Crystals: 
Special Minerals: 


iM Romulan Star Empire 


Stelam Deletham 
(9.75 6.9E) 
1 


n 
3 
-7G 


9100km 

28,000 km 

357,000,000 sq. km 
e 


32,130,000 sq. km 


32hours 
Terrestrial 
Warm temperate 


38 
Trace 
7 
Trace 
Trace 


World Log: BU'ULI TEV III 
System Data 


System Name: Bu'uli Tev 
Map Coordinates (11.0S 7.2E) 

Number of Class M Present: 1 

Planetary Data 

Position in System: i 

Number of Satellites: 3 

Gravity: 1.1G 

Size 
Diameter: 14,300 km 
Equatorial Circumference: 44,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


561,000,000 sq. km 
64% 
359,040,000 sq. km 


Length of Day: 20 hours 
Atmospheric Density: Terrestrial 
General Climate Tropical 
Mineral Content 
Normal Metals: 2 
Radioactives: 1 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Length of Day: 19 hours 
Atmospheric Density: Thin 
General Climate: Arctic 
Mineral Content 
Normal Metals: 18 
Radioactives: Trace 
Gemstones: 1 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 
Technological/Sociopolitical Index: 999995-87 


Trade Profile: None 


B’lev is the only planet circling its 
older, cooling, mar ginally-habitable 
star. Itis distinguished only as the major 
communications relay connecting the 
Romulan holdings in the Lower 
Triangle with those in the Upper 
Triangle. There are only 50 to 70 Romu- 
lan military personnel assigned here 
permanently, with an orbital protection 
force comprised mostly of system de- 
fense ships not capable of warp drive. 
Being assigned here is usually an act 
of punishment, and so most so as- 
signed live for the day they can get off 
this iceball and go home. 


Cultural Data 
Technological/Sociopolitical Index: 122323-33 
Trade Profile: DABECCC AIA) 
—. 2. ecu“ i —_-————— qow“em—r 


Broz is a waterworld with one is- 
land continent, inhabited by a primitive 
tribal group of semi-anthropoid beings 
who call themselves the Brozul. Initial 
Romulan Imperial surveys of the planet 
revealed the presence of metals used 
frequently in hull-strength alloys. It 
would have been possible to extermi- 
nate the Brozul, but the Romulans — 
critically short of manpower — chose 
another solution. They struck a deal 
with the native supreme shaman, Dizal. 
The Romulan mining group supplies 
Dizal with high-technology items that 
seem magical to his primitive people. 
With this edge (plus his friendship with 
the ‘smooth gods’, as the Romulans are 
known), Dizal keeps his people in line. 
In return, he provides labor for the 
Romulan mining effort. There are only 
about 50 Romulans on Broz at any one 
time, but a small orbital station equip- 
ped with ground bombardment 
weaponry is maintained in case Dizal 
should ever think about starting an up- 
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Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


999995-87 
AEEFFGG/B (E) 


Bu'uli Tev’s native plant life is quite 
unsophisticated and genetically in- 
ferior. Because of that, imported Romu- 
lan food crops are able to push the local 
flora aside and grow with virtually no 
tending. This small agricultural colony 
(150,000 residents, more or less) grows 
more vegetable-based food and textile 
material for export than many colonies 
ten times its size. The Star Empire in- 
tends to relocate another 250,000 col- 
onists here over the next ten years, and 
to build a major starport to replace the 
current fairly crude facility. (No orbital 
drydock facilities or major repair equip- 
ment is currently available, for in- 
stance.) This is, of course, assuming the 
colony continues to have good growing 
seasons and exports continue to bring 
in more trade. 


World Log: CHAK 


System Data 
System Name: #78.56 3.54 23.44 
Map Coordinates (10.1S 7.3E) 
Number of Class M Present: Trace 
Planetary Data 
Position in System: IV 
Number of Satellites: 0 
Gravity: 7G 
Size 
Diameter: 9100 km 
Equatorial Circumference: 28,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


357,000,000 sq. km 
100% 
357,000,000 sq. km 


World Log: CH'LESTAM VIII 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


System Data 
System Name: Ch'lestam 
Map Coordinates (9.0S 7.1E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: Vill 
Number of Satellites: 2 
Gravity: 1.1G 
Size 
Diameter: 14,300 km 
Equatorial Circumference: 44,000km 


561,000,000 sq. km 
59% 
330,990,000 sq. km 


World Log: D'KORNAM III 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


System Data 
System Name: D'kornam 
Map Coordinates (9.8S 7.3E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: ni 
Number of Satellites: 1 
Gravity: 1.4G 
Size 
Diameter: 18,200 km 
Equatorial Circumference: 56,000km 


714,000,000 sq. km 
37% 
264,180,000 sq. km 


Length of Day: 32hours 
Atmospheric Density: None 
General Climate: Airless 
Mineral Content 
Normal Metals: 8 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: 3 


Cultural Data 
Technological/Sociopoliticallndex: | 999995-87 
Trade Profile: None 


Chak ‘rock’ is the airless moon of a 
gas giant planet in a system so undistin- 
guished it is not even given a name in 
Romulan star atlases. Itis simply known 
by its catalog number. The planet could 
not be of any possible importance to 
anyone, which is why it was selected 
as the site of a top secret Romulan milit- 
ary installation. 

The surface station, supposedly a 
communications relay point, has an of- 
ficial personnel complement of six per- 
sons. Unofficially, 200 carefully 
selected Romulan officers and enlisted 
personnel (officially listed as ’killed in 
action’ over the years) are permanent 
residents underground, working on ad- 
vanced military research projects, in- 
cluding an improved plasma weapon, 
a starcracker bomb (that, if constructed, 
would be as big as a heavy cruiser and 
could induce a nova-like explosion), 
and the development of a super-warp 
engine (similar to the UFP trans-warp 
drive, but much less stable). The latter 
project is the only one really close to 
completion. (Best estimates say it will 
be ready to test within six years.) 

The station is extremely expensive 
to maintain, because all important sup- 
port functions must be concealed, and 
supply vessels must come and go under 
cloaking devices. Station security is 
perhaps the best in the galaxy. Even so, 
the project may be abandoned, as the 
Romulans simply cannot afford to 
maintain it much longer. 


Length of Day: 27 hours 

Atmospheric Density: Terrestrial 

General Climate: Warm temperate. 
Mineral Content 

Norma! Metals: 19 

Radioactives: Trace 

Gemstones: Trace 

Industrial Crystals: Trace 

Special Minerals: Trace 


Cultural Data 
Technological/Saciopolitical Index: 
Trade Profile: 


999995-87 
CEFEFGF/B(D) 


This agricultural world is main- 
tained to supply mining and tradeworld 
operations in this part of the Triangle, 
but, in good years, it has enough 
surplus food production to export some 
of it. The principal crops are a Romulan 
grain similar to Terran wheat and a 
genetically-reengineered leafy plant 
called steva, whose edible fibers can be 
actually woven into various food tex- 
tures and flavored like meat, fish, or 
whatever else one desires. The 
spaceport is small, but serviceable, and 
the world is open to trade, desiring ad- 
vanced farm machinery most of all. 
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Length of Day: 19 hours 
Atmospheric Density: Thick 
Genera! Climate: Desert 
Mineral Content 
Normal Metals: 41 
Radioactives: S 
Gemstones: 14 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 
Technological/Sociopolitical Index: None 
Trade Profile: None 


Named for the ‘smoke ring’ of 
mixed gases that surrounds the star 
(between the orbits of the second and 
third planet), the D’kornam colony once 
marked the farthest boundary of the 
Star Empire. During an early Klingon/ 
Romulan skirmish, a Klingon terror ex- 
pedition travelled secretly to D'kornam 
lll and released an experimental biolog- 
ical agent that reshuffles the structure 
of DNA randomly, causing terrible and 
usually fatal changes to living things. 
Most life on D’kornam Ill died horribly 
within three days of exposure. 

Surprisingly, some few lifeforms 
(about .01%) actually adapted to the 
plague effects. No one has ever seen 
these lifeforms (though they show up 
on orbital sensor scans done with auto- 
mated equipment), and no one is ever 
likely to do so, as the plague is deadly 
to all DNA-based life. 

The planet is ringed by automated 
satellites intended to warn off ap- 
proaching craft and to explode to de- 
stroy any craft that tries to LEAVE the 
world (to avoid spreading the contag- 
ion). Unfortunately, the last decade or 
so has seen many cutbacks in funding, 
and the satellite system is overdue for 
maintenance. 
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@ World Log: D'LATTA IV 


— System Data 


The Trian 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


System Name: D'latta 
Map Coordinates (8.18 7.2E) 

Number of Class M Present: 1 

Planetary Data 

Positionin System: IV 

Number of Satellites: 1 

Gravity: 3G 

Size 
Diameter: 11,700 km 
Equatorial Circumference: 36,000 km 


459,000,000 sq.km 
26% 
119,340,000 sq. km 


23 hours 
Thick 
Warm temperate 


World Log: FAN’CAM X 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surtace Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


System Data 
System Name: Fan’cam 
Map Coordinates (10.8 7.3E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: x 
Number of Satellites: 3 
Gravity: 8G 
Size 
Diameter: 10,400 km 
Equatorial Circumference: 32,000 km 


408,000,000 sq. km 
70% 
285,600,000 sq. km 


22 hours 
Terrestrial 
Cool temperate 


World Log: H’LASS 
System Data 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


System Name: Stelum Cles 
Map Coordinates (8.7S 7.2E) 

Number of Class M Present: 1 

Planetary Data 

Positionin System: WW 

Number of Satellites: 3 

Gravity: 1.1G 

Size 
Diameter: 14,300 km 
Equatorial Circumference: 44,000km 


561,000;000 sq. km 
64% 
359,040,000 sq. km 


Length of Day: 20 hours 
Atmospheric Density: Terrestrial 
General Climate: Tropical 
Mineral Content 
Normal Metals: 2 
Radioactives: 11 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Normal Metals: 24 
Radioactives: 17 
Gemstones: 4 
Industrial Crystals: Trace 
Special Minerals: 4 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


999995-87 
ECCDEEE C (X) 


This world is somewhat inhospita- 
ble, due to its thick, soupy atmosphere, 
which requires breathing equipment 
during long exposures. It is of some use 
for mining, and the Star Empire claims 
it as a dilithium mining colony (though 
there is no known dilithium deposit). 
The real function of D’latta, however, is 
to serve as a target. Romulan military 
experts expect that a Federation attack, 
when and if it comes, will not come 
across the heavily-defended Neutral 
Zone. Instead, an ‘end run’ around the 
Zone and through the Triangle is ex- 
pected. A number of large war vessels 
have been brought here under cloak, 
and are maintained in close solar orbit 
to escape sensor detection. Thus, some 
of the large cargo vessels coming in 
with ‘mining equipment’ are really car- 
rying resupply. If the UFP does attack 
here (to destroy the mining operation), 
the ships can fight a delaying action, 
which will give the main Romulan force 
time to mobilize. Of course, the ships 
and crews of D’Latta have no hope to 
WIN such an engagement. They are vol- 
unteers who do not expect to survive. 
This system is closed to non-Romulans, 
ostensibly to protect the dilithium min- 
ing operation. 


Normal Metals: 40 
Radioactives: 12 
Gemstones: Trace 
Industrial Crystals: 4 
Special Minerals: Trace 
Cultural Data 
Technological/Sociopolitical Index: 999995-87 
Trade Profile: DBBDEEF:C(D) 


Fan’cam is an industrial planet 
whose colonization was subsidized by 
the Star Empire to gain an industrial 
foothold near the Mantiev systems. The 
planet is especially noted for munitions 
and weaponry manufacturing, and 
holds contracts with many Lower 
Triangle systems for weapons con- 
struction. It is on the verge of paying 
back the enormous investment to get it 
started, and the Imperial Senate is well 
pleased with the progress here. 
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Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


999995-87 
DEBEFFF B (C) 


H'lass ‘charity’ is a marginally pro- 
fitable tradeworld owned by a ‘private’ 
Romulan corporation, and specializing 
as an intermediary in the sale of Romu- 
lan mining equipment. Other nearby 
tradeworlds offer more extensive 


facilities and a better selection of goods, 
so H'lass is, at best, a secondary stop. 
But the Star Empire offers subsidies to 
the parent company to keep H’lass open 
as a tradeport between the Star Empire 
and the nearby Independent Klingon 
States (IKS). 


World Log: KUURG DURL IV 
System Data 


World Log: LASUSTELVAN VI 


System Data 
Lasustelvan 


System Name: 
Map Coordinates 
Number of Class M Present: 


Planetary Data 


Kuurg Durl 
(11.78 7.2E) 
1 


Position in System: Iv 
Number of Satellites: 1 
Gravity: 1.1G 
Size 
Diameter: 14,300 km 
Equatorial Circumference: 44,000km 


Total Surface Area 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


561,000,000 sq. km 
60% 
336,600,000 sq. km 


System Name: 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


Map Coordinates (8.3S 7.2E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: vi 
Number of Satellites: is) 
Gravity: 1G 
Size 
Diameter: 13,000 km 
Equatorial Circumference: 40,000km 


510,000,000 sq. km 
88% 
448,800,000 sq. km 


20 hours 
Terrestrial 
Cool temperate 


World Log: MANDUKISIVAS = 
System Data =y 
System Name: Mandukam (ap) 
Map Coordinates (9.5S 7.3) 
Number of Class M Present: 1 
Planetary Data ~ 
Position in System: vi 5 
Number of Satellites: 0 n 
Gravity: 1.3G Q) 
Size 
Diameter: 16,900 km J 
Equatorial Circumference: 52,000 km CO 
Total Surface Area: 663,000,000 sq. km —— 
Percent Land Mass: 79% (4D) 


Total Land Area: 
Surface Conditions 


523,770,000 sq. km 


Length of Day: 27 hours 
Atmospheric Density: Thick 
General Climate Tropical 
Mineral Content 

Normal Metals: 4 
Radioactives Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


999995-87 


Now mostly agricultural, this was 
once one of the largest Klingon military 
compounds ever established. The 
Romulans took Kuurg Durl at a tre- 
mendous cost in men and material. 
Even now, long after the last ‘official’ 
Klingon/Romulan war, the planet's 


name has never been changed as a con- 
stant reminder to the Klingons that no 
fortress is truly unconquerable when it 
stands in the way of the Road to the 
Stars. 


BDDEBDF B (C) 


Normal Metals: 6 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: 4 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 999995-87 
Trade Profile: None 


This system was the focus of a 
major battle of the UFP/Romulan war. 
Plagued by communication and naviga- 
tion problems, fleet leader Lasus led a 
Romulan convoy into it, thinking it an 
empty, therefore safe, haven. In actual- 
ity, Lasus had come upon a known Fed- 
eration resupply point. The Romulan 
convoy was heavily outnumbered and 
destroyed. Years after the war, Romu- 
lan mining operations have begun to 
move back into the area. Surprisingly, 
the sixth planet of the system has small 
deposits of crystalline dilithium, which 
is very hard to find in Romulan space. 
A small but important mining operation 
is now established, defended by a small 
detachment of troops and ships. For 
security reasons, non-Romulan vessels 
are not allowed here. 
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Length of Day: 26 hours 
Atmospheric Density: Terrestrial 
General Climate: Warm temperate 
Mineral Content 
Normal Metals: 33 
Radioactives: 10 
Gemstones: 2 
Industrial Crystals: Trace 
Special Minerals: 12 
Cultural Data 
Technological/Sociopolitical Index: 999995-87 
Trade Profile: CCCDEFG B (C) 


This Romulan colony world whose 
name means ‘the one who is watched’ 
has a history of unrest unmatched in 
the Star Empire among worlds with no 
native non-Romulan population. Of 
course, what the Romulans consider as 
‘unrest’ would be akin to ‘blind obedi- 
ence’ elsewhere. The trouble has 
mainly consisted of resistance by cer- 
tain Romulan families living here to the 
diversion of most of the planet's re- 
sources (agricultural and mineral) to the 
war effort, first against the Klingons, 
then against the Federation. The Bre- 
sasam Sivas (local Senate) believes that 
the planet cannot make a full contribu- 
tion to building the ‘Road to the Stars’ 
if its resources are so often stripped and 
used for outworld wars. They would 
prefer to keep the fruits of their labors 
at home until the planet can be fully 
developed enough to make an impor- 
tant contribution. 

The colony’s location near an im- 
portant Romulan starbase makes the 
Imperial Senate nervous. It has been 
only two years since the The Man- 
dukisivas Bresasam Sivas was released 
from under an Imperial Restriction 
order that removed their direct control 
over their own world’s resources. The 
locals resent this intrusion, and the new 
local Senate is not likely to be any more 
willing to turn over control of exports 


The Triangle 


World Log: M’LAVOLEM 
System Data 


System Name: 
Map Coordinates 
Number of Class M Present: 


Planetary Data 


Positionin System: 


Number of Satellites: 
Gravity: 
Size 

Diameter: 


Equatorial Circumference: 


Total Surface Area: 
Percent Land Mass: 


Stelam Diol (Binary) 
(9.0S 7.3E) 
1 


u 


{around Stelam Diol!) * 
0 


14G 


18,200 km 

56,000 km 
714,000,000 sq. km 
0% 


World Log: NAVASSA V 


Total Surface Area: 


System Data 
System Name: Navassa 
Map Coordinates {11.3S 7.3E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: Vv 
Number of Satellites: 0 
Gravity: 1.3G 
Size 
Diameter: 16,900 km 
EquatorialCircumference: 52.000km 


663,000,000 sq. km 


World Log: RENARVASAM 


Total Surface Area: 

Percent Land Mass 

Total Land Area: 
Surface Conditions 


System Data 
System Name: Restelam 
Map Coordinates (12.38 7.4E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: vil 
Number of Satellites: 3 
Gravity: 8G 
Size 
Diameter: 10,400 km 
Equatorial Circumference: 32,000km 


408,000,000 sq.km 
15% 
61,200,000 sq.km 


Total Land Area: Osq. km 
Surface Conditions 

Length of Day: 31 hours 

Atmospheric Density: Terrestrial 

General Climate: Warm temperate 
Mineral Content 

Normal Metals: 7 

Radioactives: 14 

Gemstones: Trace 

Industrial Crystals:0 

Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


999995-87 
BFOFCDG B(E) 


The Stelam Diol system features a 
central red giant star with an orbiting 
white dwarf companion. The water-co- 
vered world of M’'lavolem hosts a 
unique Romulan experimental agricul- 
tural station, constructed completely 
underwater. Originally, the station itself 
could be reached only by aquatic 
shuttlecraft. Recently, though, an artifi- 
cial island has been constructed to act 
as a landing facility for small cargo craft 
(under 40,000 tons) and a transporter 
relay station. This investment was 
made because the aquafarming 
methods used by the Romulans are 
working so well that the station is ready 
to export some of the surplus produc- 
tion. 


Percent Land Mass: 16% 
Total Land Area: 106,080,000 sq. km 
Surface Conditions 
Length of Day: 24hours 
Atmospheric Density: Terrestrial 
General Climate: Warm temperate 
Mineral Content 
Normal Metals: 48 
Radioactives: 13 
Gemstones: Trace 
Industrial Crystals:0 
Special Minerals: Trace 
Cultural Data 


999995-87 
BBBCEEG B (D) 


Technological/Sociopolitical Index: 
Trade Profile: 


The land mass of this world is 
spread out as millions of small islands, 
none bigger than Oahu in the Hawaiian 
Islands on Terra. The colonial popula- 
tion is distributed over all the islands, 
and mostly is engaged in large scale 
fishing operations. Navassa V sailors 
are among the best in the Star Empire, 
and Navassa-trained seamen are in de- 
mand wherever there are maritime in- 


dustries. 
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Length of Day 30 hours 

Atmospheric Density: Terrestrial 

General Climate: Desert 
Mineral Content 

Normal Metals: 13 

Radioactives: 7 

Gemstones: Trace 

Industrial Crystals: 8 

Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


999995-87 
GCCECEG B(D) 


This mining planet whose name 
means ‘freedom’s nest’ is not as rich or 
hospitable as other such worlds of the 
Star Empire, but its retention by the 
Romulans is a matter of pride. The Star 
Empire forces, led by S’Laktas’ heroic 
ancestor Larktas, held this world 
against overwhelming odds during the 
last Romulan/Klingon war. Those who 
make a difficult living here are sworn 
that it will remain eternally Romulan 
soil. Thousands died to back up that 
oath in the last conflict. Though it has 
been many years since that battle, 
today’s residents of Renarvasam are as 
willing to fight as their predecessors. 
Anti-Klingon spirit remains very strong. 


World Log: R’LIMAM VIII 


System Data 
System Name: R'limam 
Map Coordinates (9.78 7.1E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: Vill 
Number of Satellites: 1 
Gravity: 8G 
Size 
Diameter: 10,400 km 
Equatorial Circumference: 32,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


408,000,000 sq.km 
84° 
342,720,000 sq.km 


Length of Day: 24 hours 
Atmospheric Density: Thick 
General Climate: Arctic 
Mineral Content 

Normal Metals: 49 
Radioactives: Trace 
Gemstones: 18 
Industrial Crystals: Trace 
Special Minerals: Trace 


World Log: R'O II 
System Data 
System Name: R'o 
Map Coordinates {12.1S 7.4E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: 1 
Number of Satellites: 0 
Gravity: 7G 
Size 
Diameter: 9100km 
Equatorial Circumference: 28,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


357,000,000 sq.km 
23% 
82,110,000 sq. km 


Length of Day: 22hours 

Atmospheric Density: Thin 

General Climate: Warm temperate 
Mineral Content 

Normal Metals: 35 

Radioactives: a 

Gemstones: 16 

Industrial Crystals: Trace 

Special Minerals: Trace 


World Log: T'VANT VI 


System Data 
System Name: T’vant 
Map Coordinates (11.78 7.4E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: vi 
Number of Satellites: 2 
Gravity: 1G 
Size 
Diameter: 13,000 km 
Equatorial Circumference: 40,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


510,000,000 sq. km 
27% 
137,700,000 sq.km 


Length of Day: 25hours 
Atmospheric Density: Terrestrial 
General Climate: Arctic 
Mineral Content 
Normal Metals: 18 
Radioactives: 15 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: 5 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


None 
None 


This planet shows promise for 
gemstone and hullmetal mining, but 
the harsh conditions would make it 
necessary to expend a great deal of ef- 
fort and money to get started. The 
Romulan Star Empire has claimed this 
world, even though they cannot afford 
to invest in a permanent facility here at 
this time. It is rumored that somewhere 
under the thick atmosphere and icy cov- 
ering of this world is a major pirate base 
(the stories conflict as to whether 
Klingon or Human) that the Romulans 
haven't gotten around to cleaning out 
yet. (In fact, such a base did exist, but 
the mixed group of renegade Klingon 
and Human pirates were killed in an ice 
avalanche. Their equipment, some loot, 
and two intact pirate vessels still remain 
in a hidden cavern. A few old pirates 
know the location, but won't take the 
risk of trying to recover the stuff from 
under the Romulans’ noses. 


> 
| 
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Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


999995-87 
ECCFBFG(C(E) 


The thin air of R’o Il is tolerated by 
the pioneering mining families here be- 
cause of the recent rich gemstone 
strikes in the R’o highlands. The low- 
lying valley settlements have air dense 
enough to be breathed by the colonists, 
who are used to it, but offworlders often 
have to resort to breathing aids. Even 
the natives need breathing aids in the 
highlands where the mining takes 
place. Once, the  sensor-detected 
gemstone wealth of the planet was all 
in unreachable deep deposits. Late last 
year, however, severe earthquake activ- 
ity shifted certain planes of rock, mak- 
ing mining of some deposits possible. 

It is considered likely by most 
Romulan geologists that the unstable 
planetary geological base will shift again 
in the next few years, producing devas- 
tating earthquakes. Nevertheless, the 
miners of R’o think the potential wealth 
of gemstones to be gained outweighs 
the dangers of living on what is, essen- 
tially, a geological time bomb.- 
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Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


999995-87 
GCAFCEF/B (E) 


This world is a bit far out from its 
sun for comfort, but the closer planets 
are either gas giants or have unbreath- 
able atmospheres. It is rich in radioac- 
tives in at least two surveyed spots, with 
mining operations at these two sites 
continuing for a number of years. The 
two sites are on different continents, 
and both have minimal spaceport 
facilities. 
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World Log: YEL'CAMAC 


System Data 

System Name: Stelam R'talus 
Map Coordinates (9.45S 6.9E) 

Number of Class M Present: 1 

Planetary Data 

Position in System: 4 

Number of Satellites: 4 

Gravity: 1.2G 

Size 
Diameter: 15,600km 
Equatorial Circumference: 48,000km 
Total Surface Area: 612,000,000 sq. km 
PercentLand Mass: 38% 
Total Land Area: 232,560,000 sq. km 

Surface Conditions 
Length of Day: 26 hours 
Atmospheric Density: Terrestrial 
General Climate: Cooltemperate 

Mineral Content 
Normal Metals: 4 
Radioactives: 7 
Gemstones: 17 
Industrial Crystals: 1 
Special Minerals: Trace 
Industrial Crystals: 8 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 999995-87 
Trade Profile: GCCECEG/B (D) 


The gemstone mines of Yel’camac 
provide a good deal of income for the 
Star Empire’s coffers in this area. The 
single viable mine opened so far pro- 
duces 64% of the gem-quality yellow 
firecrystals sold outside the UFP. (Im- 
port of firecrystals, along with most ev- 
erything else, from Romulan planets to 
the UFP is forbidden by UFP law.) A 
deposit of the rarer red flamecrystals 
was sold through Orion merchants, but 
the deposit played out quickly. Much 
effort is being put into enlarging the 
scope of the geological sampling effort, 
in hopes of finding another deposit of 
the more valuable stones. Meanwhile, 
the small but well-equipped port facility 
is busy with Orion ships, and the inevit- 
able UFP-based smugglers trying to 
bring the gems illegally into the Feder- 
ation. Yel’camac means ‘bright stone’. 
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Affiliation Of Outer Free Worlds 


World Log: ARCHIBALD II 


System Data 
System Name: Archibald 
Map Coordinates (9.2S 5.8E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: il} 
Number of Satellites: 1 
Gravity: 1.4G 
Size 
Diameter: 18,200km 
Equatorial Circumference: 56,000km 


Total Surface Area: 714,000,000 sq. km 

PercentLand Mass: 37% 

Total Land Area: 264,180,000 sq. km 
Surface Conditions 


Length of Day: 19 hours 
Atmospheric Density: Thick 
General Climate: Desert 
Mineral Content 
Normal Metals: 38 
Radioactives: 16 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999784-87 
EBCFDBF/A (C) 


The economy is based on light 
manufacturing, powered by solar ac- 
cumulators constructed in the exten- 
sive desert areas. Most living space is 
underground where the thick, though 
breathable, atmosphere can be cooled 
and conditioned for comfort. 

A mix of Human and Tellarite 
settlers founded this industrial colony; 
because an earlier attempt to colonize 
this world failed, Archibald natives con- 
sider themselves a hardier breed of 
pioneer. All natives, but particularly the 
Tellarites, resent the jeering nickname 
‘Baldies’ applied to them. 


World Log: BAKER'S WORLD 
System Data 
System Name: Baker's Star 
Map Coordinates (9.5S 6.2E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: vi 
Number of Satellites: 2 
Gravity: 6G 
Size 
Diameter: 
Equatorial Circumference: 24,000km 
Total Surface Area: 306,000,000 sq.km 
Percent Land Mass: 18% 
Total Land Area: 55,080,000 sq.km 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 33 
Radioactives: 22 
Gemstones: 6 
Industrial Crystals: Trace 
Special Minerals: 12 
Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


7800km 


26hours 
Terrestrial 
Cool Temperate 


999994-87 
DDCFEFG A (B) 


Baker's World, with its fine 
spaceport at Bakersville, is capital and 
hub of the AOFW, and it is the source 
of the unofficial name ‘Baker’s Dozen’ 
applied to the alliance. This tradeworld 
is rich in mineral wealth, though much 
of it is in deep deposits. Its open trade 
policies are intended to bring in the 
money to develop the planet's re- 
sources. 

The inhabitants of Baker’s World 
are proud of their planet and their gov- 
ernment. There is virtually no hardcore 
criminal element, and there are few re- 
strictions on free expression. Though 
the government is openly representa- 
tive, the residents are perfectly happy 
to let the executive control rest with 
Council President Willis J.F. Baker, 
latest in the popular and highly charis- 
matic Baker dynasty of leaders and 
statesmen. President Baker also serves 
as leader of the AOFW Council. 
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World Log: COLIL V 
System Data 
System Name: Colil 


Map Coordinates (9.25 6.3E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: v 
Number of Satellites: 2 
Gravity: 1G 
Size 
Diameter: 13,000 km 
Equatorial Circumference: 40,000km 


Total Surface Area: 510,000 sq. km 

Percent Land Mass: 90% 

Total Land Area: 459,000,000 sq.km 
Surface Conditions 


Length of Day: 30 hours 
Atmospheric Density: Terrestrial 
General Climate: Arctic 
Mineral Content 
Normal Metals: 16 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: 1 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


None 
None 


Cold, dry, inhospitable Colil V is the 
site of extensive Preserver ruins, lo- 
cated under the ice, and it has no popu- 
lation other than the scientific station. 
Unauthorized traffic is prohibited within 
1 parsec of the planet, the protected 
status of the world being backed up by 


Star Fleet, which has a unique arrange- 


ment with the AOFW allowing the ves- 
sels and crews to be commanded by 
AOFW naval officers. The AOFW Sci- 
ence Council allows small, unarmed sci- 
entific research teams to inspect the 
ruins, but only those from cultures that 
have legitimate claim to Preserver in- 
teraction. Delegations from the UFP, 
Klingon Empire, Romulan Star Empire, 
Orion Colonies, AOFW, and Vulcan Sci- 
ence Council are resident, along with a 
large guard force provided by the 
AOFW. 
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World Log: DEVOTION 


System Data 
System Name: Covenant 
Map Coordinates (9.78 6.2E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: IX 
Number of Satellites: i?) 
Gravity: 6G 
Size 
Diameter: 7800 km 
Equatorial Circumference: 24,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


306,000,000 sq. km 
86% 
263,160,000 sq. km 


17 hours 
Terrestrial 
Cool Temperate 


Normal Metals: 43 
Radioactives: Trace 
Gemstones: 16 
Industrial Crystals: Trace 


Special Minerals: 


World Log: FOUNTAINWORLD 


System Data 
System Name: 
Map Coordinates 
Number of Class M Present: 
Planetary Data 
Positionin System: 
Number of Satellites: 
Gravity: 
Size 
Diameter: 


Equatorial Circumference: 


Total Surface Area: 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 
Radioactives: 
Gemstones: 
Industrial Crystals: 
Special Minerals: 


Cristl 
(9.4S 5.9E) 
1 


n 
2 
-8G 


10,400km 
32,000km 
408,000,000 sq. km 
56% 

228,480,000 sq. km 


21 hours 
Terrestrial 
Cool Temperate 


14 

Trace 
Trace 
Trace 
Trace 


World Log: HOOT 
System Data 


System Name: Hollar 
Map Coordinates (9.4S 6.4E) 

Number of Class M Present: 1 

Planetary Data 

Position in System: vill 

Number of Satellites: 0 

Gravity: 7G 

Size 
Diameter: 9100km 
Equatorial Circumference: 28,000km 


Total Surface Area 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate 
Mineral Content 


357,000,000 sq.km 
23% 
82,110,000 sq. km 


22 hours 
Terrestrial 
Warm Temperate 


Normal Metals: 33 
Radioactives: 10 
Gemstones: Trace 
Industrial Crystals: Trace 


Special Minerals: 


4 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


453695-94 
ABAFECA D (D) 


This agricultural planet is settled by 
The Children Of The Covenant, a 
splinter religious sect, and is the religi- 
ous movement's central headquarters. 

Founded on Terra, the sect pro- 
hibits the use of advanced technology 
for manufacturing and agriculture. Ad- 
vanced machinery for agriculture and 
manufacturing is forbidden on Devo- 


_tion, as are advanced measuring de- 


vices. The craftsmen among the Chil- 
dren seem to be preternaturally patient 
and precise in their work with hand- 
crafts, capable of microprecise manipu- 
lation impossible for most Humans. 

The religious movement sends 
missionaries, called Guiders, as repre- 
sentatives to Human and alien civiliza- 
tions throughout the known galaxy. The 
Children Of The Covenant believe that 
Humans were the ‘First Created’ and 
therefore have a responsibility to teach 
wisdom to all other races. This some- 
what condescending attitude makes 
them somewhat unpopular among 
non-Humans. 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999994-87 
GEEEFG D(D) 


The land area of most of Fountain- 
world’s main continent is covered with 
spa-like mineral springs. Fountain- 
world’s water is said to have medicinal 
qualities of great magnitude, though 
analysis reveals nothing more than un- 
usual purity. Nevertheless, tourists 
flock to Fountainworld from all over this 
area to enjoy the gentle climate, plush 
hotels, and, of course, the water. 

Most of the economic power rests 
in the hands of the descendants of the 
original Human settlers, even though 
the Orions have developed much of the 
planet’s tourism. The native Fountain- 
worlders have managed to keep the Or- 
ions from gaining too much political 
power by cleverly playing the Orion 
families against each other. 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999994-87 
ACDFFFE B (B) 


Hoot, a member of the AOFW, has 
no trade restrictions, and, hence, no 
black market. Its major export is 
foodstuffs, especially the meat of giant 
Hoot Mountainbeasts. Governments 
are largely territorial, but most maintain 
the pretense, at least, of a representa- 
tive structure. The largest city, Corbie, 
has an excellent spaceport. 

Hoot is wild and woolly, even by 
Triangle standards. Originally a penal 
colony, the originating worlds long ago 
abandoned any hope of controlling the 
planet's affairs. The social environment 
is much like the American Old West of 
legend. The ‘law’ on Hoot is adminis- 
tered by whoever is best with a phaser. 
A complex code of personal ethics gov- 
erns everyday life, requiring a person 
to fight his own battles and treat with 
respect and deference those who are 
faster, tougher, or luckier. 
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World Log: JAV VII 
System Data 
System Name: 
Map Coordinates 
Number of Class M Present: 
Planetary Data 
Positionin System: 
Number of Satellites: 
Gravity: 
Size 
Diameter: 


Equatorial Circumference: 


Total Surface Area 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate 
Mineral Content 


Jav 
(9.45S 6.1E) 
1 


vii 
0 
1.3G 


16,900 km 

52,000 km 
663,000,000 sq. km 
48% 

318,240,000 sq. km 


26hours 
Thin 
Warm Temperate 


World Log: MARTIN’S STAR Ill 


System Data 
System Name: 
Map Coordinates 
Number of Class M Present: 
Planetary Data 
Positionin System: 
Number of Satellites: 
Gravity: 
Size 
Diameter: 


Equatorial Circumference: 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


Martin's Star 
(9.8S 6.4E) 
1 


mi 
2 
1.5G 


19,500 km 

60,000 km 
765,000,000 sq. km 
21°% 

160,650,000 sq. km 


World Log: MAZE 
System Data 


System Name: Zee 
Map Coordinates (9.6S 6.3E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: v 
Number of Satellites: 0 
Gravity: 1.2G 
Size 
Diameter: 15600 km 
Equatorial Circumference: 48,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


612,000,000 sq. km 
10% 
61,200,000 sq. km 


Normal Metals: 9 

Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999994.8 (6) 
CEFGDEG 8 (C) 


This tradeworld is a member of the 
AOFW. As with most tradeworlds, there 
are no tariffs or import/export duties. 
The world economy is supported by 
taxes and rents. Both individuals and 
corporations are taxed, and rents are 
collected from land leased to trade as- 
sociations, trading firms, and the sup- 
port businesses required by such a 
trade center. 

Jav is wholly owned and operated 
by the Jav Freetrade Corporation, char- 
tered on Andor and traded on the UFP 
Stock Exchange. Investors in the corpo- 
ration are mostly happy, because a 
good share of the increasing amount of 
Triangle trade moves through the main 
port of Javlisig. Orion tradeworlds of 
the Turnstile cut into Jav profits often, 
however, and the Jav Freetrade Corpo- 
ration is attempting vigorously to re- 
main competitive as a trade center. 
Cooperation between Baker's World 
and Jav has proved to be a help in this, 
as has membership in the AOFW. 


Length of Day: 31 hours 
Atmospheric Density: Thin 
General Climate: Arctic 
Mineral Content 
Normal Metals: 11 
Radioactives: Trace 
Gemstones: 20. 
Industrial Crystals: Trace 
Special Minerals: 5 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999994-87 
FBDFEFG'A (E) 


Martin’s Star Ill is the major source 
for high-quality cobali thermgems, a 
rare and highly-prized gemstone that 
can form only at low temperatures. The 
extreme climate on Martin's Star, and 
on the few other worlds where the gems 
occur, makes mining difficult and 
dangerous. 

Thus, the population of Martin's 
Star Ill comprises fewer than 10,000 in- 
dividuals. These are all miners, their 
families, or support personnel. Mine 
security is very tight, and visitors are 
prohibited except by special arrange- 
ment. Because a single gem-quality 
stone can be worth up to 100,000 credits 
or more when cut and polished, for- 
tunes can be and have been made here, 
but many miners die in the bitter cold. 
Many others fail to make a strike and 
go bankrupt trying to mine enough to 
pay for their expensive protective gear 
and cold-proof equipment. 

Claims are passed down as 
legacies from generation to generation, 
with planetary law prohibiting sale of a 
claim to anyone except current 


claimholders. Sale of gemstones, ex- 
cept through the Miner's Association, 
is also prohibited. It is believed that the 
powerful Miner's Association main- 
tains a large stockpile of the jewels, sel- 
ling them only sparingly to keep the 
price up. 
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Length of Day: 21 hours 
Atmospheric Density: Terrestrial 
General Climate: Tropical 
Mineral Content 
Normal Metals: 47 
Radioactives: 21 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: 8 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999794-87 
FABGBDF D 


This industrial world is noteworthy 
for the endless miles of canyons 
bounded by mountains that give it its 
name. The metallic content of these 
mountains is close to the surface and 
easily mined, and active volcanic chan- 
nels have been tapped for endless re- 
serves of geothermal power. 

Maze was called “the strong arm 
of the Void” by the Baker’s World poet 
Lee Chan. It is not a green and fertile 
world, but its work-hardened inhabit- 
ants would not wish to live elsewhere. 
Family pride is important here, and 
there is a strong work ethic. Trade in 
purely luxury items is uncommon, as 
the residents engage in simple leisure 
activities, disdaining ‘soft’ living. 

A world-wide problem with addic- 
tion to steroid-like drugs that build 
physical strength and endurance at the 
expense of intellect is said to worry the 
planetary government a great deal. 
Such drugs are highly illegal, and 
smuggling of such drugs can bring the 
only death penalty left on the books on 
Maze. 
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World Log: MORNING GARDEN 
System Data 
System Name: Reason’s Beacon 
Map Coordinates (9.7S 6.6E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: MW 


Number of Satellites: 1 
Gravity: 7G 
Size 

Diameter: 9100 km 


Equatorial Circumference: 28,000km 

Total Surface Area: 357,000,000 sq.km 

PercentLand Mass: 14% 

Total Land Area: 49,980,000 sq.km 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


28 hours 
Terrestrial i 
Cool Temperate 


Normal Metals: 47 

Radioactives: Trace 

Gemstones: Trace 

Industrial Crystals: Trace 

Special Minerals: 0 

Cultural Data 

Technological/Sociopolitical Index: 999998-97 
Planetary Trade Profile: AAEDFEE/C(C) 
Morning Garden, settled by a 


pacifistic sect of mixed Terran Orientals 
and Vulcans, depends economically on 
fishing and agriculture, including culti- 


‘vation of aquatic plantlife. Violence is 


abhorrent to the nature of the inhabit- 
ants, who will not tolerate violent be- 
havior in any form and deport im- 
mediately those who show violent ten- 
dencies. Klingons are unwelcome as a 
planetwide policy because of repeated 
incidents of violence between them and 
other visiting outworlders. 

Morning Garden's ruling body, The 
Gathering of Advisors, is currently con- 
sidering affiliation with the AOFW. It 
has agreed in principle to trade and 
mutual protection treaties with the 
AOFW, and these are in force presently. 
UFP and Orion negotiators also are 
courting Morning Garden, however. 
The government, like the populace, 
does not make decisions lightly or 
quickly, and it is likely to be several 
years before a final decision is reached. 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


World Log: NEW NEW ABERDEEN 


System Data 
System Name: Halien 
Map Coordinates (9.2S 6.1E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: I 
Number of Satellites: 2 
Gravity: 1.5G 
Size 
Diameter: 19,500 km 
Equatorial Circumference: 60,000km 


765,000,000 sq. km 
5020 
382,500,000 sq. km 


Length of Day: 27 hours 

Atmospheric Density: Terrestrial 

General Climate: Tropical 
Mineral Content 

Normal Metals: 28 

Radioactives: 26 

Gemstones: Trace 

Industrial Crystals: 1 

Special Minerals: Trace 


World Log: NIIC IV 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


System Data 
System Name: Niic 
Map Coordinates (9.85 6.5E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: IV 
Number of Satellites: 3 
Gravity: 7G 
Size 
Diameter: 9100km 
Equatorial Circumference: 28,000km 


357,000,000 sq. km 
82% 
292,740,000 sq. km 


Length of Day: 22 hours 
Atmospheric Density: Terrestrial 
General Climate: Tropical 
Mineral Content 
Normal Metals: 19 
Radioactives: 5 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999994-87 
DCBFBCE B (B) 


A daughter colony of the econom- 
ically powerful New Aberdeen indus- 
trial planet (a UFP world), New New 
Aberdeen has become wealthy on the 
skill of its resident ship designers and 
builders, and on the completeness of 
its orbital and surface-based port 
facilities. New New Aberdeen ships and 
wealth provide support for the AOFW, 
and much money obtained by building 
and repairing ships for outworlders 
gets funneled back into AOFW coffers 
through loans and taxes. 

The Council Of Clans, the planetary 
ruling body, is supportive of the UFP 
and loyal to the original New Aberdeen 
clans. Even so, New New Aberdeen is 
one of the political and economic bul- 
warks of AOFW independence, backing 
the AOFW during the Colil Crisis against 
the UFP. Many of the ancient Terran 
Scottish traditions remain, transplanted 
from the parent world. 

The Klingon Empire made the mis- 
take of defaulting on a ship construction 
deal here, and so Klingon vessels are 
barred from the repair facilities, except 
in life-threatening emergencies. Many 
local clansmen of the shipwright guilds 
lost jobs because of the default, and 
many still hold a grudge because of it. 
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Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


022233-23 
ADDABBB B(A) 


Niic means light in the native lan- 
guage of the native race, the Niicali 
(light-watchers). This non-humanoid 
race of long-limbed marsupial-like sa- 
pients lives within a carpet of blue- 
green moss that covers the entire planet 
to a depth of several miles, with the 
exception of the mountaintop 
spaceport. Their customs and privacy 
are guaranteed and protected by their 
agreement as members of the AOFW, 
but any trading corporations have in- 
stallations near the spaceport. 

The moss (known locally as the 
Maalii, or life-giver) is home, food crop, 
and export item to the Niicali, and it will 
grow nowhere else in the known 
galaxy. Derived from various parts of 
its specialized structure are several val- 
uable drug compounds, expensive lux- 
ury food items, and rare protein com- 
pounds. The Niicali worship the moss 
as an intelligent entity akin to a god. 
Their rites of purification, actually an- 
cient methods of preparing parts of the 
moss for use or sale, are closed to out- 
worlders. 

The Niicali are led by hereditary 
civil servants, with the administrative 
jobs being passed along from parent to 
child. For the most part, Niicali males 
are mostly laborers, while the females 
are planners and decision-makers. The 
Niicali have no interest in advanced 
technology except high-tech toys, 
which both children and adults enjoy. 
Their technological level is not ad- 
vanced beyond basic horticulture and 
tool-making, and yet the Niicali appa- 
rently have an extremely fast planet- 
wide communication system. 


World Log: PAXTON III 


System Data 
System Name: Paxton 
Map Coordinates (9.7S 5.9E) 
Number of Class M Present: 2 


Planetary Data 
Position in System: il 


Number of Satellites: 0 
Gravity: 1.3G 
Size 
Diameter: 16,000 km 
Equatorial Circumference: 52,000km 
Tota! Surface Area: 663,000,000 sq. km 
Percent Land Mass: 64% 
Total Land Area: 424,3200,000 sq. km 
Surface Conditions 
Length of Day: 29 hours 
Atmospheric Density: Thin 
General Climate Cool Temperate 
Mineral Content 
Normal Metals: 32 
Radioactives: 27 
Gemstones: 17 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 999784-77 
Planetary Trade Profile: FBBFEFH B (C) 


Paxton Ill, a member-world of the 
AOFW settled as a mining colony by 
Tellarites, has an economy based 
largely on its underground mines. The 
world’s output is now largely spent on 
conducting the war it has waged, on 
and off, with its system neighbor Pax- 
ton IV since early in the twin worlds’ 
history. The planet is under martial law, 
and the Planetary Chief Executive has 
been granted wide powers during the 
crisis. 

AOFW restrictions keep the conflict 
from spreading outside the Paxton sys- 
tem. So far, the warfare has been re- 
stricted to space battles and attacks on 
purely military targets. Initiated over 
mining rights to the uninhabited, at- 
mosphereless world Paxton V, the con- 
flict has long since spread beyond a dis- 
agreement over mining rights. Ironi- 
cally, neither Paxton world currently 
mines Paxton V, as both have given up 
after having mining stations there 
blown up on a regular basis. 

The war effort is no longer as popu- 
lar as it once was, though Paxton IIl’s 
economy, largely based on mines safe 
from enemy attack, remains strong. 
There are reports of press gangs who 
forcibly induct visitors and citizens alike 
into the armed forces, but these are un- 
confirmed. Such actions against non- 
citizens would be a violation of AOFW 


law. 


World Log: PAXTON IV 


System Data 
System Name: Paxton 
Map Coordinates (9.7S 5.9E) 
Number of Class M Present: 2 


Planetary Data 


Positionin System: IV 
Number of Satellites: 3 
Gravity: 1.3G 
Size 
Diameter: 16,900 km 
Equatorial Circumference: 52,000km 
Total Surface Area: 663,000,000 sq.km 
PercentLand Mass: 35% 
Total Land Area: 232,050,000 sq. km 
Surface Conditions 
Length of Day: 31 hours 
Atmospheric Density: Thick 
General Climate: Tropical 
Mineral Content 
Normal Metals: 18 
Radioactives: 17 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 999894-87 
Planetary Trade Profile: CFFEFG C(D) 


Paxton IV, primarily an agricultural 
colony, has suffered more from the war 
with the neighboring Paxton Ill. This is 
primarily because its economy is based 
on fruits and other tropical plants that 
grow on the surface, and their limited 
metallic resources force them to pur- 
chase much metal from off-world. The 
War Council of the planet holds most 
of the real power, with the peacetime 
government mostly serving as a 
figurehead. 

Settled soon after the settling of the 
Tellarite mining colony on Paxton Ill, 
the Human colonists desired new 
sources of metal and minerals to sup- 
plement the small local supplies. They 
established a small mining effort on 
Paxton V as an experiment, but this was 
disputed by the Tellarites. The result 
was war, which continues still. For Pax- 
ton IV, obtaining some in-system min- 
ing rights is a matter of long-term sur- 
vival, and the settlers are not likely to 
give up the fight. 


fe. 
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World Log: CHANIVIEV 
System Data 


Miantiev Colonial Association 


System Name: 
Map Coordinates 
Number of Class M Present: 


Planetary Data 


Position in System: 
Number of Satellites: 
Gravity: 
Size 

Diameter: 


Equatorial Circumference: 


Total Surface Area: 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 
Radioactives: 
Gemstones: 
Industrial Crystals: 
Special Minerals: 


Chaniv (AA33) 
(11,0S 7.0E) 
1 


IV 
1 
1.5G 


19,500 km 

60,000 km 
765,000,000 sq. km 
71% 

543,150,000 sq. km 


32 hours 
Terrestial 
Cool Temperate 


38 
Trace 
13 
Trace 
Trace 


World Log: KALLENDEVA 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


System Data 
System Name: Kallenda (Y32) 
Map Coordinates (10.98 6.8E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: ml 
Number of Satellites: 1 
Gravity: 1.5G 
Size 
Diameter: 19,500km 
Equatorial Circumference: 60,000km 


765,000,000 sq. km 
50% 
382,500,000 sq. km 


Length of Day: 27 hours 
Atmospheric Density: Terrestial 
General Climate: Tropical 
Mineral Content 
Normal Metals: 39 
Radioactives: Trace 
Gemstones: 12 
Industrial Crystals: Trace 


Special Minerals: 


11 


World Log: MANTIEV 
System Data 


System Name: 
Map Coordinates 
Number of Class M Present: 


Planetary Data 


Positionin System: 
Number of Satellites: 
Gravity: 
Size 

Diameter: 


Equatorial Circumference: 


Total Surface Area: 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 
Radioactives: 
Gemstones: 
Industrial Crystals: 
Special Minerals: 


Pantaxara (X33) 
(11.0S 6.7E) 
1 


WW 
1 
1.4G 


18,200km 

56,000 km 
714,000,000 sq. km 
80% 

571,200,000 sq. km 


23hours 
Terrestial 
Tropical 


24 
30 
20 
3 
3 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999873-77 
CCEDEFF D(C) 


Chaniviev is the site of the revolu- 
tion against Mantiev. Its government is 
currently supported by the Klingons, 
with whom trade is virtually unre- 
stricted. The Klingons, of course, are 
after a foothold in this sector of space. 
Also, the war gives them a perfect op- 
portunity to test new weapons systems 
in actual combat. Not much actual com- 


‘bat is taking place here, however, as 


most of the current fighting is centered 
on Kallendeva. All other trade is re- 
stricted, with no travel to Mantiev al- 
lowed at all. 

The black market flourishes in Chan- 
iviev better than most other placesinthe 
Triangle, because of the vast oppor- 
tunities to be had. Risks are commensu- 
rate with profits, however. 

Jonas Elley, the leader of the 
Chaniviev Alliance, was defeated in his 
bid to be elected President of The Man- 
tiev Colonial Association. This event of- 
ficially started the war, although the 
Klingons and Romulans both had been 
pushing the situation for some time. 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999873-77 
BCEEFFF D (D) 


Kallendeva is the site of the most 
intense fighting occurring in the MCA. 
The Chaniviev forces, or Chans, as they 
have come to be called, are being led 
by General Patrushka Allaya, the Kling- 
ons, merely a spokesman for the Kling- 
ons. Bayerlin, the commander of the 
Loyalists, is in a somewhat better pos- 
ition, as the Romulans are supporting 
with plenty of equipment but little ad- 
vice. The war is currently a stand-off. 

There are Federation ambassadors 
in-system offering to help with peace 
negotiations, but neither side is willing 
to even sit down and discuss the prob- 
lems of what started as a squabble over 
land rights. The Federation, naturally, 
has sent military intelligence personnel 
to evaluate the situation, especially re- 
garding the Romulan and Klingon 
equipment being used. 

Trade is limited to those foolhardy 
enough to venture in-system or risk 
being shot down attempting to land on 
Kallendeva. The black market is intense 
here, with everything from food to 
weapons trading hands. Many Federa- 
tion-backed traders are in the area at- 
tempting to lay their hands on Klingon 
or Romulan weapons. 

There is no government on the 
planet, as it was settled and owned 
primarily by the mining facilities owned 
by private corporations. These com- 
panies were the reason the war started 
in the first place, as the Chaniviev Al- 
liance tried to wrest control from the 
Mantiev government. 


444 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999873-77 
CDCEFFF/D (C) 


Mantiev was the first planet of the 
Mantiev Colonial Association, which is 


currently in the midst of an immense 


civil war. The entire Association has 
been placed under a strict curfew, with 
neither persons nor goods allowed to 
enter or exit the Association. As can be 
imagined, this is proving impossible to 
enforce in the middle of a civil war. 

All military forces have split into 
two factions, with The Loyal States Al- 
liance supporting the Mantiev govern- 
ment and the Chaniviev Alliance sup- 
porting the rebels. What further compli- 
cates matters is that the Klingons are 
supporting the rebels, and the Romu- 
lans are supporting the Loyal States. 
Most of the fighting is now taking place 
on Kallendeva, which was previously 
unoccupied. 

Mantiev is a world rich in agricul- 
ture and in minerals. It is currently ex- 
porting much of its wealth in exchange 
for much-needed military equipment. 
Trade restrictions with the Romulans 
have been relaxed, while high tariffs 
have been applied to anything resembl- 
ing Klingon design or origin. The black 
market is extensive, as is to be expected 
in awar setting. At present, the Mantiev 
Colonial Association, under President 
Willson, is not in control of anything. 
The Association has been temporarily 
disbanded, and President Willson is 
nothing more than a figurehead. 


World Log: STORK’S REST 


System Data 
System Name: Donjonna (W31) 
Map Coordinates (10.8S 6.6E) 
Number of Class M Present: 1 


Planetary Data 

Positionin System: " 

Number of Satellites: 1 

Gravity: 1.3G 

Size 
Diameter: 16,300 km 
Equatorial Circumference: 52,000km 
Total Surface Area: 663,000,000 sq. km 
Percent Land Mass: 26% 
Total Land Area: 172,380,000 sq. km 

Surface Conditions 


Length of Day: 25 hours 
Atmospheric Density: Thin 
General Climate: Desert 
Mineral Content 
Normal Metals: 2 
Radioactives: 30 
Gemstones: 18 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 999873-77 
Planetary Trade Profile: FFODFFF/D(E) 


Stork’s Rest is the fourth member 
of the Mantiev Colonial Association, 
and it is the only planet in the Associa- 
tion to be untouched physically by war- 
fare. The planet is a mystery; 74% of it 
is covered by water, and the land mas- 
ses are mostly desert. High mountain 
ranges surround the land masses, and 
almost all rainfall is rapidly returned to 
the oceans. The resulting ecology has 
created some unique gems, which com- 
prise the bulk of the planet’s exports. 
The planet is still Loyalist, with the 
money from the sale of its gems going 
to help equip the Loyalist military. Al- 
though the rebels are so occupied on 
Kallendeva that they have no real forces 
to spare, a few raids have been staged 
here. The raids do succeed in tying up 
large numbers of Loyalist troops, how- 
ever, preventing them from being used 
elsewhere. 

As most of the gems are im- 
mediately sold to the government, 
there is very little black marketeering 
possible. Tariffs are low in order to en- 
courage sale of the gems. 
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Independent Worlds 


World Log: ARRIS 


World Log: ACTONN 


World Log: AKERS IV 
System Data 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


System Data 
System Name: Aarra(DD45) 
Map Coordinates (12.25 7.3E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: X 
Number of Satellites: 2 
Gravity: 1.3G 
Size 
Diameter: 16,900 km 
Equatorial Circumference: 52,000 km 


663,000,000 sq. km 
13% 
86,190,000 sq. km 


System Data 
System Name: Heid (K19) 
Map Coordinates (9.68 5.4E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: Vill 
Number of Satellites: 1 
Gravity: 8G 
Size 
Diameter: 10,400km 
Equatorial Circumference: 32,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


Length of Day: 24 hours 
Atmospheric Density: Terrestrial 
General Climate: Arctic 
Mineral Content 
Normal Metals: 26% 
Radioactives: 12% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


410,000,000 sq. km 


350,000,000 sq.km 


Total Surface Area: 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 
Radioactives: 
Gemstones: 
Industrial Crystals: 
Special Minerals: 


System Name: Akers 
Map Coordinates {10.5S 7.1E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: iv 
Number of Satellites: 0 
Gravity: 7G 
Size 
Diameter: 9100km 
Equatorial Circumference: 28,000km 


360,000,000 sq. km 
23% 
82,000,000 sq. km 


22hours 
Thin 
Warm Temperate 


25% 
29% 
16% 
Trace 
Trace 


Length of Day: 25hours 
Atmospheric Density: Terrestial 
General Climate: Warm Temperate 

Mineral Content 
Normal Metals: 18 
Radioactives: 30 
Gemstones: 20 
Industrial Crystals: Trace 
Special Minerals: 15 

Cultural Data 
Technological/Sociopoliticalindex: 999787-98 


Planetary Trade Profile: FCBDCEE A(D) 


Aarris is an extremely rich world 
located in a narrow sector between the 
Romulan and the Klingon spheres of in- 
fluence. The government is democratic, 
with a planetwide president, now 
Sandra Beckzr, elected by all citizens 
over 16 years of age. 

- Despite its location, the planet has 
maintained its ‘independence through a 
temporary agreement between the two 
major powers to leave the planet alone. 
Aarris maintains its neutrality by its will- 
ingness to sell to anyone at a fair price. 
The Klingons and the Romulans both 
maintain embassies on the planet, as 
well as powerful military forces in the 
sector. The Aarrisians have a strong 
planetary defense force, but are cer- 
tainly no match for either of the major 
powers. 


The inhabitants have minerals 
needed by both sides, and sell to both, 
or trade for technology needed by the 
planet. The black market is extensive in 
the system, and even on the planet it- 
self, in spite of easy trade and low 
tariffs, proving that money in large 
amounts breeds black marketeers, de- 
spite easy legal trade. Zeenne Minerals 
is the largest corporation on the planet, 
even maintaining its own trading cen- 
ters; its owner is considered by many 
to be the richest man on the planet. 
Zeenne, although never directly in- 
volved in politics, financially backed 
Sandra Beckzr’s campaign. 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999996-96 
HCCCEFH B (C) 


Actonn is a snow-covered planet 
governed by a controlled monarchy, 
with most decisions made by the 
Cabinet of Ministers. The ruling 
monarch is Queen Dionna Cassavette, 
38. Her son, Prince Merrin, 19, is next 
in succession. At first glance, Actonn 
appears to have nothing in its favor. The 
populace live within domed structures 
that look like chains of Terran igloos. 
These are constructed from an insulat- 
ing ceramic found under the snow, 
which is then processed for use as a 
building material. 

The two major products exported 
by Actonn are produced by a small crea- 
ture that burrows through the snow and 
ice, eating algae-like plant growth im- 
bedded in the ice. This unintelligent 
cross between a worm and a mole 
grows to a length of about five inches. 
The creatures are harvested for both 
their fur, which is useful as an insulating 
material, and for a chemical their bodies 
manufacture. The chemical is refined 
into a medium-level sedative that has 
virtually no side effects. 
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Cultural Data 
Technological/Saciopolitical Index: 
Planetary Trade Profile: 


999993-97 
AFFDCEG/D (B) 


The government on Akers IV is rep- 
resentative, with the Akeride (senate of 
Akers) elected every three years. The 
Akeride Master, currently Isao 
Namaguti, is selected by the Akeride 
from their own ranks to serve as leader 
and representative. Though the people 
of Akers will trade with the Romulans, 
most trading takes place with the trad- 
ers of Rem fry. 

Akers is the galaxy’s only source of 
flower crystals, grown from mutated 
flowering plants that grow abundantly 
on the planet’s surface. Though the 
plants can be grown on other planets, 
they produce the crystals only in the 
soil and atmospheric conditions found 
on Akers IV. 

The planet’s high radioactives con- 
tent is theorized to have some part in 
the growth of the crystals, thus no min- 
ing is allowed anywhere on Akers. Be- 
cause mining is prohibited, minerals 
and radioactives must be imported. The 
planet has no need to import food, how- 
ever, as crops sufficient to supply the 
population are grown on Akers. 


World Log: ALTHARRA IV 


System Data 
System Name: Altharra 
Map Coordinates (10.68 6.7E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: IV 
Number of Satellites: 0 
Gravity: 3G 
Size 
Diameter: 11,700 km 
Equatorial Circumference: 36,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


459,000,000 sq. km 
88% 
403,920,000 sq. km 


27 hours 
Thick 
Warm Temperate 


Normal Metals: 32 
Radioactives: Trace 
Gemstones: 17 
Industrial Crystals: Trace 
Special Minerals: Trace 


World Log: BALLARD‘S MINT 
System Data 


System Name: 
Map Coordinates 
Number of Class M Present: 


Planetary Data 


Positionin System: 
Number of Satellites: 
Gravity: 
Size 
Diameter: 
Equatorial Circumference: 
Total Surface Area: 
PercentLand Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 
Radioactives: 
Gemstones: 
Industrial Crystals: 
Special Minerals: 


Tarantos (R31) 
(10.8S 6.1E) 
1 


ni 
2 
-6G 


7,800 km 
24,000km 
306,000,000 sq.km 
93% 

284,580,000 sq. km 


28 hours 
Thin 
Cool Temperate 


32 
30 
12 
3 
7 


World Log: BICKETT 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


System Data 
System Name: Casiday 
Map Coordinates {10.1S 6.1E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: vill 
Number of Satellites: 1 
Gravity: 1G 
Size 
Diameter: 13,000 km 
Equatorial Circumference: 40,000km 


510,000,000 sq.km 
49% 
250,000,000 sq. km 


Length of Day: 31 hours 
Atmospheric Density: Terrestrial 
General Climate: Tropical 
Mineral Content 
Normal Metals: 10% 
Radioactives: 16% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 
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Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


866652-67 
AAFDCDF B(C) 


Situated midway between the 
Klingon and the Romulan influence in 
the Triangle, Altharra IV is located just 
spinward of the Mantiev Colonial As- 
sociation. The Altharrans are a peaceful 
people, and their bargaining chip in any 
negotiations is their usefulness as food 
producers and exporters. The planet 
has only small, in-system defense 
forces. Ground forces are immense, but 
are technologically outclassed by most 
of their neighbors. No major power has 
attacked them, simply because there 
has been no need to. 

The Altharrans are exporters of 
food products and low-technology äg- 
ricultural implements. They are known 
to supply both factions of the Mantiev 
conflict with foodstuffs. Basically, the 
Altharrans will sell to anyone who can 
pay the price. In exchange for their ex- 
ports, they import high-technology 
goods. E 

Most trading is done through the 
Agrarian League, which serves as a 
combination clearinghouse and trade 
union. Normally, a farmer will list the 
product he has available for trade with 
the League. The League credits his ac- 
count in an equal amount of currency, 
then sells the goods off-world, keeping 
a percentage for handling the deal. The 
goods received in exchange are then 
sold to League-controlled centers. The 
black market on Altharra is‘small, exist- 
ing in small groups in order to circum- 
navigate the League’s control. To en- 
courage enough trade to improve con- 
ditions, tariffs are kept low. 

There are many nations on Al- 
tharra, each with its own form of gov- 
ernment. League of Nations, it is mostly 
a showcase: the real power on Altharra 
is the Agrarian League which controls 
trade. Portan, the largest producer in 
the League, is its President. 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


998653-87 
DCBEEFF’B (C) 


This fiercely-independent planet 
relies on its ties with the Federation to 
maintain its neutrality. Ballard’s Mint 
has trade agreements with the Federa- 
tion, and receives a token Federation 
military force for protection. This force, 
consisting currently of three scout ves- 
sels and a Federation Marine Battalion, 
could never stop a Klingon thrust 
militarily. The Klingons tend to leave 
the planet alone, however, because the 


implication of any such attack would be ~ 


enormous: war with the Federation. 

Ballard was the name of the woman 
who discovered the planet; the ‘Mint’ 
part of its name came from the fact that 
the planet was so mineral-laden. At 
first, the term was applied jokingly, but 
then it simply stuck. The planet relies 
on on its heavy mineral exports to keep 
the Federation interested. The govern- 
ment has no desire currently to join the 
Federation, as it is getting what it needs, 
neutrality, without what it considers the 
heavy price of membership. The black 
market is large here, as rare minerals 
are sold at high prices to whomever will 
pay. Tariffs are low in order to encour- 
age trade. 
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Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999993-98 
GCCDCAF:A (B) 


Bickett is a lush, tropical planet. Al- 
though it has small oceans, there are 
many inland lakes and rivers keeping 
most of the planet well-irrigated. The 
equatorial regions are hot and wet, and 
so unsuitable for comfortable living. 
The polar regions are perfect climati- 
cally, however, and much of the popu- 
lation lives in those areas. Bickett might 
have been an agricultural planet if its 
native growth had not proved too hardy 
to be pushed aside for other crops. It 
does, however, provide excellent raw 
materials for the manufacture of plas- 
tics, polymers, and many synthetic fab- 
rics and textiles. These are exported, 
along with some of the more exotic 
plant varieties. Imports include 
foodstuffs, high-tech items, and luxury 
items. 

The government on Bickett is par- 
ticipatory, with major negotiations con- 
ducted by the Headman, Andi Babsinn. 
The Headman functions more as osten- 
sible leader because most world-affect- 
ing decisions are made by election. Bic- 
kett tends to favor the Federation ard 
Baker’s Dozen over the Klingons, 
mostly out of racial preference. Bickett 
has no in-system patrol, preferring to 
leave that to the traders themselves. 


The Triangle 


World Log: CANCHICKA 
System Data 


System Name: Canch 
Map Coordinates {11.85 7.1E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: IX 
Number of Satellites: 3 
Gravity: 1.1G 
Size 
Diameter: 14,300km 
Equatorial Circumference: 44,000km 


Total Surface Area: 561,000,000 sq.km 

PercentLand Mass: 14% 

Total Land Area: 78,540,000 sq. knt 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate 
Mineral Content 


25 hours 
Terrestial 
Cool Temperate 


Normal Metals: 46 
Radioactives: 26 
Gemstones: 18 
Industrial Crystals: Trace 
Special Minerals: 7 
Cultural Data 
Technological/Sociopolitical Index: 986550-66 
Planetary Trade Profile: CCEEDFF’A (D) 


Canchicka is another of those plan- 
ets whose neutrality hangs by a very 
thin thread. Placed between the Kling- 
ons and Romulans, it has endured sol- 
ely because both major powers have 
signed an agreement allowing Can- 
chicka to remain neutral. This occurred 
as a by-product of the last trade agree- 
ment between the Romulans and Kling- 
ons. Both maintain embassies on-plan- 
et, and both maintain large military 
forces within five days travel. The Can- 
chickians wish to remain independent, 
with little hope of doing so. 

Minerals are the planet's main ex- 
port, with the Cinudy standing out 
among them. A gem whose beauty is 
considered by many to be unrivalled in 
the galaxy, the Cinudy can be cut and 
polished for many uses. Most go into 
making rings, necklaces, and other 
jewelry. The gem, which is very hard, 
also has industrial uses on medium- or 
low-technology planets. 

Duke Morann, the richest man on 
the planet, controls 31% of the Cinudy 
mines. The underwater mines are ex- 
tremely expensive to operate. This, 
combined with the rarity of the gem, 
makes the prices very high. Tariffs are 
low on the planet in order to encourage 
trade. The already-inflated high prices 
on the gems have made Canchicka a 
rich planet. Federation officials have 
compared the government of the planet 
to a small boy just given a large increase 
in his allowance: There is “money to 
burn”. 

The planet is run by the Forall, a 
form of parliament similar to the Terran 
British Parliament of earlier times. The 
Forall is run as efficiently as any such 
body can be. The government is cur- 
rently appealing to the Federation for 
military assistance, but little is forth- 
coming because of the distances in- 
volved and the political situation be- 
tween the Big Three. 


World Log: COMSTOCK 


System Data 
System Name: Schull 
Map Coordinates (8.5S 6.3E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: IX 
Number of Satellites: 3 
Gravity: 1.3G 
Size 
Diameter: 16,900 km 
Equatorial Circumference: 52,000km 


Total Surface Area: 660,000,000 sq. km 

Percent Land Mass: 96% 

Total Land Area: 630,000,000 sq. km 
Surface Conditions 

Length of Day: 25 hours 

Atmospheric Density: Thin 


General Climate: Desert 
Mineral Content 

Normal Metals: 2% 

Radioactives: 10°% 

Gemstones: 8% 

Industrial Crystals: Trace 

Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999992-97 
FEEECEG A (C) 


Comstock is a tradeworld run by 
BioResearch. Much of the planet is hot 
and dry, and is very nearly uninhabita- 
ble. The one major trade city is also 
named Comstock. Comstock City is lo- 
cated on the shore of the planet's single, 
land-locked polar sea. The starport, five 
miles to the south, is connected to the 
city by monorail. 

Since Comstock is a tradeworld, 
virtually anything is available for sale. 
Buyers are set up to purchase cargos, 
and warehousers will generally have 
many cargos awaiting shipment. There 
is also a heavy black market on Com- 
stock, and so many items may become 
available for a price. Traders are 
cautioned to be careful when leaving 
the city for any reason, as there are ru- 
mored to be privateers working out of 
the mountains to the south. 

Many corporations have facilities 
on Comstock, including Triangle Ship- 
ping, Leederlee Component Manufac- 
turing, and Luxury Apparel. 

Comstock has no alliegiance to any 
of the major governments, although a 
large number of Orion traders frequent 
the area. There is no real planetary sec- 
urity on or around Comstock, as traders 
tend to police their own. BioResearch 
controls a security office for maintaining 
the peace in the city. 
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World Log: CURRIE 


System Data 
System Name: Faulk 
Map Coordinates (9.0S 6.3E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: v 
Number Of Sattelites naar 
Gravity: 1.4G 
Size 
Diameter: 18,200km 
Equatorial Circumference: 56,000km 


Total Surface Area: 710,000,000 sq.km 

Percent Land Mass: 85% 

Total Land Area: 610,000,000 sq.km 
Surface Conditions 

Length of Day: 26 hours 

Atmospheric Density: Thin 

General Climate: Cool Temperate 
Mineral Content 


Normal Metals: 49% 
Radioactives: 37°% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999992-98 
GAADEFG A[X) 


Currie is a large, cold planet. Its air 
is nearly unbreathable, and so most of 
the population lives underground. A 
mineral-rich planet, Currie’s major ex- 
ports are radioactives and normal met- 
als. Its imports include foodstuffs, 
finished products, and luxury items. 
Most of the planet's trade is conducted 
with the traders at Remfry and Baker’s 
Dozen. There is no black market at all 
on Currie. 

The government on Currie is par- 
ticipatory, as the population is very 
small. The closest thing to a planetary 
leader is the Portmaster in Currie’s 
single, above-ground city. 


World Log: DEERLAM 


System Data 
System Name: Miley 
Map Coordinates (10.25 6.9E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: x 
Number of Satellites: 0 
Gravity: 1.5G 
Size 
Diameter: 19,500 km 
Equatorial Circumference: 60,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


770,000,000 sq. km 
71% 
540,000,000 sq. km 


32 hours 
Terrestrial 
Cool Temperate 


Normal Metals: 38% 
Radioactives: Trace 
Gemstones: 13% 
Industrial Crystals: Trace 
Special Minerals: Trace 


World Log: EPLIEY 
System Data 


System Name: 
Map Coordinates 
Number of Class M Present: 


Planetary Data 


Positionin System: 
Number of Satellites: 
Gravity: 
Size 

Diameter: 


Equatorial Circumference: 


Total Surface Area: 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 
Radioactives: 
Gemstones: 
Industrial Crystals: 
Special Minerals: 


Seidl 
(10.45 6.8) 
1 


vi 
0 
6G 


7800 km 

24,000 km 
310,000,000 sq.km 
86% 

260,000,000 sq. km 


17 hours 
Thick 
Cool Temperate 


26% 
1% 
8% 
Trace 
Trace 


World Log: FARKIN 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


System Data 
System Name: Markhamm 
Map Coordinates {10.4S 6.1E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: IV 
Number of Satellites: 2 
Gravity: 6G 
Size 
Diameter: 7800km 
Equatorial Circumference: 24,000km 


310,000,000 sq. km 
40% 
120,000,000 sq. km 


Length of Day: 28 hours 
Atmospheric Density: Thin 
General Climate: Arctic 
Mineral Content 

Normal Metals: 18% 
Radioactives: 20% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999992-94 
BAFEEEG:B (A) 


Deerlam is a large, heavy mining 
world. The populace is short, stocky, 
and very strong. Deerlamen mine both 
gems and metals, which they smelt and 
process themselves. In many regions, 
the soil conditions are perfect for grow- 
ing food crops. 

Deerlam exports metals, raw gems 
(to Geisling), and soldiers. In the central 
Triangle, rumor has it that two Deerla- 
men are equal to any three soldiers. 
They are stong, agile, and cunning. Im- 
ports include weapons, tech items, and 
medical products. 

Deerlam is a feudal society, with 
the small families answering to the 
dukes and barons, who then answer to 
the Emperor. Carl Sammons became 
Emperor five years ago, when he led 
his Deerlamen ina crusade to free Geisl- 
ing from the Romulans. Deerlamen de- 
spise the Romulans, and protect their 
system with armed patrol ships purch- 
ased from Baker's Dozen. 


Cultural Data 


Technological/Sociopolitical Index: 999992-9 
Planetary Trade Profile: GBCEBAAVA (A) 
Epliey is a small, cool planet, 


known in the area as a phenomenal 
manufacturer of medium- and high- 
tech items. Using the raw materials 
found on their planet, the Eplieyans are 
capable of producing a vast array of 
goods such as machine parts, air, water, 
and ground vehicles, and weaponry. 
They also mine and export a large 
number of gemstones, including the 
rare Tubestones (tubelike formations of 
an aluminum crystal that has a bell-like 
tonal quality when suspended and 
struck gently). Imports include 
foodstuffs, some radioactives, and cer- 
tain luxury items. 

Epliey’s governmental structure is 
somewhat feudal. The major manufac- 
turing organizations are each run by 
one family, headed by a duke. Smaller, 
less important families tend to work in 
factories owned by the dukes. The gov- 
ernmental head is the Baron, whose job 
it is to negotiate and deal with any out- 
side governments, both for security and 
trading purposes. Epliey tends to deal 
more with the Romulan colonies, but 
that is only due to their proximity. A 
large amount of trading also takes place 
with the nearby tradeworld, Remfry. 
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Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999991-98 
GBBADFH B (D) 


Farkin is a cold, low-gravity world. 
Its air is thin, and, away from the domed 
cities, supplemental oxygen supplies 
are necessary. There are some metals 
and radioactives found and mined on 
the planet, but these are not exported. 
All the raw materials needed on Farkin 
and much of its equipment must be im- 
ported. Farkin’s chief products and ex- 
ports are medical supplies and phar- 
maceuticals, as the combination of low 
gravity and low temperatures were 
found to be ideal for their manufacture. 
These products include many types of 
sedatives and stimulants, Tri-ox base, 
as well as a number of antidotes and 
anti-tioxins. All the raw materials and 
much of the equipment must be im- 
ported. 

- The population of Farkin is small, 
with an abnormally high percentage of 
biologists and engineers. Its govern- 
ment is participatory. The mayor of Far- 
kinfeall, Farkin’s capital city, is consi- 
dered to be the leader of the planetary 
government. 

Farkin society is rather apolitical, 
and its people trade with almost any- 
one, even the Klingons. Klingons prefer 
to trade with them in orbit, however, 
because Farkin’s well-below-zero sur- 
face temperatures. 


a|Guelu) aul 


© World Log: FLITNER V World Log: FLOOD World Log: FOOLED AGAIN 


D) System Data System Data System Data 
System Name: Flitner System Name: Juncker System Name: Timmigh 
C Map Coordinates (9.3S 6.6E) Map Coordinates {10.38 5.8E) Map Coordinates (11.35 7.1) 
© Number of Class M Present: 1 Number of Class M Present: 1 Number of Class M Present: 1 
„> Planetary Data Planetary Data Planetary Data 
c Position in System: v Position in System: Iv Position in System: tl 
Number of Satellites: 0 Number of Satellites: 2 Number of Satellites: 1 
— Gravity: 1.2G Gravity: 1.2G Gravity: .9G 
Size Size Size 
(ab) Diameter: 15,600 km Diameter: 16,000 km Diameter: 11,700 km 
C Equatorial Circumference: 48,000km Equatorial Circumference: 48,000km Equatorial Circumference: 36,000 km 
Total Surface Area 610,000,000 sq. km Total Surface Area: 610,000,000 sq. km Total Surface Area: 459,000,000 sq. km 
| Percent Land Mass: 37% Percent Land Mass: 21% Percent Land Mass: 99% 
Total Land Area: 230,000,000 sq.km Total Land Area: 130,000,000 sq. km Total Land Area: 454,410,000 sq. km 
Surface Conditions Surface Conditions Surface Conditions 
Length of Day: 27 hours Length of Day: 31 hours Length of Day: 26 hours 
Atmospheric Density: Terrestrial Atmospheric Density: Terrestrial Atmospheric Density: Terrestial 
General Climate Tropical General Climate: Cool Temperate General Climate: Arctic 
Mineral Content Mineral Content Mineral Content 
Normal Metals: 12% Normal Metals: 46% Normal Metals: 41 
Radioactives: Trace Radioactives: 29% Radioactives: Trace 
Gemstones: Trace Gemstones: Trace Gemstones: 18 
Industrial Crystals: Trace Industrial Crystals: 8% Industrial Crystals: Trace 
Special Minerals Trace Special Minerals: Trace Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999993-95 
ADDDCEG A (B) 


Flitner V is an agricultural world, 
growing many different products. In 
fact, almost any foodstuff imaginable 
can be found on the planet. Toward 
both poles, grain crops grow very read- 
ily. At the equator, fruit plants are abun- 
dant. The ocean is mildly salty, and the 
fish are generally quite edible. Flitner 
exports a large amount of foodstuffs, 
while importing most of the higher-tech 
items needed by their society. There is 
a surprisingly large black market on the 
planet, with Federation and Romulan 
manufactured goods being most preva- 
lent. Klingon- goods are unavailable, 
and Orion goods are more difficult than 
usual to obtain. 

Flitner V is a monarchy, ruled by 
King Kapri Nider. Nider is 65, and has 
two sons; Prince Danni, 40, and Prince 
Rallin, 88. Both are vying for the throne, 
with Danni favoring independent 


status, and Rallin wishing for entry into 
Baker's Dozen. 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999995-96 
GBBDCEG 8B (B) 


Flood is an independent water 
world with mild leanings toward the 
Klingon Empire. Most of its cities are 
underwater, because the weather is 
very unpredictable. The tides from the 
two moons cause very extensive flood- 
ing, which has given the planet its 
name. There are a few safe, high 
plateaus that are safe, and large cities 
are located on each. 

Flood’s major exports are raw met- 
als and radioactives, which are ex- 
tracted from the sea water and picked 
up from the ocean floors in the form of 
mineral nodules. Flood does not have 
a very extensive food supply, though, 
and requires the import of foodstuffs 
as well as the higher technological 
items. 

A small black market exists on 
Flood, with the most easily obtained 
items of Klingon manufacture. 

The government on Flood is a con- 
trolled monarchy, with the Precept, Mik- 
lin Jandosti, having limited ruling pow- 
ers. Major decisions are made by the 
Flood Senate. System security is hand- 
led by the Juncker Irregulars, a navy 
made up of Flood volunteers. There are 
generally about six in-system boats in 
use at any given time. 
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Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


888763-97 
FBCDEFF'D (X) 


Frann Ulich is credited with the 
name this planet bears today. Ulich and 
her crew of 36 had set out on an exped- 
ition to investigate reports of a lush, 
beautiful, high-resource planet in this 
sector. Almost from the beginning, they 
met with problem after problem. Their 
sensors continued to work, however. 
While their ship was in orbit, the sen- 
sors revealed that beneath the thick 
clouds lay what they were looking for. 
When they came down for a closer look, 
the sensors still showed them what they 
wanted to see. Upon breaking through 
the clouds, however, they were greeted 
with nothing more than snow and ice. 
When they attempted to gain altitude 
and return to orbit, the ship would not 
cooperate. Captain and crew lost con- 
trol, crash-landing in a mountain range 
near the equator. 

When rescuers finally arrived, 
Ulich’s crew decided the planet was not 
so bad after all, and stayed to establish 
asmall colony. Their decision may have 
had something to do with the discovery 
of a beautiful new blue gem they named 
Icealia. The gem remains the colony’s 
major export, with small animals and a 
hardy bluish flower comprising the rest. 
The flower, named Snow Blue, is in de- 
mand by florists the galaxy over, who 
are willing to pay high prices for the 
unusual bloom. The colony must im- 
port most of their needs. 

The planet is independent, trading 
freely with anyone who will. The Romu- 
lans recently sent a landing party to in- 
vestigate, but, finding nothing of real 
use to them except for hard-to-mine 
minerals, they have no plans to move 
against the planet at this time. 


World Log: FREEMAN’S PORT 


World Log: GAMON 
System Data 


System Data 
System Name: Sivzunn 
Map Coordinates {10.75 6.9E} 
Number of Class M Present: 1 
Planetary Data 
Positionin System: | 
Number of Satellites: 2 
Gravity: 9G 
Size 
Diameter: 11,700 km 
Equatorial Circumference: 36,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


459,000,000 sq. km 
96% 
440,640,000 sq. km 


26 hours 
Terrestial 
Cool Temperate 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


System Name: Jeist 
Map Coordinates {8.65 6.9E) 
Number of Class M Present: 1 
Planetary Data 
‘Position in System: Ix 
Number of Satellites: 3 
Gravity: 1.3G 
Size 
Diameter: 16,900 km 
Equatorial Circumference: 52,000km 


660,000,000 sq.km 
35% 
230,000,000 sq. km 


Length of Day: 31 hours 
Atmospheric Density: Thick 
General Climate: Tropical 
Mineral Content 

Normal Metals: 2% 
Radioactives: 4% 
Gemstones: 1% 
Industrial Crystals: Trace 
Special Minerals: Trace 


World Log: GEISLING = 
System Data DE 
System Name: Anconna Oo 
Map Coordinates (9.9S 6.9E) 
Number of Class M Present: 1 
Planetary Data 4 
Position in System: | -y 
Number of Satellites: 2 s 
Gravity: 8G Q) 
Size 
Diameter: 10,400 km J 
Equatorial Circumference: 32,000 km ide) 
Total Surface Area: 410,000,000 sq.km — 
PercentLand Mass: 56°% (43) 


Total Land Area: 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 

Normal Metals: 


230,000,000 sq.km 
21 hours 
Terrestrial 

Cool Temperate 


8% 


Radioactives: Trace 
Gemstones: 14% 

Industrial Crystals: Trace 
Special Minerals: Trace 


Normal Metals: 22 
Radioactives: 26 
Gemstones: 13 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


998776-98 
_ EDCEDEF/BIC) 

This independent world is one, 
large merchant's bazaar. The black mar- 
ket is large and well-stocked, due to its 
location between the Klingons and the 
Romulans. If willing to pay the price, 
one can obtain many of these two cul- 
tures’ goods here on Freeman. Tariffs 
are high on incoming non-Romulan 
goods, however. 

Despite its proximity to Romulan- 
controlled space, the Romulans have 
never made any real threats on the gov- 
2rnment. The Romulans are so involved 
vith nearby Mantiev that they simply 
Jo not have enough troops to spare to 
subjugate the planet. Freeman’s small 
nilitary fleet of 32 warp vessels would 
0t hold out long against the might of 
he Romulan Empire, and the planet is 
oo far from the Federation to expect 
nuch help from that quarter. But the 
*reemen fear Klingon rule more than 
Romulan rule. 

The Freemen are highly skillful 
1egotiators. They are attempting, at the 
noment, to reach an agreement with 
he Romulans. With their vast mineral 
vealth, the Freemen are seeking to pur- 
hase vessels from the Romulans, par- 
ially to show their willingness to co- 
‘xist peacefully. The Romulans have re- 
ponded favorably, although no vessels 
lave as yet been sold. They are, how- 
ver, trading technological equipment 
nd methods with the Freemen. The 
ilanet has an orbital F-2 repair facility. 

This planet has an interesting form 
f government. Everyone over the age 
if 14 votes directly into a large tabulat- 
1g system. Whenever there are several 
ssues to be decided, it is mandatory 
hat all eligible citizens vote. There is a 
uling council composed of representa- 
ives from all sectors, chosen by their 
eers. This council handles day-to-day 
tatters, with the citizenry voting on all 
ajor issues directly. 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999992-96 
CFEDDAE A(A) 


Gamon is a heavy, tropical planet. 
There is very little metals mining on 
Gamon, and the general climate and 
soil are not right for growing food 
crops. The Gamonites are, however, ex- 
cellent toolsmiths. They import-a good 
quantity of raw metals from neighbor- 
ing Jemison, which they work into 
finished metals and medium-tech in- 
struments and tools. Gamonites are not 
very fussy about quality, so any mer- 
chandise bought from them will be only 
poor to good quality. 

The populace on Gamon is mostly 
Human, with some Tellarite mixed in. 
As most Gamonites are fairly hedonis- 
tic, they are a good market for just about 
any kind of luxury item available. The 
black market on Gamon is fairly strong, 
and it is normal to find both Federation 
and Romulan merchandise for sale. 

The government on Gamon is con- 
sidered to be a controlled monarchy. 
For the past 20 years, Emperor Dade 
Hargrave has been either mad or senile, 
and all government functions are per- 
formed by his cabinet of advisors. 
Rumors place Chief Advisor Ilf de Mione 
as the real force behind the throne. Har- 
grave has no close relatives, and 
Gamon law does not provide for insan- 
ity in its laws of succession. 
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Cultural Data . 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999994-97 
EBFEDHH/D íC) 


Although originally settled by Hu- 
mans, Geisling was a captive Romulan 
colony until five years ago. At that time, 
the Humans on Geisling revolted 
against the Romulan troops stationed 
there, with the help of a large number 
of mercenaries from Remfry. The revo- 
lution laid to waste much of the old 
Geisling, but new cities have been built 
in the years since. The Romulans have 
not made any effort to reclaim Geisling, 
both because they are spread rather 
thin through the area, and because 
Geisling receives ships and supplies 
from Baker’s Dozen, as well as from Re- 
mfry and Deerlam. 

Geisling manages to pay for all this 
aid by means of a series of gemstone 
mines scattered across the surface of 
their planet. Diamonds, Starstones, and 
ColdFlame Gems are just some.of the 
jewels exported by Geisling. The Jewel- 
ers Guild on Geisling includes some of 
the most skillful and imaginative in the 
galaxy, which is why the Romulans kept 


-the Humans around in the first place. 


Geisling has a representative gov- 
ernment, in which everyone is free tc 
vote. The leadership is elected every 
three years, which places Docca Leo in 
his second term as President. The Geis- 


‘lingers are very friendly with Baker's 


Dozen, and most of the independent 
governments in the area. They hate 
Romulans with a vengeance. 


@ world Log: GIBRALTAR 


The Triangl 


System Data 
System Name: Janissie 
Map Coordinates (8.1S 7.0E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: ill 
Number of Satellites: 0 
Gravity: 1G 
Size 
Diameter: 13,000 km 
EquatorialCircumference: 40,000km 


Total Surface Area: 510,000,000 sq. km 

Percent Land Mass 90°% 

Total Land Area: 459,000,000 sq. km 
Surface Conditions 


Length of Day: 30 hours 
Atmospheric Density: Terrestial 
General Climate: Arctic 
Mineral Content 

Normal Metals: 16 
Radioactives: 28 
Gemstones: 15 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 


Technological/Sociopolitical Index: 


Planetary Trade Profile: FDCDDEF:C (X) 


Gibraltar forms one corner of the 
infamous Triangle. An ice-covered 
planet, it lay unclaimed and unwanted 
by all until 2/1801.13. On that date, a 
Federation delegation waited in a warm 
structure erected by UFP Engineers to 
meet with the Romulans, who had an- 
nounced they wished to establish a per- 
manent location for talks with the UFP. 
The Romulans had not softened their 
attitude toward the Federation. On the 
contrary, the Romulans have always 
been realists, and their situation dic- 
tates that they cannot fight the Federa- 
tion and the Klingons at the same time. 
As they feel the Klingons to be the big- 
ger menace, the Romulans needed at 
least a stand-off between themselves 
and the Federation. 

The Federation, of course, was 
more than happy to do whatever they 
could to maintain peace. It was decided 
to choose an uninhabited planet be- 
tween the two powers, and one was 
found in the Janissie system. When 
asked by the Romulans what the name 
of the planet was, someone in the Fed- 
eration diplomatic corps could not re- 
sist baptizing the planet Gibraltar. The 
two powers agreed to divide the planet 
equally. They would build a domed set- 
tlement on the dividing line at a point 
agreeable to both sides. Here, even the 
diplomatic station and the discussion 
table would be equally divided. 

Both sides maintain military forces 
on the planet, as well as extensive sur- 
veillance systems with defensive 
weapons. There have been no prob- 
lems between the opposing forces thus 
far. Civilians are allowed on Gibraltar 
under the terms of the current treaty. 
Under civilian guise, the Federation op- 
erates some mines on the planet, but 
they are being worked by a military- 
controlled company. 


Federation Romulan 


Almost all items needed must be 
brought in, with free traders selling to 
both sides. The planet is rich in radioac- 
tives and gemstones. The Federation 
mines these with a military-controlled 
company, as do the Romulans. Except 
for military intelligence, these metals 
are the only export of the planet. No 
skirmishes have occurred here, but 
both sides are prepared for a fight if 
necessary. Many arguments or misun- 
derstandings have flared into crises, but 
cool heads have prevailed so far. 

The Federation maintains low 
tariffs, while the Romulan tariffs are 
high to discourage most traffic, as they 
prefer to buy elsewhere and ship in 
what they need. The black market is 
quite extensive, with small military 
items being bought for shipment else- 
where. 
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World Log: HADALIB V 


System Data 
System Name: Hadalib 
Map Coordinates (9.85 5.7E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: v 
Number of Satellites: 1 
Gravity: 7G 
Size 
Diameter: 8300 km 
Equatorial Circumference: 28,000km 


Total Surface Area: 357,000,000 sq. km 

Percent Land Mass: 70% 

Total Land Area: 250,000,000 sq.km 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


26 hours 
Terrestrial 
Warm Temperate 


Normal Metals: 48% 
Radioactives 17%. 
Gemstones: 14% 
Industrial Crystals: 7% 
Special Minerals Trace 


Cultural Data 
Technological/Sociopolitical Index: 


AAAAAA-98 
Planetary Trade Profile: BACDBDG/A (B) 


Hadalib V is an agricultural planet, 
with average mining and manufactur- 
ing activity. Most arable land is lush and 
very well-tended. The planet is heavily- 
populated, with most of its inhabitants 
concentrated in the urban centers. 
Hadalibans tend to be semi-reclusive, 
preferring to keep to themselves and 
remain as self-sufficient as possible. 
They will do some trading with outside 
sources, but mostly for high-tech and 
luxury items. Grain crops and agricul- 
tural byproducts are the planet's main 
exports. Hadalib V does have a small, 
but lucrative black market. 

The government in power is a par- 
ticipatory democracy. Minor gov- 
ernmental decisions are made by The 
Council, which is elected each year. 
Major decisions are always made by 
popular decision, with ‘decision elec- 
tions’ being called at a moment's 
notice. Hadalib V does have a military, 
but it is used more for police function 
than for conquest or battle. There is also 
a small, but viable, fleet of insystem 
boats that is generally used to patrol 
the system. 


World Log: JEMISON 


System Data 
System Name: Fithienne 
Map Coordinates {8.58 7.1E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: Ml 
Number of Satellites: 1 
Gravity: 1.4G 
Size 
Diameter: 18,200 km 
Equatorial Circumference: 56,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


710,000,000 sq. km 
77% 
550,000,000 sq. km 


World Log: LANROCHE VIII 


Total Surface Area: 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 


System Data 
System Name: Lanroche 
Map Coordinates (9.4S 5.5E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: Vill 
Number of Satellites: 1 
Gravity: 1.1G 
Size 
Diameter: 14,300 km 
Equatorial Circumference: 44,000km 


560,000,000 sq. km 
94% 

530,000,000 sq. km 
25hours 
Terrestrial 

Warm Temperate 


14% 


System Name: 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


World Log: LENDIS WAVAMM lll 
System Data 


Lendis Wavamm 


Map Coordinates (11.35 6.5E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: Ml 
Number of Satellites: 3 
Gravity: 1.3G 
Size 
Diameter: 16,900 km 
Equatorial Circumference: 52,000km 


663,000,000 sq.km 
76% 
503,880,000 sq. km 


Length of Day: 23 hours 
Atmospheric Density: Terrestial 
General Climate: Tropical 
Mineral Content 
Normal Metals: 23 
Radioactives: 22 
Gemstones: 19 
Industrial Crystals: Trace 


Length of Day: 19 hours 
Atmospheric Density: Thick 
General Climate: Desert 
Mineral Content 
Normal Metals: 41% 
Radioactives: 9% 
Gemstones: 14% 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999993-90 
FABDDEF/A (C} 


Jemison is a very dry planet, with 
most of its surface given over to either 
deserts or rocky mountains, canyons, 
and plateaus. It is within these moun- 
tains and canyons that Jemison’s 
wealth is found. This desert planet is 
very rich in metal ores, radioactives, 
and raw gemstones, which are mined 
all across the planet, and sold to traders 
landing at the one main port city, 
Goldport. 

Jemison has no real government, 
as most of the miners and prospectors 
prefer to work alone, and only come 
into town when they have something 
to sell, or need more supplies. All sales 
are conducted through Jemison’s 
broker, Jean Carislon. Carislon is very 
ruthless, and anyone trying to cut her 
out is not likely to repeat the mistake 
twice. She has an extremely large or- 
ganization, and her ‘enforcers’ are very 
persuasive. Carislon is, in fact, the 
closest Jewison comes to having a 
planetary government. She will deal 
with anyone who will pay her prices. 

Piracy is not entirely uncommon in 
the system, but traders are willing to 
risk the rare raid because the profits to 
be made from sale of the various ores 
are worth it. The black market is also 
strong on Jemison. 


Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999992-37 
DDDDDDD‘C {C} 


Lanroche VIII is a tradeworld placed 
equidistant from the Federation, the 
Klingons, the Turnstile, and Baker's 
Dozen. Anything and everything is av- 
ailable here, for a price. Once a trader 
has aquired a broker, virtually any legal 
cargo may be purchased. The black 
market is also rich on Lanroche VIII. 

Pirates and privateers will have no- 
thing to do with the Lanroche system. 
For every pirate trying to operate near 
Lanroche, there are 50 bounty hunters 
waiting to claim any and all prizes. 
Physically, Lanroche VIII is a warm, dry 
planet with small inland seas and great 
grasslands. Lanroche City, the major 
trading port, is on the shore of one of 
these seas, with its starport on an island 
offshore. 

Government on Lanroche is repre- 
sentative, with the Council of Managers 
elected each year. The Council then 
elects one of its own to the position of 
Lanroche Manager, who also serves 
one year. As with many tradeworlds, 
the ruling body more resembles a cor- 
porate board of directors than a planet- 
ary government. 
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Special Minerals: Trace 
Cultural Data 
Technological/Sociopolitical Index: 


Planetary Trade Profile: 


887655-66 
BDDECFFIC (| 


Lendis Wavamm has a strong milit- 
ary. Although they do not possess warp 
technology, they have been in negotia- 
tion with the Romulans to purchase ves- 
sels with warp drive. The Romulans, in 
turn, are very anxious to negotiate with 
the Lendissians. The planet is located 
quite close to the Klingon sphere of in- 
fluence, and the Romulans are hopeful 
of exchanging vessels for rights to 
bases on Lendis. The Federation and 
the Klingons are also attempting 
negotiations, but the Lendissians are 
leaning toward the Romulans because 
of similarities between their societies. 
For example, the Lendissians adhere to 
very formal rituals in all their public ac- 
tivities, for which the Klingons have no 
patience at all. 

Lendis Wavamm is relatively rich 
in radioactives, which are the main ex- 
port. Foodstuffs follow a close second.. 
The planet's most sought-after imports 
are medium- and high-tech items. 
Drugs and other medicinal agents are 
also in high demand. The land is all 
owned by the nobility, as are the man- 
ufacturing centers. Thus, although 
there is a large black market on the plan- 
et, most of the lower class have nothing 
of value to trade. To encourage trade, 
the government is keeping tariffs low. 
The tariff system is quite arbitrary, how- 
ever; the Romulans, for example, pay 
lower tariffs than the Federation or 
Klingons. 

Theft is rampant on Lendis, which 
has led to the formation of a large inter- 
nal security force controlled directly by 
the King. On Lendis, most authority 
rests with the monarch, while the prime 
minister's main job is the enforcement 
of laws. Bribery is rampant on Lendis, 
and nothing can. be accomplished on 
the planet without them. 


a|Guelu) aul 


Œ World Log: MEADOW 


The Triang 


System Data 


System Name: 
Map Coordinates 
Number of Class M Present: 


Planetary Data 


Positionin System: 
Number of Satellites: 
Gravity: 
Size 

Diameter: 


Equatorial Circumference: 


Total Surface Area 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate 
Mineral Content 
Normal Metals: 
Radioactives 
Gemstones: 
Industrial Crystals: 
Special Minerals 


Adye 
(8.6S 6.6E) 
1 


i 
0 
8G 


10,000 km 

32,000 km 
410,000,000 sq. km 
68% 

280,000,000 sq.km 


26 hours 
Terrestrial 
Warm Temperate 


10% 
17% 
Trace 
Trace 
Trace 


World Log: MERIMEE 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


System Data 
System Name: Teile 
Map Coordinates (10.0S 6.7E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: IV 
Number of Satellites: 1 
Gravity: 1.4G 
Size 
Diameter: 18,200 km 
Equatorial Circumference: 56,000 km 


710,000,000 sq. km 
77% 
550,000,000 sq. km 


28 hours 
Terrestrial 
Cool Temperate 


Normal Metals: 16% 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: 10% 


World Log: NEW PARADISE 
System Data 


System Name: 
Map Coordinates 
Number of Class M Present: 


Planetary Data 


Position in System: 
Number of Satellites: 
Gravity: 
Size 

Diameter: 


Equatorial Circumference: 


Total Surface Area: 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 
Radioactives: 
Gemstones: 
Industrial Crystals: 
Special Minerals: 


Sanomar 
(11.0S 6.3E) 
1 


v 
1 
1G 


13,000 km 

40,000 km 
510,000,000 sq. km 
76% 

387,600,000 sq. km 


26 hours 

Thin 

Warm Temperate 
37 

26 

Trace 


9 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


999991-98 
ADDDODOD D(B) 


Meadow is an “ecologically perfect 
world.” As such, the entire populace is 
very careful about the planet’s ecology. 
Stiff punishments are dealt to those 
damaging any resource. Thus, mining 
is taboo, even though the amount of 
metals and radioactives present would 
make it worthwhile. 

Meadow is agricultural, growing 
and exporting many excellent grain and 
seed crops each year. Meadowites do 
not import many luxury items, prefer- 
ring asimple, stoic existence. The major 
imports are farm equipment and base 
necessities. There is no black market at 
all, and all imports are assigned a flat 
ten percent tariff, no matter what the 
item. 

The government is participatory, 
run by the Assembly of Elders. The 
leader of the Assembly is Elder Sister 
Kalan DeVries. The other major force in 
the government is Elder Brother Vran 
Cafri, who controls the Ecological 


Force. This is Meadow’s version of a 
security force and environmental pro- 
tection agency rolled into one. 
Meadow is a Federation ally, and 
ships most of her crops to Federation 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999992-97 
FOEEEFG’B(D) 


Merimee is a mining world. Al- 
though several metals are found in rela- 
tive abundance, the major product is a 
special mineral called Zathium. 
Zathium is used as shielding material 
for high energy weapons, such as lasers 
and phasers. As Merimee is virtually co- 
vered with mountains, there is little ag- 
riculture. 

The planet Merimee is owned by 
the Merimee Mining Corporation, and 
all governmental functions are carried 
out by the corporate office. The corpo- 
ration is technically chartered by the 
Federation, but Merimee is considered 
an independent planet. Because of their 
close proximity with the Romulan-con- 
trolled area, MMC trades as much with 
the Romulans as it does with the Feder- 
ation and independents such as Baker's 
Dozen. The Federation does not know 
that MMC sells Zathium to the Romu- 
lans, and Borrdinn does not intend to 
tell them. 

Surface security is handled by 
MMC Security. Although rules are few, 
infractions are dealt with severely. Sys- 
tem patrol is non-existent, which leads 
to occasional problems with privateers. 
Traders are routinely warned of the pos- 
sibility. 
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Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999763-98 
CCCDDEF/B (D) 


New Paradise is one of the older 
Federation colonies. Once established 
and reasonably self-sufficient, they de- 
clared their independence from the Fed- 
eration. To this day, they remain inde- 
pendent, trading with anyone and 
everyone. One of their early aims was 
the establishment of a classless society. 
Like similar attempts by others before 
them, they failed to achieve this ideal. 

New Paradise maintains a small 
military, both ground and space. Their 
space defense force consists of eleven 
small, scout-type vessels that are defi- 
nitely no match for any serious invasion 
force. New Paradise relies on its loca- 
tion between the Romulans and the 
Klingons to maintain their independ 
ence now, maintaining trade agree- 
ments with both. Both powers also 
maintain embassies on-planet. 

Tariffs on New Paradise are either 
very low or non-existent, especially on 
high-tech items. The Lenfft Corpora- 
tion, producers of various types of- 
power generators and heavy-duty bat- 
teries, has its headquarters on the plan- 
et. Their products comprise a major per- 
centage of the planet's exports. The 
black market does a large amount of 
trade in radioactives, which are plentiful 
here. The planet's small cache of di- 
lithium is also a black market item. 

After the failure to establish a class- 
less society, the leaders of New 
Paradise established one of the better- 
running examples of a two-house 
democratic government. There are cur- 
rently no political parties on the planet, 
with every in habitant of legal age vot- 
ing on all major issues. 


World Log: NEW SAHARA 
System Data 
System Name: 
Map Coordinates 
Number of Class M Present: 
Planetary Data 
Positionin System: 


Oeth 
(10.18 6.3E) 
2 


Number of Satellites: 1 

Gravity: 8G 

Size 
Diameter: 10,400km 
Equatorial Circumference: 32,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


410,000,000 sq. km 
86% 
350,000,000 sq. km 


Length of Day: 19 hours 
Atmospheric Density: Terrestrial 
General Climate: Desert 
Mineral Content 
Normal Metals: 8% 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


World Log: NEW SIBERIA 


System Data 
System Name: Oeth 
Map Coordinates (10.18 6.3E) 
Number of Ciass M Present: 2 
Planetary Data 
Position in System: IV 
Number of Satellites: [°] 
Gravity: 6G 
Size 
Diameter: 7800 km 
Equatorial Circumference: 24,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


310,000,000 sq. km 
40% 
120,000,000 sq. km 


Length of Day: 28 hours 
Atmospheric Density: Terrestrial 
General Climate: Arctic 
Mineral Content 
Normal Metals: 18% 
Radioactives: 20°o 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


World Log: NEWLIN Ill 


System Data 
System Name: Newlin 
Map Coordinates {8.3S 6.9E} 
Number of Class M Present: 1 
Planetary Data 
Position in System: Wl 
Number of Satellites: 2 
Gravity: -8G 
Size 
Diameter: 10,400 km 
Equatorial Circumference: 32,000km 


Total Surface Area: 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 


410,000,000 sq.km 
56% 
230,000,000 sq. km 


21 hours 
Terrestrial 
Cool Temperate 


33% 


Radioactives: 24°% 
Gemstones: 14% 
Industrial Crystals: Trace 
Special Minerals: Trace 


a|Guelu] aul 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999995-97 
FFFEEFG 8 (C) 


New Sahara is one of the two mar- 
ginally-habitable planets in the Oeth 
system (see also New Siberia). It is a 
desert world, an airless ball of rock. The 
climate is hot and dry, and what little 
water there is exists in the two polar 
oceans. The planet's small mining 
population is also centered around the 
poles. 

A compound found in the sand of 
New Sahara is the single reason people 
live here at all. Called Hard Sand, the 
compound can be treated to make one 
of the strongest high-temperature 
ceramics to be found anywhere in the 
galaxy. Hard Sand ceramic is used in 
the construction of some starship en- 
gines, as well as some internal combus- 
tion style engines. Almost everything 
else must be imported, including some 
water from New Siberia. 

The governments of New Sahara 
and New Siberia are shared. One 
elected leader, the Grandmaster, is 
elected every five years by both planet 
populations. Also elected are a 60- 
member Grand Senate, with 30 mem- 
bers chosen from each planet. The two 
Oeth planets consider themselves inde- 
pendent, with no real alignments with 
any major government. 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999995-97 
FBCDDFG B {B} 


New Siberia is one of two inhabited 
planets in the Oeth system (see New 
Sahara). It is an arctic, snow-covered 
planet, with a somewhat larger popula- 
tion than does New Sahara. Major cities 
are located in the equatorial regions, 
but also some smaller cities and towns 
situated closer to the poles. There are 
small mining operations for both met- 
als and radioactives, which New Siberia 
exports off-planet buyers, including its 
sister planet, New Sahara. Water, in the 
form ofice, is also exported to New Sah- 


ara. 
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Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999995-96 ‘ 
CDCDCDF B(B) 


Newlin Ill is a volcanic planet with 
a fairly sulfurous atmosphere. Because 
of its volcanic nature, Newlin has a high 
metal and radioactive content. Many 
important ores are found on Newlin’s 
surface, and mining colonies have been 
set up on both moons, as well as on 
three of her sister planets. The ores and 
certain processed and finished prod- 
ucts are exported to neighboring sys- 
tems. 

Because the atmosphere is some- 
what corrosive, many manufactured 
items wear out within only a few years 
time. For that reason, Newlin must im- 
port almost everything it needs. The 
black market is said to be quite healthy 
on Newlin. 

The government of Newlin is a con- 
trolled monarchy. Although six-year- 
old Queen Bethlin IV is nominally in 
charge, it is her guardian, the Prime 
Minister, who wields the real power. He 
oversees the Newlin Ministry, whose 
members are elected every two years. 

Newlin Ill is considered an indepen- 
dent world, but leans slightly toward 
the Federation. There is a large police 
force for planetary security, as well as 
a force of about twelve in-system patrol 
boats. There is also a security base on 
the fourth planet, which serves as an 
entry post to the system. It is known as 
Security Base One, and all incoming 
ships must stop there, before being al- 
lowed to proceed to Newlin Ill. 
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World Log: OVERLINN 


System Data 
System Name: Wuurth 
Map Coordinates (10.2S 6.6E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: Il 
Number of Satellites: 0 
Gravity: 1.3G 
Size 
Diameter: 16,900 km 
Equatorial Circumference: 52,000 km 


Total Surface Area: 660,000,000 sq. km 

Percent Land Mass: 48% 

Total Land Area: 320,000,000 sq. km 
Surface Conditions 


Length of Day: 26 hours 

Atmospheric Density: Thin 

General Climate: Warm Temperate 
Mineral Content 

Normal Metals: 23% 

Radioactives: Trace 

Gemstones: Trace 

Industrial Crystals: Trace 

Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999994-93 
ACEDBDF/D (C) 


Overlinn is a very rich agricultural 
planet. Almost any type of crop thrives 
here, from grains and fruits to grazing 
animals and fish. Although Overlinn’s 
air is very thin, most of the species have 
adapted to the new conditions very 
well. 

Overlinn was settled by a large 
group of native Americans, who still 
adhere to the millenia-old tribal forms 
and customs of their ancestors. There 
are many tribes on Overlinn, each with 
its own chief. The chief, in turn, repre- 
sents his group in the tribal council, 
which is led by Headman John 
Strongstone. There are some factions 
-rivalling for leadership, but none are yet 
strong enough to challenge 
Strongstone. 

There are no ships on Overlinn, and 
so most trading of imports and exports 
is done through the traders of Remfry. 
As the people of Overlinn will condone 
no illegal goods on their planet, Over- 
linn has no black market. 


World Log: PASSARRA’S DREAM 
System Data 


System Name: Jonnat 
Map Coordinates (11.5S 7.2E) 

Number of Class M Present: 1 

Planetary Data 

Position in System: IV 

Number of Satellites: 1 

Gravity: 8G 

Size 
Diameter: 10,400 km 
Equatorial Circumference: 32,000 km 


Total Surface Area: 408,000,000 sq. km 

Percent Land Mass: 56% 

Total Land Area: 228,480,000 sq. km 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


21 hours 
Terrestial 
Cool Temperate 


Normal Metals: 8 
Radioactives: Trace 
Gemstones: 14 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technalogical/Sociopolitical Index: 
Planetary Trade Profile: 


999875-98 
BEEDEFF/D (X) 


Passarra’s Dream is a scientific re- 
search station, currently inhabited by 
only 130 colonists. The planet is inde- 
pendent, even though most of its scien- 
tists are Federation-supported. The col- 
ony itself is an experiment in sociology 
by Dr. Vaughn Passarra, whose goal is 
to build a scientific community free of 
cultural prejudices. He has invited sci- 
entists from the Klingon and Romulan 
governments, as well as anyone else 
wishing to settle. Passarra is also at- 
tempting to build a self-sustaining col- 
ony, and so immigration is con trolled. 
There are fewer restrictions on the 
number of scientists allowed to immig- 
rate, but each scientist settling here re- 
quires roughly 3.2 other colonists to 
support him. 

Trade is brisk on Passara, the col- 
ony’s exports consisting of knowledge, 
patents, and licensing rights. The planet 
must import items that cannot yet be 
produced on-planet, such as scientific 
equipment and power generators. 
Tariffs are non-existent, with some 
items, such as firearms, simply not al- 
lowed. The black market naturally th- 
rives on Passarra’s Dream. 

The original settlers included the 
administrative group that currently 
governs the colony. Within five years, 
however, a normal participatory gov- 
ernment will be established. Passara 
has made the normal non-expansion 
agreements with the three major pow- 
ers, as well as special agreements as- 
suring the planet's neutrality. 
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World Log: REMFRY 
System Data 


System Name: Zoeller 
Map Coordinates {10.48 6.4E} 

Number of Class M Present: 1 

Planetary Data 

Positionin System: IX 

Number of Satellites: 2 

Gravity: 1.2G 

Size 
Diameter: 15,600 km 
Equatorial Circumference: 48,000km 


Total Surface Area: 610,000,000 sq. km 

Percent Land Mass: 86% 

Total Land Area: 520,000,000 sq. km 
Surface Conditions 

Length of Day: 19 hours 

Atmospheric Density: Thin 

General Climate: Cool Temperate 
Mineral Content 


Normal Metals: 3% 

Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999995-9 
DDDDDDD C (C) 


Remfry is a tradeworld located 
centrally between the Klingon- and 
Romulan-controlled areas. Although 
endowed with very few natural re- 
sources, the planet does very well trad- 
ing with many of its neighbors. There 
are no tariffs on Remfry, but the know- 
ledgeable trader should expect to pay 
his share of “bribes and squeeze.” 
Being close to both the Klingon and 
Romulan borders, there is a healthy 
black market trade in their goods. 

The government on Remfry con- 
sists of the Amalgamated Traders As- 
sociation, and ATA President Dilger 
Hess could be considered the nominal 
planetary leader. The Association elects 
its own leader on an irregular-schedule, 
although Hess has been in charge for 
two years. The ATA also keeps ten in- 
system boats as patrol craft, patrolling 
the system near Remfry and her two 


moons. 


World Log: ROCKHAVEN 
System Data 


System Name: 
Map Coordinates 
Number of Class M Present: 


Planetary Data 


Position in System: 
Number of Satellites: 
Gravity: 
Size 

Diameter: 


Equatorial Circumference: 


Total Surface Area: 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 
Radioactives: 
Gemstones: 
Industrial Crystals: 
Special Minerals: 


Lomann 
(10.0S 5.9E) 
1 


IV 
1 
1.2G 


15,600 km 
48,000 km 
610,000,000 sq. km 


400,000,000 sq. km 


20 hours 
Thin 
Cool Temperate 


17% 
19% 
% 
Trace 
13% 


World Log: SATTERFELD 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


System Data 
System Name: Satter 
Map Coordinates (8.8S 6.4E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: Iv 
Number of Satellites: 0 
Gravity: 1.4G 
Size 
Diameter: 18,000 km 
Equatorial Circumference: 56,000km 


714,000,000 sq. km 
93% 
664,000,000 sq. km 


Length of Day: 24 hours 
Atmospheric Density: Terrestrial 
General Climate: Desert 
Mineral Content 
Normal Metals: 25% 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


World Log: SCHNEITER 


Total Surface Area: 

PercentLand Mass: 

Total Land Area: 
Surface Conditions 


System Data 
System Name: Valanda 
Map Coordinates (8.45 6.5E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: Vv 
Number of Satellites: 0 
Gravity: 3G 
Size 
Diameter: 11,700 km 
Equatorial Circumference: 36,000 km 


460,000,000 sq. km 


455,000,000 sq. km 


Length of Day: 26 hours 
Atmospheric Density: Terrestrial 
General Climate: Arctic 
Mineral Content 
Normal Metals: 41% 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999990-97 
FAAEDEG A(C) 


Rockhaven is a cool, barren planet. 
Its mountain- and cliff-covered surface 
is somewhat hostile, but the planet is 
very rich in ores and minerals. Perhaps 
the most valuable special mineral 
mined here is Timliite, which is used in 
the processing of certain hydrocarbons, 
including Tri-ox. Imports include 
foodstuffs, most medium and high-tech 
items, and luxury goods. 

The population is moderately large, 
and the government is representative. 
All members of the parliament are 
elected, on a rotating basis, every five 
years. The president is also elected 
every five years. Rockhaven tends to be 
friendly with most of the independent 
planets and Baker’s Dozen, but Rock- 
haveners very much dislike the Kling- 


ons. 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


99999A-91 
HAFGDEG.C (D) 


Satterfeld is a mining world, ex- 
porting both raw ores and refined met- 
als. There is no real government, only 
groupings of families. For example, 
each family owns and operates its 
mines near a family-owned water hole, 
as there is very little water on Satterfeld. 
Just as there is no formal government, 
thus there is really no military, other 
than that maintained by the individual 
households. Satterfelders have no real 
leanings toward any offworld group, 
preferring to remain fairly isolated. Dif- 
ferent families may prefer dealing with 
one major government or another, but 
each case is completely individual. 

There is one good spaceport, 
owned by the Plicart family and used 
by most major holders. Most off-planet 
trading is conducted by the several 
more powerful families. The smaller 
holdings usually deal with the larger 
families. Major imports include food,. 
water, and other basic comforts. Satter- 
felders tend to be a rather pragmatic 
people who generally disdain luxury 
items. There is no black market on Sat- 
terfeld because everything is available 
openly. 

As might be expected, laws are 
very loose on Satterfeld. In fact, very 
little is actually outlawed. Pirates may 
be found in remote locations, but they 
have to bring in all their supplies. Sat- 
terfelders ignore pirate enclaves, as 
long as their precious natural resources 
are not used or damaged. 
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Cultural Data 
Technological/Sociopolitical Index: 
Colony 


Planetary Trade Profile: AAAAAAA A(X) 


Schneiter is a very cold world, most 
of it covered by a thin crust of ice and 
snow. This crust is generally from 50 to 
1,000 feet thick in spots. In the thinner 
areas, the miners of the Schneiter Min- 
ing Corporation have driven vertical 
shafts into the frozen soil below; 
spreading out from these, horizontal 
tunnels have been carved in all direc- 
tions. The shafts are protected above- 
ground by massive, covered, solar-ray 
sheds. Below ground, the newer tun- 
nels are still productive, while the older, 
played-out tunnels have been ex- 
panded into living quarters for the min- 
ers. The Schneiter mines yield many 


useful metal ores, including iron, 
aluminum, magnesium, cobalt, and 
many others. $ 


There is no government on Schnei- 
ter; all major decisions are made at cor- 
porate headquarters on Comstock. The 
man in charge is Mine Superintendent 
Gavin O'Reilly. All ore shipments are 
collected in the sheds above ground 
and shipped to Comstock for sale and 
distribution. All equipment and 
supplies are provided by the corpora- 
tion. Only luxury items are imported, 
although traders may be hired to bring 
in shipments of equipment and 


supplies to Schneiter, and ore back to 
Comstock. 


Corporate Mining 
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World Log: TAKANARRA II 
System Data 


System Name: Takanarra 
Map Coordinates {10.65 6.4E) 

Number of Class M Present: 1 

Planetary Data 

Positionin System: s iH] 

Number of Satellites: 3 

Gravity: 1.4G 

Size : 
Diameter: 18,200 km 
Equatorial Circumference: 56,000km 
Total Surface Area: 714,000,000 sq. km 
Percent Land Mass: 40% 


Total Land Area: 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


285,600,000 sq. km 


19 hours 
Terrestial 
Cool Temperate 


Normal Metals: 49 
Radioactives: Trace 
Gemstones: 16 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


998764-77 
DBGDBEF/B (E) 


Settled by Terrans seeking isola- 
tion from the rest of Humanity, 
Takanarra’s isolation ended abruptly 
when the Klingons sent landing parties 
to examine the planet. Takanarra has 
no valuable minerals to speak of, and 
the planet is not suited for growing 
much beyond what foodstuffs are 
needed. This lackluster quality is 
exactly what drew the original colonists 
here and what keeps them from being 
bothered much by outsiders. Takanarra 
has no military force to speak of. They 
have a few, small, scout-type vessels 
built from converted transports. They 
have kept technology very much at the 
levels they were familiar with when 
they left Earth. 

Trade is not a major occupation on 
Takanarra. There are a few merchants 
who sideline in off-world trade, but 
none who specialize. Lodeston is the 
largest merchant on the planet, and he 
will trade with offworlders if they have 
something of interest. Takanarran’s are 
greatly interested in high-tech items, 
and these are their major imports, par- 
ticularly various power generators. Be- 
cause of the planet's isolationism, there 
is a large black market on Takanarra. 
Although it can be difficult to locate a 
black marketeer, once found, the high 
tariffs on incoming goods can be av- 
oided. 

Although an independent planet, 
Takanarra still has strong ties to the 
Federation. There is a continual, if in- 
frequent, flow of information between 
the two. The Isolationist Party, which, 
controls the two-party democracy, is 
torn between total isolation and these 
Federation ties. Upon close examina- 
tion, it will be found that many of the 
Party leaders are also either black mar- 
keteers or the principal backers of the 
black marketeers. 


World Log: TANNINE 


System Data 
System Name: Hammaker 
Map Coordinates (9.25 6.9E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: VI 
Number of Satellites: 2 
Gravity: 1G 
Size 
Diameter: 13,000 km 
Equatorial Circumference: 40,000km 


510,000,000 sq. km 
90% 
460,000,000 sq. km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


Length of Day: 30 hours 
Atmospheric Density: Terrestrial 
General Climate: Arctic 
Mineral Content 

Normal Metals: Trace 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


112220-21 
Will not trade with 
off-worlders 


From space, Tannine looks like no 
more than a white ball with a blue stripe 
around the middle. This blue band is 
Tannine’s only liquid water, the Equato- 
rial Ocean. Along the ocean, there is a 
narrow strip of tillable soil. The rest of 
the planet is covered by a thick sheet 
of ice that stretches across both poles. 
This cold world has no redeeming qual- 
ities. 

Tanninite civilization exists in the 
form of a human colony that decided 
to revert to primitive life. They have 
given up all technology to “live off the 
land.” The Tanninites do know about 
space travel, but they will not trade with 
anyone because they regard technol- 
ogy with disgust. 

Government on Tannine is pre-tri- 
bal. The people live in large family 
groups, which they rarely leave. There 
is no governmental leader. 
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World Log: THISISIT 


System Data 
System Name: Sinnaway 
Map Coordinates (11.38 6.7E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: vi 
Number of Satellites: 1 
Gravity: 1.1G 
Size 
Diameter: 14,300 km 
Equatorial Circumference: 44,000 km 
Total Surface Area: 561,000,000 sq. km 
Percent Land Mass: 87% 


Total Land Area: 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


488,070,000sq. km 


27 hours 
Terrestial 
Warm Temperate 


Normal Metals: 47 
Radioactives: 26 
Gemstones: 6 
Industrial Crystals:8 

Special Minerals: 9 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


998653-98 
CBCEDEF-B(C) 


Thisisit was discovered many years 
ago by Simone DeLeone, an explorer 
for the UFP. He had been searching for 
an above-average Class M planet for 
colonization by his employers, the 
Hathaway Foundation. Since they paid 
higher prices for better-suited planets, 
Simone had been dreaming of discov- 
ering one that would make him rich 
enough to retire. When he read the sen- 
sor readings on the unknown planet, he 
exclaimed “Thisisit!!” and decreed that 
would be its name. Since he had the 
authority to do so, and no one could 
come up with a good reason not to 
name the planet Thisisit, the name was 
adopted. 

Thisisit has maintained relations 
with the Federation, especially since the 
war with the Klingons, but is fiercely 
independent. The government has 
gone so far as to throw the Federation 
ambassador off-planet for three 
months when the ambassador de- 
manded the government stop trading 
with the Klingons and the Romulans. 

Trade on Thisisit is open to all in- 
terested parties. Tariffs are low in order 
to encourage trade and to keep the 
technology level of the planet high. The 
black market still thrives, however, be- 
cause of the location of the world’s lo- 
cation. The market here is used by the 
Mantiev Colonial Association (both 
sides) to acquire items from Federation 
sources. 

The highly democratic government 
of Thisisit is undergoing some exten- 
sive changes due to the large, recent 
influx of immigrants. Voting is now re- 
stricted to those residents who can 
prove residency of at least five years. 


World Log: TURNINGPOINT 


System Data 
System Name: Nachheis 
Map Coordinates {9.6S 6.7E) 
Number of Class M Present: 1 


Planetary Data 
Positionin System: WW 


Number of Satellites: 0 
Gravity: . 13G 
Size ` 
Diameter: 16,900km 
Equatorial Circumference: 52,000km 
Total Surface Area: 660,000,000 sq. km 
Percent Land Mass: 48% 
Total Land Area: 320,000,000 sq. km 
Surface Conditions 
Length of Day: 26 hours 
Atmospheric Density: Terrestrial 
General Climate: Warm Temperate 
Mineral Content 
Normal Metals: 23% 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 999994-98 
Planetary Trade Profile: AEEDDEE/A (C) 


Turningpoint is a large, grassy 
planet, set squarely between Baker's 
Dozen and the Romulan sphere, and 
these two powers each use Tur- 
ningpoint as a buffer zone between 
themselvés. Neither side will try to 
annex the planet or allow it to be an- 
nexed by the other. Needless to say, 
this state of affairs pleases the Turners 
greatly. 

Turningpoint is considered agricul- 
tural, producing some of the finest beef 
cattle in this portion of the galaxy. The 
beef is shipped both to the Romulans 
and to Baker’s Dozen, which simply 
reinforces the buffer zone. Equipment 
and luxuries must be imported, as well 
as raw materials and radioactives. 

Government on Turningpoint is 
basically participatory. The population 
inhabits a few major cities and hun- 
dreds of thousands of family ranches. 
All families have a say in major govern- 
ment decisions, but all off-world deal- 
ings are carried out through the City 
Clans. These are families who prefer to 
run the large cities rather than the 
ranches. Primary among these is the 
slan of Roderigo G. Lopez, who runs 
Lopez City, the largest and wealthiest 
sity on Turningpoint. 


World Log: ZANNADUU IV 


System Data 

System Name: Zannaduu 
Map Coordinates {11.58 6.8E) 

Number of Class M Present: 1 

Planetary Data 

Position in System: IV 

Number of Satellites: 0 

Gravity: 8G 

Size 
Diameter: 10,400 km 
Equatorial Circumference: 32,000km 
Total Surface Area: 408,000,000 sq. km 
Percent Land Mass: 85% 
Total Land Area: 346,800,000 sq.km 

Surface Conditions 
Length of Day: 24 hours 
Atmospheric Density: Terrestial 
General Climate: Arctic 

Mineral Content 
Normal Metals: 26 
Radioactives: 22 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 888664-98 
Planetary Trade Profile: FDEEFFF/D (X) 


Zannaduu is a desolate snow- and 
ice-covered planet except for the 
equatorial zone. Here the snow gives 
way to lush valleys and plains. In these 
plains are raised some of the fastest 
race horses in the galaxy. The snow and 
ice have given Zannaduu its freedom 
simply because the planet has nothing 
to offer a conqueror except its barren- 
ness. Located near the Klingon sphere 
of influence, the planet has been visited 
by the Klingons several times. Although 
the Klingons consider the planet theirs, 
so far they have not bothered to set up 
any type of base. 

The only real export has been the 
horses, while almost all other needs 
must be imported. Food can be grown 
to support the colony, but most medical 
supplies are brought in. The planet has 
fallen behind in technology, maintain- 
ing only two sub-light vessels that are 
used mainly to hop around the planet. 
Tariffs are non-existent, as is the black 
market. Occasionally, however, a horse 
has been known to disappear during the 
night. 

There is no real government on 
Zannaduu, as the Farley Horse Farms 
Corporation controls everything. Re- 
cently, however, a major competitor, 
Billie's Racing, has started to build a 
small station. Trouble has already 
flared up, with two of Farley's employ- 
ees killed. 
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Orion Frontier Merchantile Assoc. 


World Log: DOO III 


System Data 
System Name: Doo 
Map Coordinates (9.2S 5.3E) 
Number of Class M Present: 1 
Planetary Data 
Position in System: mM 
Number of Satellites: 2 
Gravity: 1G 
Size 
Diameter: 13,000 km 
Equatorial Circumference: 40,000km 


Total Surface Area: 510,000,000 sq.km 

Percent Land Mass: 80% 

Total Land Area: 408,000,000 sq. km 
SurfaceConditions 


Length of Day: 30 hours 

Atmospheric Density: Terrestrial 

General Climate: Tropical 

Mineral Content 

Normal Metals: 16 

Radioactives: 5 

Gemstones: Trace 

Industrial Crystals: 5 

Special Minerals: 6 
Cultural Data 


None 
FODECDE A(X) 


Technological/Sociopolitical Index: 
Planetary Trade Profile: 


Doo lll is being prepared for becom- 
ing the next trade and industrial center 
owned by the Lifaq family. Though it 
was once considered too rugged to sup- 
port a trade center, the success of Work- 
day and other Triangle ventures in the 
area has led the Lifaq leaders to make 
expansion plans. The work is being 
supervised by Dalen Lifaq, younger 
brother of the government/corporate 
head of the family corporation at Work- 
day. 

Though Doo Ill now has only a 
small permanent settlement and very 
limited spaceport facilities, there are a 
large number of heavy equipment 
operators to run terraforming machin- 
ery, preparing a site for a major 
spaceport facility. The high wages and 
hazard pay given the heavy equipment 
operators make them a fertile market 
for small traders carrying luxury goods. 


World Log: FREELOADER 
System Data 
System Name: 
Map Coordinates 
Number of Class M Present: 
Planetary Data 
Position in System: Xx 
Number of Satellites: 0 
Gravity: 1.5G 
Size 
Diameter: 
Equatorial Circumference: 60,000 km 
Total Surface Area: 765,000,000 sq. km 
Percent Land Mass: 71% 
Total Land Area: 543,150,000 sq. km 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 43 
Radioactives: 16 
Gemstones: Trace 
Industrial Crystals: 5 
Special Minerals: Trace 
Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


Olen 
(9.35 5.1) 
1 


19,500 km 


32 hours 
Terrestrial 
Cool Temperate 


999994-87 


Freeloader, once called Olen X by 
the Orions, but. since renamed by 
Human traders, is a major Triangle 
trade center. Its spaceport is the very 
model of a lively trade center, posses- 
sing the most rowdy mixture of Human 
and Orion port city characteristics imag- 
inable. Vulcan family trade cartels have 
begun to move into the Triangle 
through Freeloader in recent years, 
creating some grumbling among 
Human traders, most of whom are 
small operators now having trouble 
competing with larger and more effi- 
cient Vulcan and Orion freighter lines. 

Freeloader also is a rarity — a 
freeport essentially owned by one indi- 
vidual. Lithan Trade Developments, 
which nominally owns the world, is an 
Orion-chartered family corporation, but 
Tali Lithan is apparently the only living 
member of his family branch. Almost 
nothing is known about the reclusive 
Lithan, and the rest of the corporate 
management is a mix of Orions, Hu- 
mans, and Vulcans. The visible pre- 
sence of power is Lithan’s executive 
secretary, the Vulcan T’planna. 


EBCDEF A(B) 


World Log: LALDAN VI 
System Data 


System Name: Laldan 
Map Coordinates (9.58 5.1E) 

Number of Class M Present: 1 

Planetary Data 

Positionin System: 6 

Number of Satellites: 0 

Gravity: 8G 

Size 
Diameter: 10,400 km 
Equatorial Circumference: 32,000km 


Total Surface Area: 408,000,000 sq. km 

Percent Land Mass: 56% 

Total Land Area: 228,480,000 sq.km 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


21 hours 
Terrestrial 
Cool Temperate 


Normal Metals: 8 

Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999984-77 
BFEEFFF B (C) 


Laldan VI is an agricultural planet, 
supporting neighboring Freeloader, 
Workday, and Doo lll with food and tex- 
tiles and providing a ‘farmer's market’ 
popular with traders specializing in 
such cargoes. Laldan VI is part of the 
Turnstile, an unofficial alliance of Orion- 
owned tradeworlds in the bottleneck of 
the Triangle between Federation- and 
Klingon-dominated space. 

Laldan’s soil seems to be especially 
fertile, and so it exports enormous 
quantities of food; the saying “fast as 
growing wheat on Laldan” is com- 
monly heard in this area. Among the 
crops grown here are quadrotriticale 
and quintotriticale, two especially 
hardy wheat/rye hybrids. Laldan-pro- 
duced variants of these are found all 
over the UFP and Orion systems. Cur- 
rently, the Laldan Farmers’ Association 
is negotiating a massive, and controver- 
sial, sale of wheat to the Klingon Em- 
pire. 


World Log: WORKDAY 


Surface Conditions 


System Data 
System Name: Kalf 
Map Coordinates (9.25 4.9E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: ll 
Number of Satellites: 2 
Gravity: 1.5G 
Size 
Diameter: 19,500 km 
Equatorial Circumference: 60,000km 


Total Surface Area: 
Percent Land Mass: 
Total Land Area: 


765,000,000 sq. km 
50% 
382,500,000 sq. km 


Length of Day: 27 hours 
Atmospheric Density: Terrestrial 
General Climate: Tropical 
Mineral Content 
Normal Metals: 46 
Radioactives: 12 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 


Technological/Sociopolitical Index: 
Planetary Trade Profile: 


99998477 
EBDFEFG:A(C) 
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Owned and operated by the Lifaq 
family corporation, Workday is an Orion 
mining/industrial world with rich ore 
deposits and excellent geothermal 
power resources. The heavy industries 
located here have contributed to de- 
velopment of the major spaceport facil- 
ity at Lifaqport. Although Lifaqport is 
not as large or busy as the port at 
Freeloader, many independent traders 
who specialize in exporting metals and 
heavy industrial products call there. The 
Lifaq family is optimistically opening up 
nearby Doo Ill. 


United Federation Of Planets 


World Log: CARWILE’S WORLD 
System Data 


World Log: CYCLOPUS 
System Data 


World Log: DERIGO 


System Name: Douruine 
Map Coordinates (9 0S6.0E) 

Number of Class M Present: 1 

Planetary Data 

Position in System: Vv 

Number of Satellites: 1 

Gravity: 7G 

Size 
Diameter: 9100km 
Equatoria! Circumference 28,000 km 


Total Surface Area 
PercentLand Mass 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate 
Mineral Content 
Normal Metals: 
Radioactives: 
Gemstones: 
Industrial Crystals: 
Special Minerals 


360,000.000 sq km 
23% 
82,000,000 sq. km 


22 hours 
Terrestrial 
Warm Temperate 


35% 
Wo 
16°% 
Trace 
Trace 


System Name: 
Map Coordinates 
Number of Class M Present: 


Planetary Data 


Position in System: 
Number of Satellites: 
Gravity: 
Size 

Diameter 


Equatorial Circumference: 


Total Surface Area: 
Percent Land Mass 
Total Land Area 
Surface Conditions 
Length of Day 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 
Radioactives: 
Gemstones 
Industrial Crystals: 
Special Minerals: 


Verigus K 
(8.0S 6.8€) 
1 


ut 
0 
1.5G 


19,500 km 

60,000 km 
765,000,000 sq. km 
71%. 

540,000,000 sq.km 


32 hours 
Terrestrial 
Cool Temperate 


38°% 

Trace 
Trace 
Trace 
Trace 


Total Surface Area: 
Percent Land Mass 
Total Land Area 
Surface Conditions 
Length of Day 
Atmospheric Density 
General Climate 
Minera! Content 
Normal Metals 


System Data 
System Name: Roedel 
Map Coordinates (8.75S 5.6E) 
Number of Class M Present 1 
Planetary Data 
Position in System: IV 
Number of Satellites 0 
Gravity: 1.3G 
Size 
Diameter 16,500km 
Equatorial Circumference: 52,000km 


663,000,000 sq.km 
14°. 

92,800,000 sq.km 
24 hours 

Thick 

Cool Temperate 


12°. 


Radioactives: Trace 
Gemstones Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


999994-90 
ODDDDDD Bie) 


Carwile’s World is a beautiful little 
planet just inside the Federation sphere 
of influence. It is low-gravity, warm, and 
lush. It is also one of the few planets in 
the Federation to be owned by an indi- 
vidual. Howard Carwile is an eccentric 
multi-billionaire and chairman of the 
board of Rashile Gourmet Foods (see 
Rashile). He has set aside this planet as 
his own paradise, and built a sizable 
artist’s colony near his mansion. The 
colony houses a great number of au- 
thors, poets, painters, illustrators, 
sculptors, composers, and performing 
musicians. There are art galleries, 
gigantic libraries, and fully-equipped 
recording studios. Many artists from all 
over the Federation maintain semi-per- 
manent residences on Carwile’s World. 
Standing invitations also go out to any 
artist gaining prominence in his or her 
field. The rest of the planet is main- 
tained in pristine condition, on the 
theory that “it may provide some inspi- 
ration for anyone needing it.” 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


999994-95 
ACFODEF A (B) 


Cyclopus is so named both for its 
large size, and for the single, huge, eye- 
like ocean in one of its hemispheres. 
Most of the rest of the terrain consists 
of large, flat expanses, interrupted oc- 
casionally by a few rolling hills or small 
forests. 

The major export of Cyclopus is a 
hybrid grain developed from a cross be- 
tween a native grass and a genetically- 
engineered variety of Terran wheat. 
This hybrid combines the nutrition of 
the Terran grain with the hardiness and 
size of the native grass. The result is a 
large-kerneled grain that is very high in 
protein and-carbohydrates. Imports to 
Cyclopus include technological de- 
vices, radioactives, and many luxury 
items. 

The government on this world is 
modelled loosely on the Terran Roman 
Empire. As the ruling monarch, Em- 
press Meia d’Ricetta, is very highly-re- 
garded by her subjects, there is very 
little dissension. Her government is 
somewhat friendly with the indepen- 
dents ‘nearby, but refuses to have any- 
thing at all to do with the Romulans. 
Cyclopans are very supportive of the 
Federation. 
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Cultural Data 
Technological/Sociopolitical Index; 
Trade Profile: 


999999-97 
CEFFDFH B (C) 


The population of Derigo is mostly 
human, with a small number of Tella- 
rites as well. Because the surface is co- 
vered mostly by water, the Derigoans 
have a large underwater population 
cluster. The planet is considered ag- 
ricultural, as its chief crops are the al- 
gaes and kelp derivatives grown in 
huge underwater farms. All.Derigoans 
learn to swim when very young. At the 
age of five, the Derigoan child is fitted 
with his or her first Gill-Pack, and al- 
lowed to leave the underwater domes. 
Because many of the domes are in shal- 
low water, the populace is not much 
threatened by dangerous water crea- 
tures. 

The major exports are the crops 
and their processed products. The 
popular vegetable dish, Seagreen Five, 
is exported exclusively from Derigo, 
and is processed from one of the 
species of kelp native to Derigo V. There 
are not many metals exported, but the 
oceans are rich in the lighter metals, 
such as magnesium and aluminum. De- 
rigoans import many of the high- 
technology products that make life un- 
derwater possible. . 

Though officially independent, the 
Derigoans are allied heavily with the 
Federation, and do much of their trad- 
ing there. The Derigoan government is 
a representative democracy, with the 
President being elected once every five 
years. Derigo does not have a military 
force, but depends on the Federation to 
patrol its system. 
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World Log: GREEN 


System Data 
System Name: Kajzer 
Map Coordinates 8.6S5.8E 
Number of Class M Present: 1 
Planetary Data 
Positionin System: i 
Number of Satellites; 2 
Gravity: 8G 
Size 
Diameter: 10,400 km 
Equatorial Circumference: 32,000km 


Tota! Surface Area 
Percent Land Mass 
Total Land Area: 


410,000,000 sq km 
50%. 
205,000,000 sq.km 


Surface Conditions 
Length of Day 27 hours 
Atmospheric Density Terrestrial 
Genera! Climate Tropical 
Mineral Content 
Normal Metals: 39% 
Radioactives Trace 
Gemstones: 2% 
Industrial Crystals: Trace 
Special Minerals Trace 


Cultural Data 


Technological/Sociopolitical Index: 


Trade Profile: 


Federation Research 
Station 
AAAAAAA D(X) 


World Log: IOVINE 
System Data 


System Name: Kiefer 
Map Coordinates (8.88 5.8E) 

Number of Class M Present: 1 

Planetary Data 

Position in System: Ix 

Number of Satellites: 3 

Gravity: 1.3G 

Size 
Diameter: 16,900 km 
Equatorial Circumference: 52,000km 


Total Surface Area 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


660,000,000 sq. km 
26% 
170,000,000 sq. km 


Length of Day: 25 hours 
Atmospheric Density: Thin 
General Climate Desert 
Mineral Content 
Normal Metals: 22% 
Radioactives 10°. 
Gemstones: 8°% 
Industrial Crystals: Trace 
Special Minerals Trace 


Cultural Data 


Technological/Sociopolitical Index: 


Trade Profile: 


999991-97 


GEDDDEF 8 (E) 


World Log: LAFLIN 
System Data 


System Name: Caskey 
Map Coordinates (9.055.6E) 

Number of Class M Present: 1 

Planetary Data 

Positionin System v 

Number of Satellites: 0 

Gravity: 1.3G 

Size 
Diameter 16,900 km 
Equatorial Circumference: 52,000km 


Total Surface Area 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate 
Mineral Content 
Normal Metals: 


660,000,000 sq km 
64% 

420,000,000 sq. km 
29 hours 

Thin 

Cool Temperate 


T%e 


Radioactives Trace 
Gemstones: 1% 
Industrial Crystals: 10°% 
Special Minerals Trace 
Cultural Data 
Technological/Sociopolitical Index: 999995-97 
Trade Profile: FCCFDFG Bix) 


Green is a small, tropical planet 
within Federation influence. It-has no 
real population, but is, rather, only a 
small biological research station. Ex- 
cept for its lighter gravity, conditions 
on Green are almost identical to those 
of Terra during its Jurassic and Cretace- 
ous Periods. Native life on Green in- 
cludes many species so remarkably like 
the Terran dinosaurs that biologists 
have a difficult time finding differences 
between Terran fossils and their Green 
counterparts. No theory yet offered has 
been able to explain these remarkable 
coincidences. 

The research team is headed by 
Doctor Richard Temore. All the team’s 
supplies are furnished by the Federa- 
tion, and the world obviously produces 
no exports. System patrol duty is per- 
formed by Star Fleet. 


lovine is, oddly enough, a desert in 
the middle of one huge ocean. Aside 
from a few small islands, the entire land 
mass rises out of the sea as a two-mile- 
high plateau. Its walls are sheer cliffs, 
and fifty-mile per hour winds scour 
across the surface. lovine’s three 
moons cause violent weather patterns 
over the oceans, but the plateau does 
not receive much rain. Even if it did, 
there is no topsoil in which to grow any- 
thing. 

lovineis rich in radioactive ores and 
gemstones. Thus, there is a sizable min- 
ing colony underground on lovine 
Plateau. The miners must import all 
supplies, and export only the ores and 
raw gemstones. Unless they are receiv- 
ing shipments or personnel beamdowns 
the miners stay underground. There are 
above-ground transporter stations, but 
these seem to be in constant danger of 
being blown away by severe storms. 
Thus, visitors to the world must some- 
times stay on longer than they origi- 
nally intended. 

The government on lovine Plateau 
is Federation corporate. lovine is owned 
and operated by Intersystems Extrac- 
tions, Inc. The official in charge of the 
mines on lovineis Mine Superintendent 
Rafe Matthews. Matthews is stern, but 
well-liked by most of the miners. There 
is little in-system patrol done in the 
Kiefer system, as the occasional Star 
Fleet patrol ship takes care of it. 
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Laflin is a cool, dry, dilitihium min- 
ing colony governed by _ Ch’kall 
Latoch’n, an Andorian. Despite this 
planet’s size, the dilithium is found in 
only one mountain range in the north- 
ern hemisphere. At the foot of the 
mountains is the only town of any size. 
The rest of the planet is sparsely-popu- 
lated and barren. 

The major export of Laflin is di- 
lithium, with a few other metal ores 
being shipped out as well. There are no 
processing facilities on Laflin. All 
supplies and equipment must be im- 
ported. 

Although Laflin is a Federation col- 
ony, it is not heavily-patrolled. Star 
Fleet command discovered that it 
would be far easier to protect the in- 
coming and outgoing ships and ignore 
the rest of the system. There is a base 
complex.in the system’s asteroid belt 
that may or may not be a privateer 
stronghold. Although Star Fleet has in- 
vestigated several times, they find only 
abandoned facilities. The mining town, 
however, is heavily patrolled by sec- 
urity officers. To date, there has never 
been a shipment of dilithium 
hijacked.The mining colony is governed 
by an Andorian, Ch'kall Latoch’n. 


World Log: LAKELAND 


System Data 
System Name: Purlii 
Map Coordinates {8.28S 6.4E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: i 
Number of Satellites: 2 
Gravity: IG 
Size 
Diameter: 11,500 km 
Equatorial Circumference: 36,000km 


Total Surface Area: 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate 
Mineral Content 
Normal Metals: 
Radioactives: 
Gemstones: 
Industrial Crystals: 
Special Minerals: 


460,000,000 sq.km 
50% 
230,000,000 sq. km 


32 hours 
Terrestrial 
Cool Temperate 


5% 
Trace 
A% 
Trace 
Trace 


Cultural Data 
Technological/Sociopolitical Index: 999999-97 


Trade Profile: BDDECDF A (C) 
CaA 


Lakeland is the vacation spot of the 
Federation. It has no oceans; instead, 
it offers millions of lakes ranging in size 
from farm-pond all the way up to the 
great lakes. The climate is favorable for 
growing things, and most of the lakes 
are filled with almost any imaginable 
type of fish. Nearly every species of fish 
in the Federation may be found in at 
least one of Lakeland’s lakes. There are 
not many large cities; most of the popu- 
lation is clustered in smaller lakeside 
villages and towns. 

Certain of the larger lakes are used 
for harvesting many species of fish. To 
prevent over-harvesting and to assure 
future harvests, rigid rules are strictly 
enforced. Although some of the harvest 
serves as food on-planet, much of it is 
shipped to processors both inside and 
outside the Federation. Lakeland‘s 
major imports include high-tech equip- 
ment and luxury items. Most of the lux- 
ury items are then sold to the large 
numbers of vacationers visiting the 
planet. : 
There is thought to be a small black 
market supply on Lakeland, but it is not 
easily located. Likewise, pirates are ru- 
mored to have placed bases in the more 
remote sections of the planet, but this 
has not been substantiated. 

_ Lakeland’s governmental structure 
is representative, but this is due to its 
colonial status with the Federation. The 
Governor of the planet is’ chosen in 
popular elections held every four years. 
As a Federation Protectorate, Lakeland 
is patrolled and policed by the Federa- 
tion. 


World Log: NICOLII 
System Data 
System Name: 

Map Coordinates 
Number of Class M Present: 


Planetary Data 


Position in System: 
Number of Satellites: 
Gravity: 
Size 

Diameter: 


Equatorial Circumference: 


Total Surface Area: 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 
Radioactives: 
Gemstones: 
Industrial Crystals: 
Special Minerals: 
Cultural Data 


r 


Camon 
{8.7S 5.3E) 
i) 


ll 
0 
1.3G 


16,900 km 

52,000 km 
660,000,000 sq. km 
7620 

500,000,000 sq. km 


27 hours 
Thick 
Cool Temperate 


30 

Trace 
Trace 
Trace 
Trace 


World Log: PLUUH II —| 
System Data = 
System Name: Pluuh fap) 
Map Coordinates {8.1$ 6.8E) 
Number of Class M Present: 1 
Planetary Data — 
Position in System: " -y 
Number of Satellites: 0 — 
Gravity: 1G Q) 
Size 
Diameter: 13,000 km J 
Equatorial Circumference: 40,000km ide) 
Total Surface Area: 510,000,000 sq.km — 
Percent Land Mass: 49° (GD) 


Total Land Area: 
Surface Conditions 


250,000,000 sq. km 


Length of Day: 29 hours 
Atmospheric Density: Terrestrial 
General Climate: Tropical 
Mineral Content 

Normal Metals: Trace 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Technological/Sociopolitical Index: 


Trade Profile: GDGDDDD’B (X) 


Nicolii is a large, rather barren 
world that is not much good for any- 
thing. For that reason and because it is 
right on the Federation border, a di- 
lithium cracking station has been 
placed there. The station is manned 
exclusively by Star Fleet personnel, who 
live with their families in the town built 
next to the station. The town’s popula- 
tion is currently at about a thousand. 
Nicolii’s other inhabitants are the few 
independent miners prospecting on the 
other side of the plant. These prospec- 
tors occasionally come into town to sell 
what they have found, and to buy more 
supplies. 
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Federation Colony 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


999995-97 


Pluuh Il is a swamp world that was 
discovered by a Tellarite exploration 
team. Its climate is hot, damp, and very 
uncomfortable. Neither trees, animals, 
nor insects exist here, the highest life 
form being a simple fern. A family of 
fungii very important as a food source 
grows on Pluuh Il. The fungus is found 
in many forms, most of which are valu- 
able. Among these are: Air Truffles, an 
above-ground variety tasting almost 
exactly like Terran Truffles; Grey Paste, 
a high-protein raw material for use with 
food synthesizers; and Puff Dust, one 
of the ingredients used to manufacture 
Sterilite. 

Pluuh Il is a Federation colony, ad- 
ministered by Governor Guumfar Lurb. 
It is open for development to all UFP- 
chartered corporations. Thus, there are 
a large number of research and proces- 
sing stations spread across the surface 
of the planet. In order to open a station 
on Pluuh Il, an application must be filed 
with the Governor's office, and is usu- 
ally passed within two or three weeks. 
The Federation patrols the system, and 
has a small peace-keeping force in Pre- 
pluuh, the capital city. 

Ary : 


FGGDDEG:8 (D) 


D World Log: PRECIPICE 


Total Land Area: 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


D) System Data 
System Name: Brightstar 
C Map Coordinates (9.1S 4.6E) 
© Number of Class M Present: 1 
.—— Planetary Data 
Cc. Position in System: Vill 
Number of Satellites: 1 
| Gravity: 1.1G 
Size 
(ab) Diameter: 14,300 km 
an Equatorial Circumference: 44,000km 
Total Surface Area: 560,000,000 sq. km 
| Percent Land Mass: 94% 


530,000,000 sq. km 


25hours 
Terrestrial 
Warm Temperate 


Normal Metals: 14% 

Radioactives Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


World Log: RASHILE 
System Data 


System Name: 
Map Coordinates 
Number of Class M Present: 


Planetary Data 


Position in System: 
Number of Satellites: 
Gravity: 
Size 
Diameter: 
Equatorial Circumference: 
Total Surface Area: 
Percent Land Mass: 
Total Land Area: 
Surface Conditions 
Length of Day: 
Atmospheric Density: 
General Climate: 
Mineral Content 
Normal Metals: 
Radioactives: 
Gemstones: 
Industrial Crystals: 
Special Minerals: 


Ungethiem 
(8.8S 6.0E) 
1 


IX 
1 
1.3G 


16,900 km 

52,000 km 
€60,000,000 sq.km 
29% 

190,000,000 sq. km 


27 hours 
Terrestrial 
Cool Temperate 


2% 
11% 
Trace 
Trace 
Trace 


World Log: TURBULENCE 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


System Data 
System Name: Ganleiy 
Map Coordinates (8.9 4.9E) 
Number of Class M Present: 1- 
Planetary Data 
Position in System: Vil 
Number of Satellites: 3 
Gravity: 1.4G 
Size 
Diameter: 18,200 km 
Equatorial Circumference: 56,000km 


710,000,000 sq. km 
49% 
350,000,000 sq. km 


Length of Day: 23 hours 
Atmospheric Density: Terrestrial 
General Climate: Tropical 
Mineral Content 
Normal Metals; 24% 
Radioactives: 12°. 
Gemstones: Trace 
Industrial Crystals: 15% 
Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


999994-97 
DDDDDEF A (8B) 


Precipice is a dry planet located on 
the edge of Federation territory, just a 
short distance from the Klingon Empire. 
Thus, Precipites are a rather paranoid 
lot. There are listening and monitoring 
stations spread throughout the 
Brightstar system, and any ship enter- 
ing it is immediately challenged. Be- 
cause of their proximity to the Klingons, 
the inhabitants named their world ‘Pre- 
cipice’, believing they live on “the edge 
of disaster.” For all their paranoia, the 
Precipites have virtually nothing to fear 
from the Klingons because there is no- 
thing whatsoever on the planet that the 
Klingons want or need. 

` Precipice has little to distinguish it 
economically, there being neither min- 
ing facilities nor huge agricultural 
capabilities. The government is repre- 
sentative, ruled by the Senate. The 
leader of the government is Prime 
Minister Sasha Velkovki. 

There are no serious restrictions 
against either piracy or the black market 
on Precipice, but the constant scanning 
of the system makes pirate or smuggl- 
ing operations a bit too public to suc- 
ceed. 


Cultural Data y 
Technological/Sociopolitical Index: 
Trade Profile: 


999993-98 
ADDDCDE D(C) 


Rashile is a slightly heavy, Terra- 
like planet. It is a good place to live, as 
it has decent soil for growing food crops 
and many edible native fish. Recently, 
it has been built into one of the gourmet 
capitals of the area. The driving force 
behind the change of emphasis is 
Rashile Gourmet Foods, Incorporated. 
‘Authentic Terran Sturgeon have been 
imported for caviar production, as have 
most of the gourmet delicacies from 
across the galaxy. RGF also collects 
Finagle’s Fists on Yeartes and Air Truf- 
fles from Pluuh Il. 

The government on Rashile is par- 
ticipatory, but controlled by Rashile 
Gourmet Foods, Incorporated. RGF is a 
major, Federation-chartered corpora- 
tion with vast resources. They own a 
large number of transports, and enough 
in-system patrol boats to protect their 
interests both in their own system and 
in the Triangle. RGF is also one of the 
few corporations wealthy enough to 
own both their own system and 


another. 
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Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


999994-90 
ECCOFGG D(x) 


Turbulence is aptly named. The 
tropical climate, high gravity, and three 
moons often combine to cause very se- 
vere weather patterns across the entire 
planet. These storms would not be 
worth braving if not for the rich deposits 
of dilithium found there. 

Arelatively small number of miners 
live and work on Turbulence, carving 
out the dilithium and selling it to the 
handful of traders willing to brave the 
harsh environment in order to make a 
small profit. Thus, although the miners 
are mining one of the most valuable 
commodities in the galaxy, they usually 
make just enough to pay for the next 
shipment of supplies. These are usually 
brought in by the same ships that carry 
out the dilithium. 

There is no government on Turbu- 
lence, because the population is much 
too small to need one. Most of the min- 
ers look up to one of their own as unspo- 
ken leader of the group. That man is 
Jan Terling, owner and operator of the 
only subspace radio on the planet. The 
miners give their crystals to Terling, 
who then sells the dilithium to the trad- 
ers. He then pays the individual miners 
for their shares in.a scrupulously honest 
fashion. 


World Log: WALL 


System Data 
System Name: Bahr 
Map Coordinates {8.98 5.3E) 
Number of Class M Present: 1 
Planetary Data S 
Position in System: vi 
Number of Satellites: 2 
Gravity: 1.2G 
Size 
Diameter: 15,600 km 
Equatorial Circumference: 48,000km 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


610,000,000 sq. km 
70% 
430,000,000 sq. km 


World Log: YEARTES 
System Data 


Total Surface Area: 

Percent Land Mass: 

Total Land Area: 
Surface Conditions 


System Name: Triangeles 
Map Coordinates (8.78 6.2E) 

Number of Class M Present: 1 

Planetary Data 

Position in System: Il 

Number of Satellites: 2 

Gravity: 1.5G 

Size 
Diameter: 19,500 km 
Equatorial Circumference: 60,000km 


765,000,000 sq. km 
50% 
380,000,000 sq. km 


Length of Day: 27 hours 
Atmospheric Density: Terrestrial 
General Climate: Tropical 
Mineral Content 
Normal Metals: 39% 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Trace 


World Log: ZWAALAN 


Total Surface Area: 

PercentLand Mass: 

Total Land Area: 
Surface Conditions 

Length of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


System Data 
System Name: Immel 
Map Coordinates {8.5S 6.0E) 
Number of Class M Present: 1 
Planetary Data 
Positionin System: Iil 
Number of Satellites: 0 
Gravity: 8G 
Size 
Diameter: . 10,400km 
Equatorial Circumference: 32,000km 


410,000,000 sq. km 
68% 
280,000,000 sq. km 


26 hours 
Terrestrial 
Warm Temperate 


o 


Normal Metals: 10% 
Radioactives: 17% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Length of Day: 32hours 

Atmospheric Density: Thin 

General Climate Warm Temperate 
Mineral Content 

Normal Metals: 38% 

Radioactives: Trace 

Gemstones: Trace 

Industrial Crystals: Trace 

Special Minerals: Trace 


Cultural Data 
Technological/Sociopolitical Index: 
Trade Profile: 


999992-97 
HBFDEEA A (B) 


Wall is a mining/manufacturing 
world. Its name is derived from the 
long, straight rows of high, nearly ver- 
tical mountains that wrap aroung the 
planet. The planet's soil is not much 
good for growing. crops, but there are 
many rich veins of ores within the 
mountain ranges. 

Wall manufactures some of the 
finest surface-to-orbit boats in the Fed- 
eration. The radioactives to run them 
must be imported, as well as certain 
low- and medium-tech items such as 
fabrics and plastics. Wall must also im- 
port much of its food supply. The plan- 
et's economy is strong and its profits 
healthy, so Wallians are able to import 
and enjoy many of the finer things in 
life. 

The government on Wall is a repre- 
sentative democracy. Every six years, 
there’is a general election for all offices, 
including the Senate and that of the 
Wallmaster, the planet's executive of- 
fice. Wall is a Federation ally, and 
shares system patrol duty equally with 
Star Fleet. Wall always keeps twenty of 
its finest boats lightly armed for in-sys- 
tem patrol. Occasionally, a Star Fleet 
patrol ship will be stationed in the Bahr 
system, mostly to show the Klingons 
and Orions that Wall is off-limits. The 
strategy seems to work. 


Special Minerals: 
Cultural Data < 
Technological/Sociopolitical Index: 
Trade Profile: 


Unpopulated 
Unpopulated 


Yeartes is a high-gravity tropical 
planet. Plant and animal life are rather 
unremarkable except for one parasitic 
plant that lives in the tops of certain 
trees. Named Finagle’s Fist, the plant is 
vaguely hand-shaped, and resembles a 
green fist grasping the branch to which 
it is attached. Fist, as it is commonly 
known, is one of the most prized de- 
licacies in the Federation. To prepare it, 
the plant is first cut into bite-sized 
chunks and then sauteed with mush- 
rooms (or Air Truffles, see Pluuh Il). 

There is no population on Yeartes; 
rather, the Fists are gathered by em- 
ployees of Rashile Gourmet Foods, In- 
corporated (headquartered on the 
planet Rashile). The Fists must be 
gathered from air, as they usually grow 
on branches much too small to support 
a Human. Thus, Rashile Foods uses 
anti-grav platforms to float at treetop 
level and collect the plants. 

Rashile Gourmet Foods also main- 
tains a fleet of ships for the transport 
of the Fists, and a number of in-system 
boats to protect the planet. Although 
the Federation does not approve of pri- 
vate security forces, those on Yeartes 
are not disturbed. There are a great 
many ranking Federation officials who 
are exceedingly fond of the delicacy, as 
well as the monies that flow from 
Rashile Gourmet Foods into their polit- 
ical coffers. 
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Cultural Data 
Technological/Sociopolitical Index: 
Planetary Trade Profile: 


999994-95 
BCCCDEF'B (B) 


Zwaalan is an agricultural world 
with a twist: the ‘crop’ grown is lumber. 
Because of a unique combination of 
light, soil, rainfall, and gravity on the 
planet, trees grow very fast, tall, and 
straight. Varying types of lumber are 
available, simulating most native Ter- 
ran woods. The chief imports for 
Zwaalan are most manufactured goods, 
as well as luxury items. 

The government on Zwaalan is a 
monarchy, currently ruled by King Vas- 
sily Illievich. Illievich is something of a 
xenophobe; he refuses to deal with any 
race but the Human. Most of the neigh- 
boring planets know this, and cater to 
that quirk of his nature. 


a/Gueld] aul 


The Triangle 


PERSONALITY INDEX 


* = Character data provided in the Personalities section. 


UNITED FEDERATION OF PLANETS 


Carwile’s World 
Cyclopus 
Derigo 
Green 
lovine 
Laflin 
Lakeland 
Nicolii 
Pluuhll 
Precipice 
Rashile 
Turbulence 
Wall 
Yeartes 
Zwaalan 


Bandage 
Eternity 
Ganarrailll 
Haven | 
Jonny's Retreat 
Kachtulla VII 


Kannaga 
K'Kaarr 
K'Tazza VII 
K'Tinnam Il 
Lantos 
Lazarra 
Marram IX 


Mraarda 
Mrang! 
Qurellet til 


Ribald Quest 
Veneradtill 
Verianne lll 


B'Jev! 

Broz 

Bu'uli Tev Ill 
Chak 
Ch'lestam VIII 
D'kornam Ill 
D'lattalV 
Fan‘cam X 
H'lass 

Kuurg DurlIV 
Lasustelvan VI 
Mandukisivas 
M'lavolem 
Navassa V 
Renarvasam 
R'limam VIII 
Roll 

R'vant VI 
Yel'camac 


Howard W. Carwile * 
Empress Meia d'Ricetta 
Jeremy Likstrom 

Dr. Richard Temore * 
Rafe Matthews 
Ch’kall Latoch’n 
Tamir Radjid 
R’randirrim 
Guumpfar Lurb 
Sasha Velkovki 
Stacy Randrow * 
Jan Terling * 

David V. Hedges 


King Vassily Illievich 


President 


Superintendent 
Governor 
Governor 
Commander 
Governor 
Priminister 
President, RGF 


WallMaster 


KLINGON EMPIRE 


Q’Kuattr * 
Jonny Farlo * 
Karr 
Adammar 


Kardigh 
Kepottin 


Reverend Simpson 


Sheila Jones 
Klinmar 
K’Zinh * 


Landis Bolrann 
Klarak 


Settlement Leader 
Chief Administrator 


Base Commander 
Base Commander 


Colony Leader 
Colony Leader 
Military Governor 


Work Project Coordinator 


President of Querellet 
Klingon Military Governor 


ROMULAN STAR EMPIRE 


L'havus Dizal 


Larus 
P'lestus 


Valamus 

Callanda “The Black” * 
Ralius 

S'Teglen 

Tassius 


Olanna 


S'laktas 


S’Laktas 


Governor 


Station Chief 
Governor 


Commander, Defense Force 
Portmistress 

Governor 

Governor 

Pratorum Sivas 


Science Director, Agricultural Station 


Governor 


Governor 


AFFILIATION OF OUTER FREE WORLDS 


Archibald Il 
Baker's World 


Colil V 

Devotion 
Fountainworld 
Hoot 

Martin's Star 
Maze 

Morning Garden 


New New Aberdeen 
Niic lV 

Paxton Ill 

Paxton IV 


Willis J. Baker * 


Kellie Baker * 

Matthew Ellerbee * 

Supreme Reverend Father Lucius 
Lisa Jay 

Leonard “Lightining Len” Forest * 
Daniel Dolley 

John H. Tanner 

T'Calith 

Jason Chan 

Laird Thomas MacClain * 
Siiliitaanaas 

Galv Trellg 

Pieter Petrovich Relesky 


President, Baker's World Council; 
Chairman, AOFW Council 


Chief of Security, Colil Science Station 
Leader, The Children of the Covenant 
Chief, Tourist Bureau 


President, Miners’ Association 
President, Workman's Association 
Speaker, The Gathering of Advisors 
UFP ambassador 

First Speaker, Council of Clans 
High Servant of the Light 

Chief Executive 

Chairman, War Council 


ORION FRONTIER MERCHANTILE ASSOCIATION 


Doo lll 
Freeloader 


Laldan VI 


Workday 


Dalen Lifaq 


Tali Lithan * 
T'planna * 
Patch * 


Avakash sutai-Laggal 
Kravex sutai-Halak 
Hobia Deleta 


Deak Lifaq 


Planetary Manager 


Owner, Lithan Trade Developments, Inc. 


Executive Secretary 
Pirate 


Chief, Klingon trade delegation 
Klingon naval envoy 
Chairman, Laldan Farmer's Association 


Kinarra 
K'Linsann 
Mattarra lil 
North Pasadena 


Penchanll 


Chaniviev 


Kallendeva 
Mantiev 


Stork’s Rest 


Aarris 


Actonn 


Akers IV 
AltharralV 


Ballard’s Mint 
Bickett 
Canchicka 
Comstock 
Currie 
Deerlam 
Epliey 

Farkin 
FlitnerV 


Fiood 
Fooled Again 
Freeman's Port 


Gamon 


Geisling 
Gibraltar 


HadalibV 
Jemison 


Lanroche VIII 


Lendis Wavammill 
Meadow 


Merimee 
New Paradise 
New Sahara 
New Siberia 


Newlin Ill 


Overlinn 
Remfry 
Rockhaven 
Satterfeld 


Schneiter 


Takanarrall 


Tannine 
Thisisit 
Turningpoint 
Zannaduu IV 
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IMPERIAL KLINGON STATES 


Megarn 
Admiral Kepel * 


Klingon Governor 


MANTIEV COLONIAL ASSOCIATION 


Jonas Elley * 


General Patrushka Allaya 
Grand Admiral Charles Bayerlin 


Jolinda Pietra 


Leader of the Chaniviev Alliance 


Commander of the Chaniviev forces 


Commander of the Loyalists 


Leader of The Loyal States Alliance 


Lee Willson * President, MCA 
INDEPENDENT WORLDS 
Zeenne * Owner of Zeene Minerals 


Queen Dionna Cassavette 
Prince Merrin 


Master Isao Namaguti 


Galan Therro 
Borral Portan 


Shaun Ballard 
Headman Andi Babsin 
Morann 

Philip Cardlin 

William Grant 

Emperor Carl Sammons 
Baron Rocalla Bikson 
Anya Torsven 


King Kapri Nider 
Prince Danni 
Prince Rallin 


Miklin Jandosti 
Frann Ulich 


Emperor Dade Hargrave 
lif de Mione 


Docca Leo 


Admiral Benjamin Schmitt 
Commander Lucius 


Maxim Sulov 
Jean Carislon * 


Fion O'Maurri 
Bhind'rr * 

Simon L De Witt * 
Ricao Fernandi * 


King Canaan Abraho 
FirennaJonn 


Kalan DeVries 
Vran Cafri 


Rich Borrdinn 
Dilger Hess * 
Sidji Carsoin 
Sidji Carsoin 


Queen Bethlin IV 
Pari Tiemen 


John Strongstone 
Dirk * 
JehmiZimchandil 


Rodrin Plicart 
R'thlama 
FloontArtney 


Gavin O'Reilly 


Joshua Lodeston 
Vanita Wilson 


Joshua Dunne 


Roderigo G. Lopez 


Leader, Agrarian League 
Exporter 


President, United League 


Duke of Vulor 
CIC Chairman 
Portmaster 


Mayor, Farkinfeall 


Precept 
Leader, discovering expedition 


Chief Advisor 
President 


Federation commander 
Romulan commander 


Council Chairman 


Manager 

Merchant Princess 
Captain: Highdiver 
1st Mate: Highdiver 


Prime Minister 


Elder Sister 
Elder Brother 


President, MCC 
President, ATA 
Grandmaster 


Grandmaster 


Prime Minister 
Headman 
Linguist 
President 


Superintendent 


Leader, Isolationist Party 


President 


UNATTACHED (No Home Base) 


Thorapolis Creole * 
Linda Robbins * 
Wilton Tull * 


Freetrader 
Free Trader 
Owner/Master: Hard Times 


ORIONS 


ANTRODUCTIONWW 


Intended for the gamemaster's eyes only, the Book of 
Deep Knowledge contains the character generation system 
and rules for experience and acquiring skills for Orion charac- 
ters. In addition, it provides more specific or different informa- 
tion than that provided in the Book of Common Knowledge 
about Orion life and motives. The information in the Book of 
Common Knowledge is that which is known to people at 
large; Deep Knowledge expands on particular points about 
which the Orions have kept quiet or are actively concealing. 
Even other Orions (particularly Greens) do not know some of 
these matters, and those in the know give a high priority to 
keeping them secret. The gamemaster should keep this in 
mind and be very selective about what he lets player charac- 
ters know. After all, Orions will take desperate measures to 
ensure that their secrets remain secret. 


Also contained in this book are insights for both players 
and gamemasters on the psychology of Orions, enabling them 
to roleplay their characters as complete and individual entities. 
Some people erroneously tend to see Orions simply as Klin- 
gons with checkbooks. However, all of an Orion's drives and 
motives revolve around efficiency. By contrast, Klingons pur- 
sue their internal struggles, which they call their Great Game, 
to achieve power. As a people, the Orions do not have the 
internal strength or the drive that powers the great Klingon 
Empire, but man for man (or woman for man), they are more 
ruthless, competent, and adept at staying alive and coming out 
on top. 

Of course, there are peoples—particularly non-Orion 
player characters—who do not understand this. That is per- 
fectly all right; Orions would not feel compelled to clear up any 
misunderstanding. Knowledge is indeed power to the Orions, 
and somebody else's misconception is a tool that can be used 
against them. The gamemaster should keep this in mind before 
imparting any information from the Book of Deep Knowledge. 


HISTOR. 


Unashamedly a mishmash, Orion history is protected by 
sloppy scholarship. Nonetheless, the Orions (or some of 
their historians) know some rather unpleasant facts about 
their past that they would rather no one ever knew. By and 
large, the accounts in the Book of Common Knowledge are 
correct, save for a few additional matters concealed from 
public view. 

Finding these facts is almost impossible. It would require 
stumbling across complete and accurate historical records, 
discovering an intact archaeological site that survived the 
turmoils of several difficult ages, or some lengthy and 
elaborate piecing-together of small bits and snippets of 
rumor, hearsay, and report. They will almost never enter a 
game; they are included here only to complete the picture of 
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ORION ORIGINS 


Thousands of years of tumult have all but erased any 
traces of Orion prehistory. Here and there ancient copies of 
still more ancient books cite the pre-Atom War historian 
Nowat and his lost work, The Origin of People. Supposedly, 
Nowat had access to other (now lost) manuscripts that 
discussed a non-native origin for the Orions, who may have 
been planted on Botchok by aliens. The trail is old and 
unreliable; from the same age comes data inferring that the 
gods once lived on Botchok, but fought a war, changed their 
ways, and left to keep other worlds from their folly. Is 
Botchok the original home of the Preservers? 

The Rigellians have kept their records from everyone, 
including the Orions. Legends speak of faithful Orion 
servants being taken into the bowels of Rigel IV to meet 
some ancient wizened elder or a so-called Rigellian Master 
kept alive over the millennia by rigorous life support or 
suspended in a computer matrix. The wisdom imparted in 
these encounters includes good solid Orion advice ("Keep 
money, but do not keep it dear", and “Save your friends as 
you would save your profits") and science-fiction 
gobbledygook about the true origins of the Rigellians, the 
Orions, and the Orion system. Such legends proclaim that 
Rigel is actually an immensely ancient and powerful life-form 
and the Orions were created in the form of the Rigellian 
Masters to take their place as masters of the Arm. A great 
deal of these fables resemble or distort tenets of various 
Orion religions. 

The Rigellians know perfectly well who the Orions are, 
who the Preservers were, what happened to their sun, and 
who created their race and when. More than a million years 
ago, a race known as the Masters ruled the Arm when Rigel 
was bright, hot, and white. Rigel IV was their home and Rigel 
Ili their garden and agricultural world. Their civilization was 
mightier than any other, and they crushed lesser ones out 
of existence. They sought to preserve as much of their 
civilization as possible, not so much to benefit other races, 
but to leave an enduring mark on the galaxy. 

Rigel IV became a kind of interplanetary spare-parts 
pool for their projects, which were mighty indeed. Rigel! II! 
was reclaimed from wasteland, and Rigel VII and VIII were 
seeded with life. In a grand display of excess, the sun itself 
was refueled with unthinkable quantities of hydrogen, 
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making the inner worlds tropical and rejuvenating the tired 
outer worlds. The Masters took a promising race of near- 
humanoid creatures (the Rigellians) and gave them an 
upright posture, an adequate braincase, and the capacity 
for speech so that they could inherit the entire show. 
Knowing that their time was limited, the Masters had to 
make sure that someone survived them. 

Before the Masters finally died out, an exhausted and 
debilitated race, they left many monuments, recordings, 
books, and films about their purposes—nearly all of which 
the Rigellians have dug up, removed, or simply 
disintegrated. The Rigellians have not acted from spite. At 
the core of their civilization is a strong sense of humility, 
which the Masters offended deeply. Although there is 
nothing they can do about the sun, or Rigel Ill, they have 
done their best to ensure that no one follows the Masters’ 
bad example of making cosmic changes for the sake of self- 
aggrandizement. In the millions of years of their civilization, 
the Rigellians have never been comfortable with the 
changes they were forced to accept, intelligence and 
language included. They remain hybrids, living testimonials 
to the triumph of pride over purpose and dignity. 

The Rigellians have worked their own wonders in the 
course of obliterating those of the Masters. They made 
Rigel IV a crossroads of the galaxy, a place where 
knowledge and civilization passed with trade goods. They 
established the rules for land use on Rigel III so well that 
they survived even the rise of the Orions. Simply by being 
invisible, they have made a lasting impression on hundreds 
of races for their longevity, their wisdom, and their restraint. 


GROWTH INTO EMPIRE 


Although the histories never mention Grey Orions at all, 
their technical skills placed them above the Ruddies and 
their managerial skills. In the race to develop the Orion 
race, the Greys led the way. 

At one time, the Greys comprised nearly 20 percent of 
all Orions. They were much like other Orions, though weaker 
than the Greens and smarter than the Ruddies. For manual 
labor, aliens employed Greens with Ruddy overseers. When 
technical expertise was demanded, however, the Greys 
became more important (though they worked under Ruddy 
overseers, as they had a nasty tendency toward 
insubordination). Greys would often wander from their 
assigned tasks and dabble in forbidden learning. 

The alien races controlling the Rigel system thus 
created a hierarchy of Orions. On top were the Ruddies, the 
most tractable and reasonable of Orions, who interpreted 
the orders of the possessor races. The Greys handled the 
machines, crunched the numbers, and did all the other mind- 
and figure-intensive work, while the Greens hauled cargo, 
constructed buildings, and went into combat against each 
other. As Orion society developed its own patterns of 
slavehoiding, Greens were placed under contracts to either 
Ruddies or Greys, and, while those two races could 
contract with each other for equal services, neither was 
subservient to the other. 

in the century following the Declaration of Nallin, the 
Orions forged the laws, rules, customs, and regulations that 
were to guide their society now that freedom had been won. 
This was the great Era of Lawbringing, when the rights of the 
enslaved were guaranteed, the conduct of their masters 
were regulated, and Orion society was structured to last 
forever. indeed, it lasted thousands of years before it had 
to be changed-—and even then, only one major adjustment 
had to be made. 


Orion Syndicate 


THE REVERSE 


Ten thousand years of Orion civilization produced a 
fantastically developed and complicated society with 
thousands of variations on the structure of Orion life. Green 
Orion slavery was its unshakable backbone, but that 
backbone supported not one but two supreme cultures, 
those of the Ruddies and the Greys. While the two races got 
along and found a use for each others’ talents, Orion 
civilization grew and prospered. When they ceased to 
cooperate, the empire they had built crumbled away. 

The diversity of Orion life made it possible for entire 
Colonies of Greys and Ruddies to exist without any contact 
with each other. Although there were not many of these, 
they were still a symptom of a deeper disease. Why, they 
wondered, do we have to share with the others and why do 
we need them? Ruddy/Grey cooperation began to break 
down, and minor racial friction escalated into cause for war. 

The breakdown in Ruddy/Grey relations was not the sole 
cause of the Reverse. Greens were already restive in their 
lowly place, especially since the flowering of Orion 
civilization had made enormous wealth available to the other 
races. Unrest and civil disorder began to appear more 
frequently, from the lowest levels of Orion society to the 
middie classes. The vast size of Orion holdings made 
effective government difficult, and local complacency and 
indifference allowed small uprisings to disrupt worldwide 
order. At the top of this mess were the two supreme races, 
polarized, inclined to confrontation, and not terribly 
concerned about other, ‘lesser’ problems like the collapse 
of their civilization. For both, it was a costly mistake, but for 
the Greys, it was their ruin. 

The Greys believed strongly in a technocratic society, 
run by engineers, scientists, and scholars. They were little 
concerned with social problems and tried to solve them by 
inventive technology and hare-brained visionary theories. 
Faced with the Reverse, their response was typical: study 
the phenomena, develop working hypotheses, experiment 
with solutions on a small scale, and then study the results. 

The Ruddies had restricted themselves to what might be 
termed crisis management—playing fire-brigade while the 
galaxy was burning down. Pragmatic, unimaginative, and 
arrogant, they may have been brutal and as ineffective as 
the Greys in handling the Reverse, but they were better 
suited to survival in a shrinking universe. Worlds might go 
up in flames, the ruling classes might be exterminated in 
revolutions, but the remaining Ruddies clubbed, shot, and 
tortured rebels to keep the core of their culture alive. 

The Greys depended on a stable society to maintain 
their power and position. When that society collapsed, they 
had nothing on which to fall back. Without operating 
factories, open universities, and unrestricted trade routes, 
their technocracy contained just so many impractical 
theories. Increasingly, they hired Ruddies as 
administrators, police commanders, and military chiefs. As 
time passed and the Reverse continued, power became a 
matter of who held the guns—and the Greys had given 
those to the Ruddies. 
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Actual records on the final Dispossession of the Greys 
are rare. There were few Ruddy historians in such perilous 
times and Grey historians and their works were ruthlessly 
searched out and eliminated. Shortly before the abdication 
of Arnet the Thoughtful, the fall of a planet's government 
had established a pattern. At the first hint of serious 
trouble, the ruling Greys would turn to Ruddies, local or 
imported, to handle the matter. As things invariably 
worsened, the Greys demanded results, and the hired 
Ruddies began to occupy Grey holdings out of "military 
necessity" or as "temporary measures". After a time, they 
made no excuses at allthey simply seized by force 
whatever they wished. 

As Greys nearer to Rigel heard about the fate of more 
distant Colonials, they panicked and sold off their holdings, 
sometimes going into hiding. Ruddies on perfectly intact 
worlds had no trouble seizing the industries, lands, and 
slaves of Grey rulers. By the time of the Orion Registry, 
Greys had ceased to own any kind of property or wield any 
kind of power. Even where they had not ruled, Greys came 
to be despised as the cause of the Reverse. The feeling 
was deep and pervasive; even some Greys considered their 
race the source of universal disorder. There were numerous 
mass killings; entire planetary populations of Greys were 
destroyed in awful, bloody purges. 

Though most Grey Orions were dead or refugees, still 
worse was to befall the race. Their history was about to be 
slain with them. 


FATE OF THE GREYS 


Much machinery and technology had been neglected 
and forgotten in the Reverse. As peace crept fearfully back 
over the Orion Colonies, Ruddies found themselves in need 
of technically adept staff to help them restore shattered 
industries and worlds. Thus did they turn to the tiny 
populations of Grey Orions, who continued to demonstrate 
their technological and mathematical expertise. Such an 
advantage could not long stay exclusive; by theft and 
purchase, pirate raid and complicated business deals, 
guldin of Grey Orions slowly spread throughout Orion 
space. 

How the Greys came to be traded like property after their 
near-extermination in the Reverse is a compelling but little- 
understood story. Some groups of Greys were sheltered by 
Ruddy friends; some were hostages who could work to earn 
their freedom; some, forced to plead for mercy from the 
mob, received permanent enslavement. However, the 
Greys were never classed as slaves or contracted workers 
of any kind. They were more like the spoils of war, except 
that they were living and breathing people. The mystery is 
how so many survived in so many locations. Almost as soon 
as they fell into captivity, they must have made themselves 
valuable as technological adepts, and the Ruddies became 
dependent on them. 

The Ruddies knew that given the proper tools, the Greys 
would not long stay subservient. Therefore, the Ruddies 
began a long and painful course to neutralize any future 
threat from the Greys. What eventually resulted from 
generations of experimentation was nothing less than the 
nearly complete destruction of all pre-Reverse history 
relating to Greys. That involved not just destroying ancient 
records, but hunting down every later writing or recording 
that mentioned the idea of Greys as anything but high-tech 
playthings of the rich. The surviving Greys themselves, and 
all their computers and other records, were also ‘cleansed’ 
of such offending material. 
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At the same time, the Ruddies sought ways to make the 
Greys powerless without reducing their usefulness. It was 
not enough to keep them imprisoned, and addiction to drugs 
not only made Greys less effective, but also made the 
Ruddies dependent on whoever supplied the drugs. Then, 
some Ruddy finally hit upon genetic surgery to produce 
random weaknesses and deformities in Greys, which would 
reduce their usefulness by only a bit but make them utterly 
dependent on the outside world for help. Once implemented, 
the weakening of the Greys was perpetual, irreversible, and 
without cost. Unfortunately, to ensure that the Greys could 
not reverse their genetic damage, a vast amount of 
precious medical knowledge was purged from all databanks. 
The loss has caused a great deal of unnecessary suffering 


among the Orions, whose medical knowledge lags far 
behind that of the Federation and other, newer races. 

The Greys themselves have not been passive victims. 
Over the course of centuries, the Ruddies have been 
murderously effective in stamping out all traces of Grey 
history, but they left the minds of the Greys intact, and this 
has allowed them to keep a kind of history among 
themselves. Almost as soon as they open their eyes, nearly 
every Grey Orion is charged to memorize thoroughly one 
long-lost book of Grey Orion history, which an older member 
of the guldin recites to him. Floating through the Greys are 
several hundred books, most in several different ‘editions’ 
and in more than one place. There are practical histories, 
biographies, accounts of the Greys before and since the 
Treaty of Kammzdast, and works of varying antiquity right 
up into the Reverse. 

Histories written after the Reverse tend to be short, 
graphic, and personal, but a few have nonetheless been 
absorbed into the Greys' canon as well—proof of the crime 
of the Ruddies. Since Orion contact with the Federation, the 
Greys have become bold enough to record their books on 
permanent computer records in the form of complicated 
codes. The Ruddies themselves have forgotten that the 
Greys once had a history, and it has not occurred to them to 
police their Greys for such illicit recordings. Any permanent 
recording of Grey history is well-guarded indeed and near 
someone who is charged to destroy it at the first sign of 
Ruddy suspicion. 
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TIMELINE 


Stardate —10,000,000/00 

Rigel Ili and IV are inhabited by the Shour, an advanced 
space-faring race. In the subsequent 10,000,000 years, 
these worlds will produce three more native civilizations and 
be occupied by countless others. 
Stardate —1,000,000/00 through —15,000/00 

The Masters become the fourth native civilized race to 
rise on Rigel IV. An early understanding of philosophy and 
science allows them the strength to build a massive empire 
in the Orion Arm, which endures for over a million years. 
They perform many experiments on life-forms and 
civilizations. 
Stardate —12,500/00 

The Masters finish the extensive terraforming of Rigel 
lll, while preserving Rigel IV as a workyard and kind of 
memorial. 
Stardate —11,500/00 

The Masters complete the cleaning and refueling of Rigel 
A. The helium core is fished out, with difficulty, and its 
material used for other projects—most notably the planets 
around Rigel B and C, both an experiment of the Masters in 
stellar kindling. The planets turn out so well the Masters get 
another powerful idea for memorializing themselves. 
Stardate —10,000/00 

On Rigel VII and Rigel Vill, the Masters plant new and 
promising life-forms, which, in a million years or so, evolve 
into intelligent, starfaring, and reverent species that will 
acknowledge the long-dead Masters as gods. As the 
Masters’ civilization was dying and their people simply 
dwindling away, they did a poor job genetically manipulating 
the Bodas, an intelligent species kept for pets. The 
resulting race would bear the stamp of shoddy workmanship 
in their shambling gait, harsh speech, and (according to the 
Masters’ standards) imperfect reasoning and faulty moral 
sense. Shortly afterwards, the Masters disappear. 
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c. Stardate —9,900/00 

The accelerated Bodas, now calling themselves 
Rigellians, come to a complete understanding of 
themselves, the dead Masters, and their works. Their sun is 
unstable and will eventually go nova, destroying the entire 
system. The entire race is plagued by muscle and bone 
problems caused by their hasty manipulation, which, owing 
to the deliberate policy of the Masters, cannot be corrected. 
Moreover, the Masters have left them the custody of 
thousands of kilometers of archive shelves, crammed with 
billions of pages of documents, tons of computer tapes and 
tabs, and mounds of models, monuments, plaques, and 
other marks of dubious achievement and self- 
congratulation. Finding the idea of preserving their memory 
abhorrent, the Rigellions destroy most of it. As a way of 
making amends and redeeming their own consciences, they 
open Rigel to all races for trade and development. 
Stardate -9,700/00 

The Rigelllians sponsor a number of cooperative 
ventures to educate other races, to correct the damages of 
the Masters in other star systems, and to regulate trade. Of 
all of them, only the Rigel Trade Authority does not fail. The 
Rigellians learn that they cannot teach entire alien cultures 
to avoid attractive mistakes, no matter how noble their 
intentions. 
Stardate -—9,500/00 

The Rigellians withdraw from public view and content 
themselves with occasional ‘corrective measures' applied 
from afar to cure the galaxy's most visible and obnoxious 
ills. 
c. Stardate —5,000/00 

The highly advanced civilization of Arret, whose people 
had also thought themselves as powerful as gods, destroys 
itself in world-devastating war. The Rigellians have nothing 
to do with this, but they are pleasantly surprised at this 
brutal event, which restores their faith in justice. By this 
time, the Rigellians have become complacent and cynical, 
involving themselves less and less with alien races. 
Stardate —1,500/00 

Rigel A begins to show signs of instability. The alarmed 
Rigellians delve into their past to rediscover the technology 
used by the Masters to rejuvenate their sun. They succeed 
in draining Rigel of its helium ash and replenishing its 
hydrogen atmosphere. Rigel may burn another million years 
without tampering. 
Stardate -520/00 

After hundreds of thousands of years of indifferent 
struggle, the ecosphere of Rigel IV finally dies. No plant, 
animal, or microbe remains on the surface. The Rigellians 
simply glaze over the lifeless ground and use it for parking 
space for more trading vessels. Artificial life-support has 
already been working for nearly a million years already. 
c. Stardate —400/00 

Like thousands of other races before them, the 
Preservers come to trade at Rigel. They begin with small 
volume, swell to a flood of ships, and then fade away, like 
thousands of other races before them. 
Stardate -350/00 

The Rigellians learn of the preponderance of humanoid 
races on both sides of the Arm. Still they do not suspect the 
truth. 


Stadate -192/7307.15 

A wandering Glath starship captain named Muark Tan 
brings to Rigel IV evidence of sentient humanoid life on 
Rigel VIII, including photographs, tools, weapons, clothing, 
and three live specimens. It is already too late to undo the 
tampering, as the value of Orion slaves was already making 
itself felt on the open market. Of all the races the Orions 
have known, the Rigellians never dealt in the sale of Orion 
slaves. The thought of the fortune the Rigellians passed up 
has always inspired deep reverential awe in the Orions. 
Stardate -179/56 

The Treaty of Kammzdast is signed. The Rigellians sign 
in order to preserve peace in the Rigel system. 
Stardate —142/3709.12 

The Atom War on Botchok. Somchuk Nhat the Far- 
Sighted, a Grey Orion, calls the war an example of the 
failure of diplomacy to handle technological questions. The 
rebuilding of Botchok sees many Greys rise to high 
positions in business and government. 
Stardate -125/29 

‘Working groups' of Grey Orions are secretly lifted from 
Botchok to provide technological expertise on other 
planets. In less than a thousand years, their use (though 
against the Treaty) will become widespread. 
Stardate -111/43 

A contingent of both Grey and Ruddy Orions propose 
the Namazz Accord to the Kammzdast signatories. In the 
altered version of this event, the name of only one Grey 
Orion, Dufen Maads, has been preserved, and he is referred 
to as a Ruddy. No mention is made of any other Greys, 
though they did the bulk of the work in planning the re- 
ecologizing of Botchok. 
Stardate —110/50 

For a few days, the Rigellians detain a Grey Orion, 
Talduk Sik, part of a technical working group about to go 
outsystem. He is the first Orion that the Rigellians have 
studied, and he is carefully interviewed and questioned. The 
occasion becomes almost mystical for the Orions, 
particularly the Greys. To this day, some still think of the 
Rigellians as their Makers. For their part, the Rigellians think 
of the occasion as the first time they began to feel 
forebodings about the Orions. 
Stardate —104/8603 

The Greys of the Colony on Sharu, aided by Ruddy 
managers and Green workers, divert a portion of the 
planet's industrial capacity to their own purposes without 
being detected. The textiles, calculators, and jewelry they 
produce is tiny and economically unimportant, but it is the 
first time Orions produce goods for their own benefit on an 
alien world. 
Stardate -101/91 

Grey navigators and computer watchmen are first used 
as crew aboard alien ships. Within a century, Ruddies will 
also be used as starship crew, earning a reputation for 
reliability. In less than 500 years, Orions will serve on most 
alien merchant vessels. 
Stardate -99/0109 

The Orion Alliance is forged in secret on Botchok, and 
the news is passed by word of mouth to every Colony. The 
Alliance, whose membership is purely Ruddy and Grey, 
declares that every Colony and every Orion must master 
the alien technologies they find, with the ultimate aim of 
liberating Botchok and overthrowing the Treaty of 
Kammzdast. The Grey Orion Chairman, Klendal Hanok the 
Liberator, warns that victory will come only after many 
patient generations and so subtly that hardly anyone will 
notice. 
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Stardate —98/2210 

The Bema revolt. Over 50,000 Greens and lower-class 
Ruddies stage an uprising protesting thier working 
conditions, which becomes a demand to liberate all Orions 
everywhere and release the homeworld. Julin Hyrax the 
Brave volunteers his greys—all 3,000 of them—to the 
Magistrate of Bema to stop the revolt. Distrustful of any 
Orion, the Magistrate refuses. Julin leads his Greys, 
unarmed, against the revolutionary army and demands their 
surrender. The army slaughters Julin's Greys; only 22 
survive the butchery. The Kammzdast signatories 
remember the gesture as a sea-change in Orion behavior, 
and for a while, the Orions revere Julin as a martyr to a 
better future. This revolt becomes the last Orion revolt for 
5,700 years. 
Stardate -98/25 through -35/08 

The Era of Good Feeling. The Orions laboriously build for 
themselves a reputation for loyalty, honesty, and 
trustworthiness—a deception of the baldest kind. In this 
period, Orions gained rights to own their own enclaves and 
industry and to serve on alien starships. 
Stardate —35/0811 

The Orion Dawn. The Orion's far-flung network of secret 
supply stations and repair yards allows them to steal two 
armed merchant ships. Through the Rigellians had complete 
information on the theft, they profess ignorance to the 
Kammzdast Signatories who dare ask their aid. The 
Rigellians subtly use their influence to bring more Orion's 
into the Trade Hails. In less than 50 years, the Orion pirates 
have 200 merchant vessels. 
Stardate -28/9104 

The alliance meets on Botchok in an emergency session 
to discuss the Pirate Question. The Greys, most of them 
Colonials, think piracy is hurting the cause of independence 
and should be curtailed. Foreseeing the impossibility of a 
gradual transition, the Ruddies contend that a strong space 
navy will eventually be indispensable and should be built 
now. This is the offical origin of the split between the 
Gradualists and the Militarists. 
Stardate —20/9401 through —20/5712 

The Orions battle 58 other races in the Orion War. 
Stardate -20/6104 

With the end of the Orion War in sight, the Botchok 
Planetary Congress debates the form of social organization 
they will adopt afterward. Tamos Draman the Half-Sighted 
argues eloquently for a hierarchy in which the Greys are 
slightly higher than the Ruddies. Eventually the BPC 
produces the Codex Orion, a compendium of the laws of 
society, in which Greys and Ruddies are equals. 
Stardate -20/56 through —10/03 

A thousand years of nearly uninterrupted peace. growth, 
and prosperity also prepares the Orions, unknowingly, for 
the Reverse that will wreck their culture. Social differences 
become wider and more rigid. Colonies of Greys without any 
Ruddies, and of Ruddies without a single Grey, start to 
appear in odd corners of Orion Space. 
Stardate —12/79 through —12/67 

Weakening centralized government at Botchok 
coincides with growing strength in the outlying regions of 
Orion Space. All 15 of the outermost regions effectively 
secede from the Botchok Planetary Congress. Government 
becomes chaotic, and secial conditions worsen throughout 
Orion Space. 
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Stardate —10/03 through —8/88 

The short-lived Orion Empire attempts to restore order 
by forcibly reuniting ali regions in the Fringe Wars. The effort 
impoverishes Botchok and accelerates the disintegration of 
Orion society by giving arms to the poor and powerless. 
Many Grey Orion Ruling families are wiped out on the most 
distant planets, the first victims of the Dispossession. 
Before it is finished, 90 percent of all Grey Orions will be 
dead, and the rest go into hiding. 
Stardate -8/205 

A special meeting of the Botchok Planetary Congress 
and Colonial representatives (all Ruddies) meet in an 
extraordinary session at Kammzdast. They officially revise 
the Codex Orion to remove any mention of Greys and 
authorize the destruction of all historical material that 
pertains to them. 
Stardate -7/0101 

First publication of the Orion Registry and the end of the 
Reverse. 
Stardate -3/15 

The Orion Indian Summer rekindles interest in both 
employing Greys and re-occupying lost and abandoned 
Colonies. Over the next century and a half, Ruddies attempt 
several methods to control Greys before settling on genetic 
mutilation. 
Stardate 0/1410.21 

An Orion freebooter encounters the Romulan fleet 
destroying Farx and flees under fire. 
Stardate 0/1411 through 0/1612 

Orions evacuate eleven worlds in the immediate vicinity 
of Romulan space. While their populations embark on giant 
colony vessels, two of these worlds are assaulted and loss 
of life is heavy. The attackers never acknowledge any 
communication or pay any attention to offers of ransom. 
Stardate 0/7202.10 

In the first contact between the two races, an Orion 
pirate duels with a Klingon light cruiser and loses. 
Stardate 0/7203 

Deciding that discretion is the better part of valor, BPC 
president Balon the Devious welcomes the Klingon fleet 
approaching Rigel. What the Orions have not gained by 
arms, they will soon gain by pandering to the Klingon's 
weakness for luxuries. 
Stardate 0/7610 

President Balon convinces the Klingon Emperor to 
withdraw with his fleets to combat the Romulans. 
Stardate 0/79 

The Orions first discover the existence of a growing 
alliance to spinward when they stumble across the Tellarite 
trader Garggash Dlumppheg. 
Stardate 0/8706.06 

Orion and Rigellian representatives observe the singing 
of the Articles of Federation. 
Stardate 0/9003 

The Star Fleet vessel USS Atmos intercepts an Orion 
personnel transport, the Larc. The Ruddy captain becomes 
the first Orion to be charged with slavery. Through an 
informer, the BPC discovers that the Grey guldin aboard 
the transport managed to sneak a missive to the Atmos, 
apparently in a bid for freedom. Fortunately, the captain 
vaporized all the Greys to prevent their capture or 
interrogation. The BPC considers it a harrowing but isolated 
incident. 


Stardate 0/9101.13 

The Federation's ambassadorial delegation arrives at 
Botchok and produces an immediate sensation. Publicly, 
they are very popular, but the BPC receives an unpleasant 
shock when it intercepts the delegation's dispatches and 
learns that it is considered "quaint, disorganized, and of 
unknown political importance in spite of their claims”. 
Lieutenant Kathleen Wenzel becomes the first Federation 
member to meet Rigellions on Rigel IV. 
Stardate 1/1208 

An Orion Explorer fleet sent to the Romulan Star Empire 
to open trade and diplomatic relations fails to return. 
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Stardate 1/5105 

The Botchok Planetary Congress passes the Orion 
Neutrality Act, intended to increase trade at the cost of 
heightened border tensions with the Federation. 
Stardate 1/54 

Botchok is flooded with complaints from nearly every 
Colony as the Federation clamp down on illegal traffic to and 
from neutral Orion worlds in Federation space. Between this 
time and the Four Years War, the Orions fight to keep open 
the strangled conduits of Orion trade and culture. This year 
alone over 200 Orion pirate vessels are intercepted and 
either destroyed or captured in battle. 
Stardate 1/6908 

The Parallelogram Affair causes a scandal throughout 
the Colonies. A guldin of Greys is caught relaying sensitive 
Orion and Klingon information to the Romulans and the 
Federation. The Greys refuse to talk and are eliminated. A 
young Federation couple, suspects in the spy ring, are 
apprehended on their way out of the Rigel system. They are 
never seen again. 
Stardate 1/8104 

The Bartunu system, with a combined gross planetary 
product of over 7.3 million credits, petitions the Federation 
to join. The Botchok Planetary Congress, the Hijulah, 
Faktim, U'taliis and Prochem families, and a consortium of 
business firms led by The Star Group, Inc., combine their 
efforts to sabotage the secession, unsuccessfully. 


Stardate 1/9301.04 

Klingon Admiral epetai-Kazu leads his task force into 
Rigel system without warning. The Orion Space Navy does 
not resist, though scattered units attack and are summarily 
destroyed. Federation ships at Rigel are seized, but there 
are fewer than expected. The Rigellians were not caught 
unprepared. 
Stardate 1/9409 through 1/9806 

The Federation and the Klingons fight in the Four Years 
War. 
Stardate 1/9504 

The Laxala Incident. A Klingon task force intercepts a 
shipment of Dilithium bound for the Federation world of 
Alphosa, and the Orion captain destroys his own ship. 
Emboldened by this audacity, the BPC issues the Sacred 
Cargoes act, specifying that Orion merchant fleets are to be 
hands-off to both sides. The Orions profit greatly by this, 
saving their worlds and their economies from collapse, as 
does the Federation, badly in need of Dilithium and other 
scarce war materials. 
Stardate 1/98 

The Year of Horror. As the Klingons retreat, they leave 
Orion worlds in shambles, their industry ruined, ecologies 
damaged, leadership slain of worse, and their people 
starved, shot, and demoralized. Federation forces of 
occupation seize control of the industries and civil 
government, and war crimes trials begin against Orion 
leaders for aiding the Klingon war effort. 
Stardate 1/9804.10 

The Night of Empty Hands. As the Klingon forces 
prepare to leave Rigel, untouched, a frenzy seizes the 
popuiation and widespread rioting breaks out against the 
Klingons. Only two luckless Klingons are slain, the 
remainder having secretly re-embarked on transports a 
week before. Collaborators, real or imagined, are dragged 
from their beds and lynched. Morning finds over 12,000 
Orions the victims of mob violence. 
Stardate 1/9804.16 

Orion Space Navy Admiral Namtac the Tardy reports 
that all Klingons and their vessels have departed Rigel 
space, and Star Fleet forces have bypassed the system in 
pursuit. A Space Navy squadron is ordered to intrecept the 
Star Fleet ships with the news that Rigel is free and that the 
Federation forces are welcome. 
Stardate 1/9805 

The squadron fails to return or reply to signals, and 
tension on Botchok mounts. The young scion of the House 
of Liktor, Arthas the Boid, appears on Botchok, having run 
through the Federation lines in his modified courier. His own 
world of Harha has been subjected to degrading 
restrictions on business and trade, backed by force of arms 
that no Orion world can withstand. Alarmed and uncertain, 
the BPC imprisons Arthas and his crew to keep them quiet. 
Stardate 1/9806 

Rumors arrive of battles beyond the Klingon frontiers, 
the destruction of all Klingon war fleets, the looting of 
peaceful Orion planets, secret Klingon super-weapons, and 
a thousand other wild claims. Refugees flee in ernest, and 
defence committees spring up in every estate and town. 
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Stardate 1/9806.29 

Federation Admiral Brazeau arrives in the Rigel system 
with the Eighth Fleet, sealing off the system and landing 
troops to seize the spaceport and the communication 
centers. The Rigel Demilitarized Zone Commission demands 
that the Orions accept the Federation plan to limit their 
territory to strict borders. A riot breaks out in the Congress, 
and before it ends, two members are slain. Under protest 
and by a bare majority, the Botchok Planetary Congress 
accepts the Federation terms. 
Stardate 2/0105.01 

Bowing to UFP pressure, the BPC abolishes Green 
Slavery within Orion space. However, the slave traffic 
continues unabated within the colonies. 
Stardate 2/0602 

The BPC begins to send agents deep into Federation 
space, even to Terra, to anticipate future Federation moves 
in their direction. The pressure of Federation settlers on 
their borders cannot be denied. 
Stardate 2/0801.24 

The Organians impose their Peace Treaty, ending 
hostilities between the Federation and the Klingon Empire. 
The Rigellians check their older records and then enter into 
a heated but pointless debate with the Organians. 
Stardate 2/0902 

The Babel Incident causes severe repercussions on 
Orion worlds. Trade with the Federation declines, 
bankrupting three Orion corporations. 
Stardate 2/1107 

The Lafaq family in the Triangle sends a successful 
trade mission to the Romulans at H'lass, but a permanent 
agreement remains elusive. The Romulans want guaranteed 
delivery and the Lafaqs want a secure price. The size of the 
Romulan market continues to attract Orions to the Triangle. 
Stardate 2/1606 

Incoming BPC president Refner Gyron the Sly 
inaugurates a new policy of quid pro quo neutrality between 
the three great powers of nearby space. While collecting ali 
the intelligence it can on each of its neighbors, the Orions 
will trade favorable knowledge and trading-partner status for 
certain trade concessions. In the following years, this 
policy wins more trade for worlds in Klingon space, a limited- 
delivery contract and battle protocol from the Romulans, 
and a whole slew of small advantages and dispensations 
from the Federation. The first Human colony planted within 
Orion Space is quitely closed down and ushered out within 
two months of its illegal and unannounced arrival. 
Stardate 2/2106 

Although the Federation is still expanding into former 
Orion worlds, reestablished Orion Colonies and increased 
Federation trade have increased the profits of Orion 
industries without heightening Federation tensions. The 
Klingons have proven tolerant of trade so long as their 
governors and staff are not corrupted by easy living, and 
the direct trade to Klinzhai has proven an unexpected boon. 
In spite of unfortunate confrontations between pirates and 
border fleet, the Romulans have become more 
approachable, and the trade curve is slowly inching 
upwards. In a speech celebrating his fifth year in power, 
BPC president Refner declares that the policy of aggressive 
neutrality has proven itse}f and will continue. 
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POLITICS AND ETHICG____ 


CONFUSION AS A WAY OF LIFE 


Most people believe that in Orion society, everybody 
lies to everybody else, everybody's out for Number One, 
and everybody stabs everybody else in the back at the 
earliest opportunity. However, although the pace of Orion 
life is quick, unsettling, frequently tumultuous, and often 
filled with twists of fortune, it is neither random nor solely 
the product of selfishness. The Orions follow standards of 
conduct, aims toward which they strive and ideals they wish 
to uphold. 

No civilization can exist as a mass of uncoordinated and 
uncooperating individuals, and the Orions are no exception. 
Their feel for compromise, negotiation, and political give and 
take is exceedingly fine, and exercised many times a day. 
Sometimes, the results look strange, as when a respectable 
world levies a tax on the pirates operating out of that 
system. When arrangements change (and they always do), 
new agreements take their place to reflect the new reality. 
The Orions are not anarchists—in fact, they regard a 
business contract as a precious and therefore secure thing, 
not to be broken lightly. They simply constantly rearrange 
their limits and obligations to one another. 

One overriding principle sits atop the Orion ethical 
pyramid: value must be given for value received. Not all 
Orion contracts concern an exchange of money. However, 
Orions recognize that everything has a cost in blood, time, 
effort, or reputation. This principle is never overlooked, 
though it can often be flavored by other motives. 

There is a vast spectrum of responsibility in Orion 
society, a range in which the need to take care of others 
balances the need to be cared for. At one end is the family, 
whose care for the individual is more or less total, and 
whose demands for loyalty are equally absolute. At the 
other end is the completely impersonal state, where 
responsibilities and loyalties both are almost nonexistent. 
No one is willing to go to war or to die so that a group of 
bureaucrats can stay in office. In practice, there is no Orion 
family that does not need to deal with or care for anyone 
else. Neither is there any Orion government so utterly self- 
serving and useless that it continues despite ignoring its 
constituents. There is only the vast area in between, and all 
Orion organizations face the never-ending task of 
determining just how much loyalty to give for how much in 
return. 

Sorted out, Orion business makes sense from the board 
room to the street corner. Generally speaking, individual 
responsibilities are loose and light when dealing with large 
organizations, such as a mega-corporation or a 
government. Tight and absolute responsibilities, binding an 
individual to a duty and providing the maximum reward, are 
the domain of small organizations, such as families and 
individuals with a great understanding of each other. 


GOVERNMENTS 


Orions show little interest in purely civil governments 
because they usually have little authority over the conduct 
of individuals, corporations, or families. Governments are 
for cleaning streets, maintaining spaceports, and hauling 
away garbage—necessary activities that pay too little for 
an Orion to bother with. Where they do pay, a quick and 
clever Orion will soon set up an industry and charge a 
premium from the needy users. 


To the Orions, it hardly matters whether a government 
claims counties or planets—they do not wield any power 
there. The older forms of government, the nation-states of 
Botchok, continue because no one has ever found a reason 
for them not to. They endure, but they are pitiable, weak 
things. 


BOTCHOK 

On Botchok, there are still independent nations, which 
bicker and bargain in sessions of the Botchok Planetary 
Congress. Accidents of fate have conspired to make the 
BPC the supreme voice of civilian authority among the Orion 
Colonies. It has an ancient history and a central location 
and is very close to the Rigel Trading Planet and Rigel's 
numerous habitable worlds. In addition, when the Federation 
sought a civilian authority with which to deal, it chose them. 

Funding for the BPC comes from whatever its member 
nations wish to give to it. If BPC decisions in the preceding 
fiscal year have displeased a state, the money may simply 
be cut off. Its decisions regarding the people of Botchok are 
often merely “advisory opinions" with ineffectual penalties 
and censures against non-compliance. 

The BPC does have authority through its Orion Colonies 
Intelligence and its relations with other major starfaring 
powers. The OCI uses disinformation whenever it can, aided 
by its own or intercepted intelligence reporting. With the 
proper phrasing, the same news item can serve any 
purpose. Of course, two can play this game, and sometimes 
false reports are fed to the OCI from various sources either 
to manipulate the BPC or to trace the flow of information 
through a spy or two. Although the OCI keeps close watch 
on its sources and its stories and never acts on only one 
source of data, it is not immune to this kind of deceit. 
Diplomacy among the Orions can be a hair-raising 
experience. People literally get killed for telling the wrong 
kind of lies. 

Next to the OCI in power is the BPC's other major public 
arm, the Orion Space Navy. Militarily, the Orions are no 
match for any of their three powerful neighbors. The BPC 
knows this and does not waste a great deal of money on 
ships or training. Run like an officer's social club, the OSN 
supplies snazzy uniforms and schedules recreational 
‘strategic exercises'. It rents its ships from major 
shipowners on Rigel, often renting their crews as well but 
placing a few of its own officers to give the vessel the 
proper military feel. Sometimes, the OSN secretly 
penetrates the space of its neighbors to collect information 
and to transport OCI agents to certain sensitive worlds. 
Such operations may invoive shooting—and the OSN 
officers in charge know that they must conquer or die. In the 
name of secrecy, uncounted hundreds of ships and 
thousands of men have vaporized themselves rather than 
let themselves be captured. Although every mission sent 
into Federation space is essentially a suicide mission, there 
is a long waiting list of volunteers, for it offers the chance to 
meet a Star Fleet vesse! on its own terms. Victory or death, 
and no OSN volunteer ever doubts that victory will be his. 

Not just a collection of sandbagging, the Orion Space 
Navy also contains a hardcore cadre of intensely dedicated 
officers and spirited enlisted men that the BPC relies on for 
daring and bravery. Unfortunately, like military men 
everywhere, they much prefer the open clash of arms to 
skulking about. Opportunities for open conflict are 
extremely limited; a squadron may bring the occasional 
truculent Klingon to bay or vaporize the infrequent Romulan 
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pirate. Unlike the Klingons and Romulans, the Federation is 
careful not to intrude on Orion Space without proper 
authorization. Because the OSN's hardcore cadre prefers 
open warfare to the BPC's present policy, even if it 
threatens Orion Space with invasion, certain of these 
individuals are ‘volunteered’ to lead a mission out of Orion 
Space and suffer an attrition rate higher than normal. 

Where other planetwide civil governments still rule 
(mostly on Colonies close to Rigel), they follow the Botchok 
mold—publicly divisive, ineffective, scheming, and 
manipulative. Their greatest authority is not among their 
constituents but among each other and the more’ powerful 
corporations and families. 


CORPORATIONS 

The primary purpose of any corporation is to make 
money. In pursuit of this goal, a high number of Orion 
corporations have acquired so much property and employ 
so many people that they determine the economic well- 
being of entire planets—almost by accident becoming a 
government. Their policies, pay rates, product lines, and 
even their health-care benefits profoundly affect affairs far 
beyond their holdings, and the Chief Executive Officers and 
Board of Directors must consider this in every major 
decision. 

Frankly, this is a nuisance. The pursuit of profit often 
has little to do with maintaining the welfare of a community, 
but corporations of a certain size must reach a balance 
between the two (or at least some kind of working 
arrangement). Size equals power, and power equals 
responsibility. Therefore, a company cannot simply close 
an inefficient plant and throw the employees out of work; it 
must spend money to modernize the facility, change the 
operation, re-educate the workers, and support them and 
their families while the industrial base is being ‘adjusted’. 

If adjustment is neither easy nor possible, a corporation 
will sell the world to the highest bidder. The planets that 
suffer this fate are mostly agricultural worlds, worlds that 
depend on only one kind of industry, and especially mining 
worlds. If a planet produces more than one kind of product, 
they are less likely to be dumped by struggling firms. 

Orion companies are usually careful to ensure that their 
planets are well-run and their employee/citizens happy. For 
one thing, it is a mark of Orion ostentation to take good care 
of one’s people; the better they live, the better the 
corporation looks. For another, even though operating 
governmental services is a nuisance and a bother, it does 
provide a certain amount of power in delicate political 
manipulation. For purposes that have nothing to do with 
making a profit, Orion corporations may force their holdings 
into unknown or unprofitable activities, shut down or speed 


= up production, close factories, import outside labor, or do 


almost anything else to pursue an obscure goal. No 
company-owned world may be certain that it is not being 
manipulated in this way, and smaller holdings are always 
more subject to deformation and hardship than are larger 
ones. 

Centuries of wheeling and dealing have placed control of 
most industries and resources in the hands of only a few 
corporations or families. However, changing fortunes, the 
rise of gifted and ruthless individuals, a bad decision, or 
even the failure to make a decision can topple any of them. 
In addition, there are corporate power struggles with 
calamitous ends. What begins as friendly negotiation can 
end up as armed invasion and the occupation of offices, 
plants, farms, and mines: 
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FAMILIES 

In the ancient times of the New Days, the willful and well- 
equipped sons of the powerful would go into space with a 
handful of settlers and a few tons of cargo, find a new world, 
and plant an Orion Colony there. His family would control 
that Colony, regulate the input of settlers to make sure 
some other house was not trying to displace them, and 
guard the well-being of its people. To this day, most of the 
farthest-flung Colonies are the property of a single family, 
whose subjects know them by name and love them 
intensely. Surrounded by aliens, Orions take comfort in the 
close bond between them and the ruling taheari. 

The term "family" covers a universe of meanings. Some 
Orion worlds have royalty—kings, earls, dukes, and 
barons. More often, there are only unofficial titles. 
Nicknames and honorifics, like Lord Gundin, Boss Agachi, 
or even The Juruh, carry a lot of weight, especially because 
any prominent individual has likely been brought up in the 
public eye, and people know the name and how he came by 
it. 

Orion families have one great advantage over civil 
governments and corporations—they are infinitely flexible 
and intensely personal. Although Orions place little faith in 
institutions and laws, they respect and admire individuals 
with authority. In nearly every Orion family is an individual 
whose personality can rally the people under him and make 
them work to a desired end. 

Upon the tahedrin’s death, the eldest son inherits the 
leadership of the clan. Where families are larger, the 
tahedrin may choose a successor from among his 
descendants. The successor need not be male, young, or 
even one individual. It may not be possible to replace a 
respected leader from within the family, and a less-capable 
relative may lose control over the same people who would 
have followed his predecessor to ruin. Nearly every new 
Orion leader throws out his predecessor's mold like old 
office furniture and begins to carve out a new course. 

A novelist once said that all happy families are alike in 
their happiness, and all unhappy ones find a different way to 
be unhappy. Any Orion family that has had to struggle to 
keep itself together over the generations knows that the 
opposite is true. Keeping a family together means struggle, 
compromise, and endless adjustments worked out under 
the understanding that none of it must reach the outside 
worlds. This process is never the same, never ends, and 
always changes. 


THE PRIMACY OF BUSINESS 


If there is anything constant about Orions, it is the basic 
theme that someone cannot get something for nothing. 
Nevertheless, there is a growing tendency for Orions to 
trade value for intangibles that have nothing to do with 
making money. Indeed, Orions are fond of misleading each 
other and non-Orions as to their true motives. When Orions 
are not seeking to maximize their wealth and power, there 
often is no telling what is going through their heads. 

Besides the profit motive, there are three categories of 
Orion motivation. It is quite possible for an Orion to pretend 
he does not have an ulterior motive when in fact he does, 
but such Machiavellian convolutions are left to the whim of 
individual gamemasters. 
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LOYALTY 

Orions are the last of the rugged individualists, but they 
do respect and admire their few able and capable leaders. 
Pirates are prepared to die at the order of a respected 
captain. Workers and slaves will labor unselfishly if they 
believe in the man leading the Colony, factory, farm, mine, 
or ship. That Orions will ignore personal gain for the sake of 
a leader boggles the minds of non-Orions. 

Precisely because Orions are individualists, they find 
strong leaders irresistible. Rather than surrendering any of 
their individualism to such people, they are compelled to 
see a larger goal, a much greater profit to be made, or a 
better future for everyone. They will submerge a good deal 
of their persona! ambition for such a person and his ideal. 

Such loyalty is neither total nor permanent. No Orion 
(save for lodubyain) will utterly surrender his own personal 
feelings, and there is no such thing as a faultless, perfect 
leader. Too many mistakes or too little gained will cause an 
Orion to stop working for the cause. 

Sometimes it pays an Orion to conceal his boss, as that 
information alone is enough to disclose a damaging or 
sensitive motive. Wearing livery or uniforms is not common 
and Orions do not ask an individual's affiliation, family, or 
employer. Even if asked, Orions are under no more 
compulsion than other races to tell the truth. 

Assuming a well-known or powerful name has a high 
price tag. The more visible and powerful families and 
corporations will extract a heavy penalty from imposters 
should they catch them. The more visible the name, the 
more extreme the penalty. People who are happily attached 
to their leaders do not like being mocked, and their leaders 
are quick to protect the privilege of the name. 


REVENGE 

Lacking a sense of honor and revering the keeping of 
one's cool (cluros) above other codes of conduct, the 
Orions do not seem to have much need for revenge. In 
practice, Orion business creates bedlam, wounds feelings, 
and destroys reputations. Like other victims, Orions too 
wish to answer to insults, whether intentional or not. 

What distinguishes Orion revenge is the extreme cool 
Orions display. They will never reveal their injury or its 
source because that would alert the intended victim(s) of 
their impending fate. Orions go to enormous lengths to hide 
the depth of their loss, grief, or rage, even to the extent of 
befriending the hated organization or individual. Ciuros is an 
invaluable aid to concealing bitterness and postponing 
retribution to the final, sweetest possible moment. 

The classic tale of Orion revenge is the story of the Lady 
Katam, who married the youngest of the three sons of Lord 
Benara. When the father parceled out his lands to his sons 
before retiring, the Lady Katam persuaded her husband that 
he was being slighted while his brothers were plotting 
against him and laughing behind his back. Outraged, the 
youngest brother began a bitter war for the succession. The 
youngest brother was killed when the older sons besieged 
his palace, and the middle brother then took the youngest's 
lands, palace, and Lady Katam as his bride. Although he 
intended to share his late brother's estates equally with his 
brother, the Lady Katam told him that the possessions were 
his by right of conquest and that the eldest brother would 
take them all if he showed any weakness. At the same time, 
the Lady Katam was secretly visiting the eldest brother and 
informing him of the middle brother's intrigues to keep the 
lands. In grim despair, the eldest brother built up his armies 
and gathered his own allies to forestall any overt move. 


For five years, the brothers armed and held guarded 
talks, but did not come to any agreement. The disputed 
lands were neglected, and their productivity dropped. Other 
powerful families gathered to one side or the other, or 
sometimes both, hoping to improve their own fortune in any 
conflict. Finally, at their father's abandoned palace, the 
brothers agreed to meet and decide an equitable agreement 
between them. Both, unknown to the other, brought their 
own troops and those of their closest allies. Then, lured out 
of the palace on a ruse, the middle brother rode into a trap 
set by his brother's allies and was slain. His retainers raised 
the alarm, and all the armies rose up and fought. Many 
families seized land belonging to the brothers. Soon, the 
palace was in flames, and battle filled the land from horizon 
to horizon. The eldest brother and his retinue, clad in armor 
with drawn weapons, confronted the Lady Katam in her 
chambers, where she was kneeling unarmed. 

She told them that it had been 20 years since her father 
had been murdered by the Lord Benara and his lands and 
family scattered to the Lord's retainers. She had sworn she 
wouid not die until she had brought the House of Benara to 
an end. "It doesn't matter what you do to me," she said, and 
simply continued to kneel. 

The eldest brother beheaded her with one blow of his 
sword. Then, he and his retainers left the burning palace to 
join the battle, and that was the end of the House of Benara. 


SPITE 
Even the rigidly logical Vulcans are no more efficient and 


practical than Orions. Everything gained must be for a 
purpose: enrichment, the sake of a  tahedrin or 
archexecutive, or revenge. The idea that someone may 
work and sacrifice to produce nothing at all goes directly 
against Orion thinking. It is an almost incomprehensible 
concept—but not an unknown one. 

"Spite" has no one-word equivalent in the Orion 
language. Orions can readily conceive, however, of a type 
of revenge that would require someone to work toward a 
reward they did not really want in order to deceive an enemy 
into doing something they did not wish to do. Such a payoff 
is clear. 

Of course, it is easy for an Orion to rationalize doing 
something to drive his rivals and competitors crazy trying to 
figure out what he is up to. It might even deprive them of a 
profit, a very sweet possibility. It is this possibility that 
allows many Orions to do such a contrary thing. Spite has a 
kind of giddy attraction to itself for that reason, being the 
absolutely last possible reason any Orion could have for 
doing anything. Also, it is possible for an Orion to lead 
another to believe that he is doing something for nothing, 
but all the while misleading the other in order to rob him 
blind, to serve his masters, to wreak vengeance on him, or 
simply to drive him crazy. 

Sometimes, for the Orions, explaining spite is spite. 
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Orions have the perfect temperament to be pirates. 
They are brash, self-aggrandizing, eager for wealth, and 
perfectly willing to break their backs for a tantalizing, 
seizable opportunity passing within their reach. In addition, 
they happen to be perfectly placed, galactographically, to 
make the most of their piratical impulses. A crime committed 
against the vessels of one starfaring power may not be a 
crime to any of the others, and a pirate under pursuit may 
flee to one of the other two powers and guarantee that, even 
if he should not escape, he can place his pursuer in mortal 
danger himself. For these reasons, Orion Space and the 
Triangle are virtual pirate playgrounds. Explorers are 
notorious for opening new worlds the way their ancient 
forebears did—by ripping off the commerce of an 
unsuspecting unknown world. 

Actual pirate operations have been covered in the Book 
of Common Knowlege. This section exists to supply the 
gamemaster with some guidelines, inspiration, and 
background for conducting a pirate campaign. 


PIRATE ECONOMICS 


The Orions are the last people to claim that robbing 
space vessels is a profitable operation. In fact, it is one of 
the most uncertain and unprofitable of all occupations. 
Misjudging a ship's defenses can kill a crew and getting 
caught by an armed warship is almost certain death. 
Occasional pirates are not as skilled as those who dedicate 
all their time to the work, but traders and military forces 
soon come to recognize professionals on sight. Piracy is a 
peculiar kind of marginal work. The profit is only half the 
draw; the other haif is the fun and the fame. 


BOOTY AS PROFIT 

About a sixth of all cargoes taken by pirates are not 
resold. Such goods are usually either rare luxuries or bare 
necessities. Explorers who hit strange freighters are 
interested primarily in odd and choice delights either for 
themselves, their basemates, or their patron. Such items, 
whether foodstuffs, wine, art objects, or jewelry, are either 
too pretty to sell or too unique to be safely unloaded. 

By far, most taken-but-not-resold loot consists of 
anonymous spare parts, food, water, fuel, dilithium 
crystals, and the like. Explorers are fond of ‘foraging’ aliens 
in lieu of returning to base for supplies, but all pirates keep 
their eyes open for usable equipment. The more desperate 
kinds of pirates do little more than raid for necessities, but 
their numbers are small. 


BOOTY AS TRADE GOODS 

The higher proportion of cargoes lost to pirates are 
ultimately resold in Orion or neutral markets for credits, 
gold, dilithium, radioactives, or other small, valuable 
commodities that may be transported from planet to planet 
without leaving a telltale trail or taking up a lot of cargo 
space. Pirates rarely take cargoes at random, and 
organized bands out of a single base have ‘shopping lists’ 
of particular ships and cargoes for plundering. Such 
cargoes may have been ordered from a particular buyer who 
does not wish to pay full price or deal through normal, 
legitimate channels. A speculating pirate may be 
anticipating a demand or stockpiling against an expected 
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dry spell. The pirates are expected to get the requested 
swag and bring it back to base, where they are paid 
according to prearranged percentage. 

Pirates do not get the full value of the cargoes they 
take. The people who resell them have to take a 
percentage, and the buyers would not handle stolen 
material unless it was substantially cheaper than market 
price. The ultimate market value of a stolen cargo is about 
50 percent of the price that a similar, unstolen cargo would 
fetch on the open market, and of that amount, the pirates 
May get about a third. 

Smail wonder that quite a few pirates work on their own, 
in spite of the uncertainty of repair and shifts in the market 
(not to mention the chance of encountering a warship). 
Freelancers might get to keep up to 35 percent of the cost 
of the goods taken. Of course, the drawback is that this 
amount must pay for crew replacements, repairs, the other 
normal costs of starship operation, and operating reserve to 
get them through the lean and bad times. 


RISKS AND COSTS 

Every act of piracy puts crew, ship, and captain on the 
line. Rarely does everything work out right, but the vessel 
that cannot rise above minor equipment failures and 
occasional disputes with the crew (not to mention 
unplanned surprises on board their victim) is just not going 
to make it in piracy. Everyone who tries to rob another 
vessel in space had better expect the unexpected and 
prepare for the unanticipated. 


Managing a criminal enterprise that depends on high 
technology and violence is tricky. There can be no room for 
those who forget their orders when weapons come out and 
start blasting (combat tends to consume both people and 
machinery). Operating costs are high and unpredictable, 
and they may exceed the value of any cargo. Every 
operation is a potential total loss—which is why the single 
most important factor to success is the ability of the 
captain. 

The captain has the arduous task of simultaneously 
guiding a raid and calculating its costs in men and 
equipment. Where the cargo is known and the value 
calculable, this is easy, but for many pirates, the nature of 
the cargo may be known only generally. Based on expenses 
and the tactical situation, the captain must decide whether 
a strike can or needs to be completed. Experience is often 
the captain's only guide. If his guess was wrong, he must 
retreat, knowing (as the crew knows) that a cost has been 
paid that will not be recovered. 

Independents worry about failed attacks more than 
contractors do. This sometimes makes them cautious, 
sometimes makes them reckless, but always interferes with 
judgement and threatens the success of an operation. 
Small wonder that successful independents are a much- 
sought-after commodity—or that unsuccessful ones have a 
high mortality rate. 
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PIRATE TACTICS 


SHIPS IN SPACE 

There are only two times to attack a vessel: when it is in 
open space (far from help) or when it is at sublight velocity 
(approaching or leaving a planet). A ship at warp speed is 
hard to detect, hard to overhaul, hard to intercept, but if 
found and caught (and weaker than the pirates), it generally 
surrenders rather than risk destruction. However a pirate 
approaches a vessel, it had better be prepared to fight a 
stern action, as nearly every vessel will try to run away 
before it fights. 

Ships at sublight velocity within a star system are more 
vulnerable but may be much nearer help. Ships slowing 
down for orbit are ideal targets. With landfall looming before 
them, a crew will not be watching behind them, and a pirate 
may close to boarding range before it is detected. With 
drives already shut down and without maneuvering room, a 
ship becomes easy plucking. 

A pirate never wishes to exchange fire, which tends to 
eat armor and damage valuable cargo. The best tactic is to 
appear suddenly, close and bristling with guns, to intimidate 
the victim. Out in space, this means either to sneak up from 
the stern or to make an oblique and rapid approach with 
weapons charged and shields up. Better navigators may 
actually be able to position the ship in front of an intended 
victim—much scarier but also much harder to do. 

Near a planet, an armed approach or the sudden display 
of a ship's weapons may be counter-productive, especially 
if there are planetside, orbital, or warship defenses close to 
hand. Then, the best approach is unnoticed and 
unannounced, or a deception to allow the pirate within 
beaming range of the victim. As soon as possible, a team 
must transport aboard the targeted ship to cut off the 
shields, permitting a much larger force to board swiftly and 
overpower the crew. 


Tactics at close range are highly inventive and 


unpredictable. If a victim puts up shields before a boarding 
party is away, then a pirate must decide whether to break 
off, announce his intention and open fire, or just open fire 
without further ado. At low speeds, ramming might not only 
upset and unnerve the victim, but also may damage the 
shield mechanisms, permitting beam-in. 


However, once the ship is approached and boarded, 


disengagement poses an often overlooked problem. A 
cowed crew need not stay cowed once the pirates are gone, 
and pirates are as vulnerable as anyone else to fire up the 
stern. 
smashed as completely as possible to prevent the crew 
from alerting the authorites. Weapons should be disabled by 
destroying the fire directional 
remember that many ships mount weapons that have 
independent fire control. A common mistake many pirates 
make is to shatter the defensive shield mechanisms and let 
the fear of a reprisal shot forestall their firing weapons. 
Such tactics are just not effective. Trashing the shields or 
any other large and complicated mechanism takes too long 
and produces too many technical problems. Smashing 
bridge navigational displays, however, takes little time or 
effort, yet paralyzes a vessel and hinders their reporting its 
true position. 


First and foremost; communications should be 


control computer, but 


Pirates escape in open space by leaving in a random 


direction to prevent giving away a critical bearing. Evasive 
actions are not necessary, unless pursuit is already within 
sensor range. Near a planet, the options are not as open. 
There is always the possibility of putting the planet between 
the pirate and the victim. They skim the atmosphere to 
mislead the victim and any pursuit into thinking that the 


pirates are going to land on the planet. Going to warp speed 
while in atmosphere can be hair-raising but very effective in 
throwing off a search. 

Once away from the victim, space should be clear of all 
hostile communications and sensor scans before a vessel 
points its nose toward home. It is a good idea to travel by a 
circular route with an ever-changing bearing to confuse 
sensors trying to track the ship. 

Unless there is a pressing strategic reason, like a direct 
order from an acknowledged higher authority, a pirate 
vessel should never engage any vessel of higher speed or 
greater armament, or a warship of any size. Even the least 
such vessel will get away if they cannot cripple their 
attacker and will report the incident in full detail. Even if 
destroyed, they can still send word to higher authority. 
Friends and relatives of the victims mark such pirate ships 
for special attention. 


OUTPOSTS IN SPACE 

Some space stations, provisioning points, and other 
outposts in space or on smaller asteroids offer certain 
advantages to a pirate. First, they cannot run away. 
Second, they often contain more suitable booty to carry 
away. For example, a great many asteroid mining 
installations fall into this category, as do merchant 
waystations and deep-space manufacturing installations. 

However, most stations carry adequate weaponry to 
deal with brigands, reliable communications gear to call for 
help, and usually a known and listed position with whatever 
power controls their space. A pirate raid that does not 
produce swift and complete capitulation is guaranteed to be 
bloody or impossible. Pirates do not often attack outposts, 
because of the difficulties of direct assault and the lack of 


__ information regarding their cargo. 


Without the option of flight, outpost personnel can be 
counted on to fight with any weapons they possess and to 
send out a distress signal calling for help. Their sensors 
reach farther than those belonging to most ships, and any 
approach will bring a challenge, whether the ship is armed or 
not. Even with maximum-speed approach and deceleration, 
a pirate cannot overwhelm the defenses before a call for 
help goes out. 

The only way to attack such an outpost is by making a 
perfectly normal, unarmed approach and to dock there. 
When docked, a pirate vessel is invulnerable to any station- 
mounted weapons and has successfully boarded without 
firing a shot. 

Seizure of the outpost can then proceed as with any 
vessel. Defenders may put up concerted resistance, 
particularly if the complement of the outpost exceeds the 
attacker's force. Knowledge of the outpost's layout is 
invaluable to enable the pirates to cut communications and 
seize any center of security or command and control. 

Instead of taking over the entire station, a pirate may 
take over only a loading dock and warehouse area for as 
long as it takes to load the booty. This option is especially 
valid if layout information is incomplete or lacking. if 
properly done, a limited raid may achieve complete surprise 
and prevent the outpost from knowing it has been robbed 
until after the pirate flees. It depends on the proximity of 
cargo to the dock, the number of guards and their alertness, 
and whether or not the pirates can disguise their purpose 
long enough to make good their escape. Otherwise, they 
may have to make a fighting withdrawal, with the chance for 
losses running exceptionally high. 
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RUSES AND FALSE FLAGS 

Pirates often find it convenient to give out false names 
and identification when making raids, particularly when 
approaching an installation. These efforts may be no more 
sophisticated than disabling the automatic transponder and 
changing the paint job. Sometimes, a transponder is 
modified to give out the name of another ship with a listed 
history, or one whose loss is not yet known. 

Many pirates experienced in attacking outposts prefer 
to use captured ships for the initial approach. A ship with a 
known name and recognizable profile can be discarded after 
the raid, and sent in a random direction by autopilot to 
confuse pursuit. The major disadvantage to using captured 
merchant ships is their vulnerability. If pirates must flee 
under fire, merchant shields may not protect them. This is 
why captured ships are rarely used in ship-to-ship actions. 

More elaborate ruses, including ships with simulated 
damage, have a better chance against ships than against 
suspicious outposts. One of the Orions' more fiendish 
ruses is to simulate a ship stricken by pirates and helpless 
to a second assault. Variations on this theme include hitting 
one ship and then hanging around to hit the next one that 
comes down the spacelane (risky if any kind of patrol is in 
the area), planting a fake disabled ship with explosives, 
tractor beams, or other hazards to entrap any investigating 
vessel, and playing dead next to a real or false victim in 
hopes of making another ship think that both ships have 
exhausted each other in combat. 

The reputed faked distress signal is a creation of 
romantic fiction writers. Merchants on tight schedules 
frequently ignore distress signals. In addition, distress 
signals are more likely to bring a warship to investigate or 
(ironically) other pirates seeking to make an easy score 


against a damaged ship. 
Much more common are disguised ‘official’ 
transmissions of various types—faked buoys, bogus 


navigational markers, ersatz storm warnings, as well as 
plain old-fashioned open voice communications, sometimes 
with synthesized voices and background sounds. They 
need not be fancy to produce results. The numbers of 
vessels that will stop when told to is a pleasantly large one. 
Sometimes, it is all in the tone of voice. 

In deep space, where the space lanes are wide and the 
chance of finding a particular vessel very small, pirates 
using fake merchant identification can chat with a merchant 
vessel and thus get the vessel's precise bearing, speed, 
and distance. With this information, a future intercept 
course can be plotted with great accuracy. Instead of using 
one ship and circling back to make intercept, some pirates 
employ a small scouter vessel that obtains the needed 
information, and relays it to a lurking corsair for immediate 
action. 


FLEET ACTIONS 

When pirates act in concert, the effect can be 
devastating. Only well-organized bands of pirates under a 
central coordinator may contemplate staging such an 
operation. 

Fleet actions are most commonly used against a 
warship, listening posts, and other military targets. 
Complications dealing with how the booty is split up are thus 
avoided, and it is a great deal easier to unite pirates around 
a common threat. Obnoxious starship captains with 
dangerous anti-pirate inclinations are the usual recipients of 
a fleet action, but resupply stations for anti-piracy task 
forces may be struck to deprive the drive of momentum to 
protect an actual pirate base somewhere in the vicinity. Of 
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course, the danger is in gauging the will of the major power 
so assaulted. if the operation smashes the base or ship but 
causes the owner to rebuild it and send in more ships, men, 
and materiel, all this effort will be for naught. 

Orion pirate fleets attacked planets during the Reverse, 
but they were more accidents of circumstance and 
opportunity than any effort of leadership. The fleets of Half- 
A-Man Sooris swelled as he went from planet to planet, 
looting and pillaging, until the largest pirate fleet in history 
fell on Troyius and all but wiped civilization from its surface. 
After that, there were no more targets of comparable size 
anywhere, and the fleets melted away to seek other, easier 
opportunities. 

As pirate fleets are becoming more common, the three 
major powers have sometimes sent task forces into the 
space of others disguised as pirates. They wreak havoc 
against bases for local or strategic advantage, and the 
government biames the Orions for it. The effects have been 
harsh on all concerned, but the Orion pirates have been 
taking the brunt of it. The Federation itself is not immune to 
these tactics. If such bogus pirate fleets continue to 
operate in and adjacent to Orion Space, there will be more 
pirate fleet raids against military operations. The results of 
such an escalation no one can foresee. 


PRISONERS AND RANSOM 

Orion pirates prefer not to take captives; somebody has 
to guard, feed, and take care of them from the time they are 
taken until they are either killed, freed, or ransomed to 
somebody who wants them back. As a purely commercial 
venture, taking prisoners is a losing proposition, and not 
widely practiced. 

There are some exceptions. If pirates take a known 
personage alive, they can make money by ransoming him 
or her back to their family or corporation. Businessmen— 
rhadamanen in particular—and their families are ideal 
targets. Unless under strange circumstances, Orions will 
not take a captive of another race or enslave them, wild 
news reports to the contrary. 

When pirates inform their prisoner's relatives or 
corporation of the ransom demand, they set a price on the 
captive and a time limit. If the ransom is not paid on time, 
either the price increases by between a quarter and half or 
the pirates exterminate the prisoner. Extermination is rare, 
as Orions hate to destroy profits, but they must show that 
they mean business. Ransoms are never less than the cost 
of boarding the captive—around 20 credits a day for a 
minimum holding time of at least 90 days. For high-ranking 
archexecutives, the ransom asked is often much higher. 

An even nastier trick is to set a ransom and a time limit, 
and when the time limit passes, decrease the amount of 
ransom asked. Eventually, the amount goes so low that it 
will be very easy for a corporation or family to pay it. 
However, paying too little is a mortal insult to the captive. 
Sometimes, pirates use this technique to increase their 
take per captive, by forcing the payers to hurry and pay up 
to avoid looking as if they valued the pirate's prisoner so 
little. However, if too high an initial value is stated, the would- 
be payers may simply ignore it. Too large a decrease and 
the effect can be lost. Successful use of this tactic as a 
moneymaker requires knowing the exact value of the 
captive and the limits to the embarrassment of the people 


paying. 
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Orion pirates are careful with their captives and will not 
mistreat them. If for any reason a captive cannot be 
ransomed off, Orion pirates are likely to strand the captive 
on a strange world. Killing innocent people for a financial 
error fills other Orions with horror, and other pirates might 
set a bounty on the offending pirates just to make sure such 
people are hunted down and killed for the barbarians they 
are. 

Occasionally, a pirate may take captives for other, more 
personal reasons. If the cargo happens to include 
lodubyain, they may be taken and sold like normal 
cargo—their contracts pass by right of conquest. For 
political reasons, Orion pirates may even take prisoners of 
other races. This is extremely delicate and is usually 
dictated by a higher authority than a ship captain; the 
expenses for such a captive can be quite high. 
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INTERSTELLAR RELATIONS 


Through the BPC and the Orion Colonies Intelligence, 
the Orions are playing a delicate series of games with all the 
powers in contact with them. Their security and continued 
independent existence depends on their keeping the three 
powers delicately, mutually balanced. Should one gain any 
advantage over the other two, the result would be the 
absorption of Rigel and Orion Space and war with the other 
two powers. Regardless of who wins such a conflict, the 
Orions would undoubtedly be among the losers. Their 
civilization, ancient and resilient, would not survive a three- 
cornered war with themselves in the middle of it. 

Legally, the term "Orion Colonies” refers only to those 
worlds within the 20 parsec sphere around Rigel, 
established by treaty at the end of the Four Years War. 
However, the Klingons use the term to describe all Orion 
worlds in Federation space—their own, of course, are no 
longer Orion. The Romulans emulate this practice, a blatant 
progaganda move. Significantly, however, most Federation 
citizens do not make a distinction between the Orion 
Neutrality Area and Orion-inhabited Federation worlds. This 
careless terminology foreshadows an unpleasant future. 
Restrictive laws and regulations have not stopped the slow 
spread of Orions outside their delimited sphere—or even 
touched Orions living on Federation worlds. 


THE FEDERATION 


As far as the Federation is concerned, the Orions have 
used their neutrality as a shield. Originally, they hid their 
relations with the Klingons, who used the opportunity to 
prepare their warfleets. Now they use it as screen to 
smuggle Federation goods into Klingon space and to hide 
Orion and Klingon buccaneers who raid Federation space. 
Their culture, with its crass devotion to sensual pleasures 
and reliance on treachery, is hardly less a threat than 
Klingon invasion. For now, Star Fleet vessels patrol the 
Federation/Orion border to reduce the likelihood of Klingon 
infiltration, and quotas and laws curtail the penetration of 
Orion culture into the Federation. 

A creation of Federation trade policy, Orion freeports 
were to be protected enclaves exempt from duties, taxes, 
and licensing fees, and granted certain exemptions from the 
Federation Uniform Mercantile Code (FUMC) spelled out in 
their authorizing agreements. The idea was to promote trade 
and help struggling industry in certain ‘distressed’ areas 
that needed a push to get them going. Some freeports (most 
notably, the trade planet Freeloader) have become thriving 
centers of commerce. However, the vast majority have not 
and remain poor, largely undeveloped, and rely on heavy 
trader volume, starport use fees, and a bevy of minor 
service industries to stay afloat financially. Until their 
conditions improve, their protected status and misery must 
continue. Instead of helping economically marginal areas, 
the policy has created cesspools of vice and crime deep in 
the Federation, where almost anything is legal and even the 
most notorious criminals and pirates can walk unmolested. 
Star Fleet cannot act against these places (the "ghettoes of 
the Federation", as the Botchok Planetary Congress calls 
them) except to clean up around the edges. Their 
populations naturally resent the fate accidentally meted out 
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to them. For some time into the future, the Federation must 
cope with these clusters of hostile Orions deep within their 
space. 

To the Orions, the Federation is simultaneously their 
greatest threat and greatest hope. Trade with their mighty 
neighbors has made the Orions rich, but the wave of 
settlement threatens to crush their civilization completely. 
If Orion Space is kept whole and inviolable, then perhaps 
the Federation's expansion will break and flow around it as a 
log parts a stream. Whatever happens after that—even 
another and more devastating war—will leave the Orions no 
worse off than they are now, and with the tools and 
resources to help whoever wins—or loses—to recover. 


THE KLINGONS 


The Klingons have no official use for the Orions at all. 
Orions make only indifferent kuve, or servitors, and, while 
they can provide military information on the Federation and 
a wide range of useful products for the Empire, they are also 
a source of uncontrolled pirate activity, an information leak 
of unknown size, and a provider of consumer goods that 
can corrupt the most steadfast of administrations. Rigel is a 
good transfer point for agents and information, and Orion 
Space a useful passageway into Federation territory, but 
Klingon experience shows that conquest of their homeworld 
is strategically unwise. The Empire gets what it wants from 
them without expending the troops and personnel to 
garrison their worlds and without antagonizing the 
Federation, who might go to war to take it back. Orions deep 
in Klingon space provide many useful products and 
services; they may as well be kuve. 

The Klingon drive for military power and the Orions' drive 
for economic power are vying for control of Orion Colonies 
both inside and outside the Klingon Empire. If they wished, 
the Klingons could overwhelm the meager resources of the 
Orions in months. To prevent this, the Orions have 
ruthlessly exploited every material longing the Klingons 
have, making themselves useful without the need for 
conquest. Not foolish enough to destroy the wealth of the 
Orions, which may be put to Klingon uses, the Klingons 
have learned that there is a direct relationship between the 
amount of control and the amount of corruption among their 
Officials on Orion worlds. 

Both sides continually probe the other for weaknesses. 
As things stand now, the Klingons have not dislodged large 
numbers of Orions, and they have allowed a large portion of 
the luxury trade to survive and even to grow. The Orions are 
careful to trade their gathered information only for things of 
equally long-lived value, such as trade contracts. Most 
importantly, the Klingons must be kept concerned with the 
Federation and not with the Orion frontier. With luck, the 
Klingons may never launch an invasion of Orion Space 
again. 
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THE ROMULANS 


The Romulans apply a simple rule to all peoples they 
encounter: confine and use them if they are useful and 
exterminate them if they are not. The utility of the Orions 
has yet to be proved, but they are not easy to extinguish. 
Hemmed in by the Klingons and the Federation, the Orions 
are considered only a third-rate threat. 

With the opening of the Triangle, however, the Romulans 
have begun to reconsider the place of the Orions in the 
scheme of things. Obviously, the Triangle is a zone of 
contention, but not for military forces. To gain the many 
things that the Orions can provide, the Romulans must get 
used to commercial rather than armed competition. They 
find it hard to accept that trade may be beneficial to both 
sides without degrading either because they believe that an 
advantage passed to a foe is one they could be enjoying 
themselves. 

For their part, the Orions find the Romulans’ single- 
minded expansionism for quasi-religious reasons ludicrous. 
If it were not for the distance between their peoples, the 
Orions realize, their nebulous relations with the Romulans 
would be their gravest problem. The Star Empire is too new, 
the records too scattered or patchy to allow the Orions to 
understand them. Everything from single scouts to well- 
equipped trade missions have gone to learn more of the 
Romulans and how they deal with people, but the results 
have been disappointingly erratic. So great is the difference 
between their cultures that even the highly adaptable 
Orions can give accidental offense—and it takes little 
offense for the Romulans to annihilate the offender. 

As the Orions learn more of the Romulans through new 
commercial links in the Triangle, they may come to 
understand how the Romulans tick and what to offer them to 
keep them from sweeping into Orion Space and wiping out 
every last one of them. The situation remains fluid, though 
the BPC remains confident that it can find a way to make a 
permanent peace and perhaps even a profit. 


THE TRIANGLE 


Once this region was only dead space, a last refuge of 
the Orions, whose trade networks had collapsed. When the 
Romulans appeared, the Orions depopulated the region in a 
panic. However, concerned with the presence of the 
Federation and uncertain of its strength, the Romulans did 
not chance placing colonies in the path of a possible 
invader. When the value of the worlds of the Triangle was 
‘discovered’, all four starfaring powers entered it at the 
same time. The Triangle is more than just the place where 
three expanding frontiers come into contact; it is also the 
one place where the Orions are on an equal footing, 
commercially and militarily, with their neighbors. 

No single authority controls the Triangle—not even the 
Orions, who maintain a neutral corridor to it from Orion 
Space. The Lifaq family and their planets in the Orion 
Frontier Mercantile Association sit directly astride this 
route. Though not the most powerful of Orion families, the 
Lifaq are becoming a powerful voice in the Triangle. Beyond 
them, the BPC has no effective control, though the ships of 
the Orion Space Navy do make appearances to defend 
Orion interests in every corner of the Triangle. Politically, it 
is a wasteland, even by Orion standards, without any 
cohesion beyond the loose organizations of planets for 
commercial or military purposes. Freeports abound here, 
and the most notorious are those belonging to the Orions. 
The planet Freeloader may be the most popular trading 
center in the Triangle and even rivals Rigel IV. 
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ee) HE ORION CAMPAIGN 


Guilty of all sorts of deviltry, Orions have motives as 
convoluted as a gamemaster can devise. They are a 
shadowy, unknowable, conniving, wandering, and itinerant 
people of a lost heritage. Like the great merchants of 
ancient Venice and Genoa, they are founts of commercial 
wealth seeking crossroads to the worlds. 

The Orions can also be player characters, adventuring 
where they will in the Federation, Romulan Star Empire, 
Klingon Empire, or the Triangle. Players can be captains of 
Orion Explorer ships, merchants working out of Rigel, or 
officers aboard an Orion Space Navy vessel. They could 
even be slaves working to earn their contracts, lodubyain 
playing power-brokers behind the scenes, or a guldin of 
Greys deep in the cybernetic bowels of Orion cities or 
starships. The possibilities are not really endless, but they 
are limited only by what a gamemaster's imagination can 
devise. 


SINGLE-SHIP CREWS 


A bunch of dudes in a ship going from planet to planet 
and living off such odd jobs as ripping off banks, blowing up 
industrial barons, and hauling cargo for hire is the accepted 
way new gaming groups start out in a game universe. They 
also can get terribly limited because a gamemaster may get 
into a rut with only a few adventure types. Game 
supplements like The Orions may be able to inspire a 
gamemaster with the odd suggestion or strange concept 
buried in it here and there. One likely starting point is the 
pirate crew, with a small ship and a few bloodthirsty player 
characters looking for ships to beat up. However, this can 
be a high-mortality campaign, not suited for everyone. 
Players who wish to be slavers should read the section on 
life-contractors and understand what kind of people Green 
Orion slave women really are. inexperienced slave dealers 
might find their cargo not at all what they expected. 

The Orions are not bound by any constraints—no Prime 
Directive, no code of interstellar law, no rigid sense of 
honor. However, they cannot bear going broke, which can 
be a powerful motivator. Orions in single ships bound only 
by a contract are used for an awful lot of dirty work. From 
prospecting unknown planets to searching for lost war 
hulks, the single-ship Orion crew can get into a great deal of 
interesting trouble. 

The ship need not be civilian. The Orion Space Navy 
gets a good many odd and dangerous assignments and has 
to cope with many incompetents in its own ranks. A crew 
that becomes too wealthy or too notorious to continue with 
their old way of life may be inspired to try something 
different—perhaps a business to run, or steady work in the 
employ of someone willing to exchange security for their 
labors. 
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FAMILY PLANETS 


A uniquely Orion form of campaign is one centered 
on characters who are all members of a particular family, 
powerful or weak, with the tools to establish an empire or 
hard-pressed to preserve a dynasty. They may all be 
siblings or cousins, or they could be an older generation 
watching over a younger. Their resources might not be 
much larger than those available to the crew of one 
starship, but at least they have each other—and perhaps a 
dream of greatness. Their resources could be a duchy or 
even an entire planet, with thousands of people behind them 
and bilions to call their own—and others just like them 
scheming to get it all away from them. 

Few families are as good and kind to one another as the 
Waltons. A campaign built around a family should 
emphasize the differences between the people involved. Do 
they rule by charisma or force? Are they like the Ewings, the 
Colbys, or the Harkonnens? A family campaign that fosters 
competition between the players will need constant outside 
crises to handle, distracting everyone from their private 
concerns. Another branch of the family or another equally 
powerful clan will doubtless be in cutthroat competition with 
the players’ family. 

A family need not begin with everything well. The 
survivors of some catastrophe, even a murderous attack by 
raiders or competitors, can unite the player characters to 
find the means to avenge their losses and their dead. Along 
the way, they find undreamed-of riches as well as other 
foes. Stranded on a planet, cast into prison, or abandoned 
in space, they may have nothing but their own wits and a 
few paltry tools to restore their lost greatness. 

A family grown too large and crowded may drop some of 
its younger or less-important scions to fend for themselves, 
with or without proper financing. They will have to make a go 
of it by muscling into another business or perhaps by trying 
to cut off the rest of the family at the ankles by competing 
with them in the same business. 

Families tend to have a sense of unity no less strong 
than the crew of a ship, complete with rituals, history, 
legend, and perhaps the odd reputedly cursed heirloom. In 
their past, they likely have a revered or hated ancestor, 
whose memory they cherish and example they follow, or 
whose bad decisions or bad choice of opponents they must 
live with even now. 

Family-based campaigns also have the advantage of a 
past. For the right group, it can inspire players to create a 
family coat of arms, old country mansions, lost legacies, 
and the occasional black sheep whose troubles require 
constant attention. 


ə429ıpuÁg udlug 


Orion Syndicate 


CORPORATE MIGHT 


The word “corporation” conjures up images of miles of 
desks, piles of gloomy paper, and drones stacked behind 
them in the same uniform. Role-playing a corporate 
employee tends to sound like an exruciatingly boring way to 
spend time. 

Corporate Orions do not sit behind desks. They are 
troubleshooters, investigating corruption behind the 
scenes. They are the people sent to a far planet to see why 
the mines are not producing, why the crops would not come 
in, or why every third ship is just vanishing in space. The 
bosses of a corporation that smuggles guns or other 
contraband to proscribed planets or one that is fraught with 
ruthless competition (like dilithium, gem or radioactive 
mining) do not lead quiet lives. Like the single-ship crew 
(which they may have been at one point), they face new and 
odd challenges that require drastic and dire action. Like the 
family campaign (which they may also be), they have a 
past, a world or holding to keep, and a sense of 
togetherness—if only because somebody wants all their 
hides. 

Larger corporations, whose rhadamanen command vast 
amounts of personnel, ships, and money, may have equally 
great trials. Powerful corporations or a major starfaring 
power may plague the player characters' corporation, 
forcing them to respond appropriately—perhaps by 
constructing and leading an avenging warfleet. With an 
entire planet to hold, protect, explore, settle, and exploit, a 
corporate campaign could get rather involved in pacifying 
the natives, scaring away would-be squatters, and trying to 


hire people who will continue to be loyal even when they are 
not paid. The player characters may be charged with making 
a trade world or freeport into a paying venture. 

Players in a corporate campaign need not be the top 
dogs. Hapless employees are sent to handle this or that 
annoying problem the people in management want handled. 
Such a group may be large or important enough to rate their 
own guldin of Greys—who may have different ideas how to 
proceed. (Daring gamemasters may even experiment with 
the closed and cryptic world of Greys, locked away in their 
tanks and pods with their computers and surrounded by 
hostile, distrustful Ruddies and Greens who treat them as 
little more than extensions of the machines they tend.) 

A corporate campaign requires a gamemaster to specify 
just how much power a group has, what it can call on, where 
its limits lie, and who is giving the orders. There is a strong 
resemblance between this kind of campaign and a Star Fleet 
campaign; the difference, however, is that the Star Fleet 
characters must do good, preserve law and order, and 
uphold the Prime Directive and the tradition of the Academy, 
and the corporate campaign does not. Whatever works 
works, and if it takes supplying the iron-fisted Klingon 
military governor with enough liquor and dancing girls to 
make him forget about that silly old trade limit, well, it is only 
business. 

They could even put together a plan to topple the old 
leadership and install themseives at the top. For that, 
however, the characters should work awhile. These are only 
suggestions for beginning an Orion campaign. Where it may 
lead to... 
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> 
Orion Space—or, more properly, the Orion Neutrality WORLD LOG: AYIRN = 
Area—nestles in a cusp between the Federation and the System Data 
Klingon Empire like a pearl in its bed. Both inside and outside System Name: Symbokovech 0) 
this space lie over a hundred Orion colonies, many of which Map Coordinates: 8.66S 2.58E = 
were Orion for generations before invasion, occupation, and Number Of Class M Present: 1 o 
partition. Although each Colony has endured hardships, most Planetary Data o 
still maintain at least one purely Orion settlement. Position In System: Il 0) 
TEESEEISE Number Of Satellites: 1 ct 
THE UNITED FEDERATION OF PLANETS ar d A j 
y: 0.5g 
Size 


No other frontier in the Federation is as active or as volatile 


as the Orion Space border. Federation-Rigel trade is heavy, iin Circuniference: eel on 
the Orion population large and restive, and Orion raiders often =a Surface Arsa: : 176 714,580 sq km 
leak across their boundary into Federation space. Star Fleet's Percent kand Mass: 38%, 4 
hands are full in this region, and the Botchok Planetary Con- Total Land Area: i 67,151,540 sq km 
gress forbids Star Fleet vessels from looking at the traffic Planetary Conditions ` oo 
between the Colonies and the Klingon Empire. Star Bases 12 Length Of Day: 18 hours 
and 27 are in effect cut off from each other. As long as they file Atmospheric Density: Thin 
an itinerary, do not power their weapons, and make no General Climate: : Warm Temperate 
unauthorized scans, Star Fleet ships may penetrate Orion Mineral Content 
Spaget ie Wish: Normal Metals: 43% 
Radioactives: 17% 
Gemstones: Trace 
Industrial Crystals: 06% 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Orion 
Technological/ 
Sociopolitical Index: 999974-74 
Planetary Trade Profile: CBCDBCD/A (B) 


Notes: 

Ayirn is a double rarity—a Federation member world with 
a purely Orion administration and an Orion world with firm 
loyalty to the Federation, despite its proximity to the Empire 
and Orion Space. As the premiere world in the so-called 
Spinward Horn of Federation space, Ayirn is a priceless 
Strategic possession. The six Voltab brothers and their 
extensive families seem capable of keeping this tidy, orderly 
and productive world stable and peaceful. 

There is one fly in the ointment. According to certain 
Federation documents, there is a trade in arms from Ayirn to 
anti-Klingon resistance movements on other Orion Colonies in 
Klingon space. As this part of the neutral zone is not under 
Organian jurisdiction, this would make Ayirn a likely target for 
a Klingon preemptive raid. Aside from one mild diplomatic 
protest, the Klingons themselves have ignored the problem. 
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WORLD LOG: BENSONIA 
System Data 


System Name: 
Map Coordinates: 


Number Of Class M Present: 


Planetary Data 

Position In System: 

Number Of Satellites: 

Planetary Class: 

Planetary Gravity: 

Planetary Size 
Diameter: 
Equatorial Circumference: 
TotalSurfaceArea: 
Percent Land Mass: 
TotalLandArea: 

Planetary Conditions 
Length Of Day: 
Atmospheric Density: 
General Climate: 


Votannis 
8.20S 4.58E 
2 


IV 

1 

M 
1.3g 


16,900 km 

53,090 km 
897,221,000 sq km 
31% 

278,138,510 sq km 


29 hours 
Thick 
Cool Temperate 


WORLD LOG: COROLA III 
System Data 


Mineral Content 


Normal Metals: 37% 
Radioactives: 08% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: 03% 


Cultural Data 


Dominant Life Form: Human 
Technological/ 
Sociopolitical Index: 999564-77 


Planetary Trade Profile: CCEEBDE/D (D) 
Notes: 

About 98 percent of Bensonia's population is Human, with 
Orions making up the remainder. The Orions sold this world to 
the Benson Development Corporation, whose founder, Luther 
G. Benson, paid 7,000,000 credits to Mighty Golenz and his 
family. The deal was struck Stardate 1/2706, and there has not 
been a problem since. Bensonia is a rare example of Federa- 
tion settlement on Orion terms. 

Bensonia has another claim to fame. Once it was the 
thriving Orion Colony of Votannis and home to the race of 
Trunes, who had risen to their high level of civilization under 
Orion tutelage. A thousand years ago, in the darkest days of the 
Reverse, a horrible civil war erupted, causing over 40 million 
deaths; only a handful of Orions survived. Because only small, 
primitive slug-throwers wreaked this devastation, the war left 
behind largely intact ruins. Alhough plundered several times 
since the war, the ruins of Bensonia are an important source of 
information on Orions at the height of their power. 

The exploration fees, equipment rentals, tourist guides, 
and hostels surrounding these ruins net arespectable income, 
most of which goes into preserving the ruins and defending 
them against a later generation of ‘culture poachers'. Bensonia 
is also blessed with excellent starport facilities, which Star 
Fleet built during the Romulan War when the planet was an 
important rear staging area. 

Most settlers favor opening of the system's third planet, 
Hodunk, to insystem colonization, not so much because they 
need the space but to keep the 'riff-raff from taking over that 
world. The Federation's decision on this point is still pending. 


System Name: Corola 
Map Coordinates: 7.628 0.35W 
Number Of Class M Present: 0 
Planetary Data 
Position In System: Ill 
Number Of Satellites: 2 
Planetary Class: G 
Planetary Gravity: 0.3g 
Planetary Size 
Diameter: 3,900 km 
Equatorial Circumference: 12,250 km 
Total Surface Area: 477,836,220 sq km 
Percent Land Mass: 100% 
Total Land Area: 477,836,220 sq km 
Planetary Conditions 
Length Of Day: 24 hours 
Atmospheric Density: Thin 
General Climate: Desert 
Mineral Content 
Normal Metals: 12% 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: 03% 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Mixed 
Technological/ 
Sociopolitical Index: CLASSIFIED 
Planetary Trade Profile: PROHIBITED 


Notes: 

During the Four Years War, this world's tiny Orion popula- 
tion fled before a Klingon Task Force and have never returned. 
Since then, Star Fleet has converted Corola Ill into a subsidiary 
base for Star Base 27. There is at least one world like this one 
near every Star Base, particularly those on sensitive frontiers, 
to keep all Star Fleet's eggs out of one basket in case of attack. 

Orion rumor has it that behind the base's innocuous exte- 
rior is one of the Federation's most secret, most heavily 
guarded maximum-security prisons, intended to hold the hard- 
est, most intractable Orion pirates taken alive. Supposedly, 
psychological reconditioning experiments are conducted here 
to make the prisoner-patients into ‘useful’, ‘normal’ Orions. 

Star Fleet vessels must go through channels on Star Base 
27 first to approach the planet, and no civilian vessels are 
allowed into the system at all. An excellent search-and-rescue 
facility ensures that any travellers stranded in or near the 
system are picked up quickly and kept in a small surface 
installation until a courier can ferry them out, usually within a 
day. 
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WORLD LOG: ELAS 
System Data 


System Name: Tellun 
Map Coordinates: 8.58S 4.98E 
Number Of Class M Present: 2 
Planetary Data 
Position In System: Il 
Number Of Satellites: 1 
Planetary Class: M 
Planetary Gravity: 1.1g 
Planetary Size 
Diameter: 12,260 km 
Equatorial Circumference: 38,520 km 
Total Surface Area: 472,205,240 sq km 
Percent Land Mass: 84% 
Total Land Area: 396,652,400 sq km 
Planetary Conditions 
Length Of Day: 30 hours. 
Atmospheric Density: Thin 
General Climate: Desert 
Mineral Content 
Normal Metals: 41% 
Radioactives: 03% 
Gemstones: Trace 
Industrial Crystals: 10% 
Special Minerals: 02% 
Cultural Data 
Dominant Life Form: Elasian 
Technological/ 
Sociopolitical Index: ` 666330-35 


Planetary Trade Profile: 


FDEFDGH/B (C) 


WORLD LOG: GABOK 
System Data 


System Name: Bletayil 
Map Coordinates: 8.425S 0.16E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: | 
Number Of Satellites: 0 
Planetary Class: M 
Planetary Gravity: 1.4g 
Planetary Size 
Diameter: 18,000 km 
Equatorial Circumference: 56,550 km 


Total Surface Area: 
Percent Land Mass: 


1,017,900,000sq km 
30% 


Total Land Area: 305,370,000 sq km 
Surface Conditions 
Length Of Day: 29 hours 
Atmospheric Density: Thick 
General Climate: Variable 
Mineral Content 
Normal Metals: 01% 
Radioactives: 13% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Orion 
Technological/ 
Sociopolitical Index: 322211-22 
Planetary Trade Profile: HGBHHHA/D (E) 


Notes: 

Home to a socially primitive but technologically advanced 
race, Elas has marginal value but for the huge quantities of 
local radans (known more widely as dilithium crystals) that 
literally lie on the surface. So great is the quantity that the 
Federation has resisted immediate exploitation for fear of 
unbalancing the galactic market. The strongly independent 
natives may have had something to do with that decision as 
well. 

Elas has been warring with its neighbor Troyius for centu- 
ries, using low-tech spacecraft, lasers, and crude atomic 
weapons. Diplomats and historians are still sorting out the full 
story. A Federation-inspired truce and the marriage of the 
Dohiman of Elas to the Prefect-King of Troyius may yet cement 
these two worlds together. 

Elas's recent admission into the Federation has curbed 
Klingon presence in the system, though some factions of the 
Council of Lords are in favor of alliance with the Klingons. 
Merchants are warned that they must obey both Elasian and 
Federation mercantile law or suffer possible prosecution for 
smuggling or customs violations. This is one of the few worlds 
where it pays to go armed in public; in fact, armament seems 
to be anormal part of local garb. All who choose to imitate local 
custom do so at their own risk; the natives are all good shots. 
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Notes: 

Gabok's orbit has a staggering five percent eccentricity— 
50,000 times that of Terra—producing climatic extremes that 
are hellish. The temperature varies from summer highs of over 
130° to -60° Celsius in winter. As the atmosphere has a high 
carbon dioxide percentage, winter snowfalls of dry ice are 
common. When the temperature dips low enough, air fogs and 
collects in low places, like the many meteor craters. Spring and 
fall bring sudden, catastrophic rainfalls and blizzards. The only 
native life is a lichen that has learned to live inside the pores of 
seemingly solid rock. As if this were not enough, asteroidal 
debris (perhaps the result of a primordial planetary collision) 
clogs the entire system, forming thick and irregular bands 
around Gabok. At night, the near-constant rain of meteors is 
breathtaking, but sizable impacts are not a daily but an hourly 
occurrence; cratering is quite common. 
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Unbelievably, Gabok is inhabited. The natives are all 
Orions, members of a peculiar political or perhaps religious 
affiliation known as the Earthly Brothers, the Human Su- 
premists, or the Pinkers. They maintain that Humans are the 
natural, if not divinely appointed, successors to the Orions and 
that Humans have every right to invade and take over Orion 
worlds. An embarrassment to both Orions and the Federation, 
these Orions have been given this planet to keep them se- 
cluded and quiet. Here, far from everything, the million or so 
Pinkers can safely rant to each other about how they are 
performing a valuable service, holding a world safe from the 
Klingons while terraforming it for later Human occupation. 

Actually, the Pinkers are too divided along obscure points 
of doctrine to cooperate in producing a workable government, 
let alone organize the terraforming of Gabok. As only a handful 
of Pinkers bother with hydroponic farming or mining, Gabok is 
utterly dependent on Federation aid for survival. Should Star 
Fleet decide not to send food, clothing, and sheltering materi- 
als, the entire population would likely be dead within six 
months. 

Star Fleet crews have an appropriate nickname for Ga- 
bok—"Barbed Wire". 
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WORLD LOG: HODUNK 
System Data 


System Name: Votannis 
Map Coordinates: 8.20S 4.58E 

Number Of Class M Present: 2 

Planetary Data 

Position In System: ll 

Number Of Satellites: 1 

Planetary Class: 

Planetary Gravity: 1.1g 

Size 
Diameter: 14,300 km 
Equatorial Circumference: 44,920 km 
Total Surface Area: 642,424,260 sq km 
Percent Land Mass: 21% 


Total Land Area: 
Surface Conditions 


134,909,090 sq km 


Length Of Day: 21 hours 
Atmospheric Density: Terrestrial 
General Climate: Tropical 
Mineral Content 
Normal Metals: 18% 
Radioactives: 07% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Selm 


Technological/ 
Sociopolitical Index: 
Planetary Trade Profile: 


000010-00(estimated) 
None 


Notes: 

While performing a routine survey of Hodunk, the USS Kitty 
Hawk discovered an intelligent race of cetaceans living in the 
planet's oceans. Superticially resembling Terran porpoises, 
the Selm have developed an advanced language and civiliza- 
tion without creating a single artifact. To discover just how 
advanced is the task of the 15-man Federation science team 
there. 

As the Selm automatically received the protection of the 
Prime Directive, the Bensonians were informed that they could 
not settle Hodunk. However, the Bensonians came anyway. 
The scientific research party on Hodunk duly filed a protest with 
the Federation Council, where the matter now sits. By the 
scientists' own admission, the Bensonian colonists are not 
affecting the Selm, as the settlement is inland and uses no 
ocean resources at all. 

Inthe meantime, the race thatis being so lavishly protected 
seems unconcerned with the activities of the surface dwellers. 
The Selm language is complex and depends on a wide range 
of water-transmitted sounds. Universal translators do not allow 
conversation above the level of a crude pidgin, which has not 
intrigued the Selm enough to converse with the scientists. Like 
Terrestrial porpoises, they are friendly and playful, but they are 
too busy to bother with beings who seem only semi-intelligent. 
Under these disheartening conditions, research continues 
doggedly forward. 
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WORLD LOG: HOLCOMB'S PLANET 
System Data 


System Name: Dilyut 
Map Coordinates: 7.48S 3.88E 
Number Of Class M Present: 1 


Planetary Data 


Position In System: Vv 
Number Of Satellites: 2 
Planetary Class: M 
Planetary Gravity: 1.0g 
Planetary Size 
Diameter: 13,000 km 
Equatorial Circumference: 40,840 km 


Total Surface Area: 530,929,130 sq km 
Percent Land Mass: 27% 


Total Land Area: 143,350,860 sq km 
Planetary Conditions 

Length Of Day: 25 hours 

Atmospheric Density: Terrestrial 


General Climate: 
Mineral Content 


Warm Temperate 


Normal Metals: 41% 
Radioactives: 15% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Mixed 


Technological/ 
Sociopolitical Index: 
Planetary Trade Profile: 


889464-87 
BDEACEG/E (E) 


Notes: 

The Romulan massacre at Farx must have badly fright- 
ened the Orions on this planet, because they abandoned their 
beautiful world soon afterward. The Romulans never came, but 
itinerant spacer Harry Holcomb did, in Stardate 1/9304, and 
registered his claim on the eve of the Four Years War. One- 
man claims on entire worlds are easy to make but hard to keep, 
especially since this particular world, as Holcomb discovered, 
was a valuable source of pharmaceuticals. However, because 
of the war, his claim was never superceded or even chal- 
lenged. 

In Stardate 2/0410, Holcomb returned with his family and 
settlers and soon became a wealthy man. When a few Orion 
families petitioned the Federation for a settlement permit on the 
planet, he graciously championed their cause. Since then, 
Holcomb's Planet has been a model of Human-Orion coopera- 
tion, no doubt helped by Holcomb family rule. Harry Holcomb 
has since retired from planetary administration, but he still runs 
the number-one sportsfishing fleet out of the seaport capital of 
Orlando. His four sons share civilian authority equally, with an 
attentive ear to the problems and concerns of the minority 
Orion community. Not too many years ago, Holcomb's wife and 
daughter purchased Holcomb Pharmaceuticals, one of the 
planet's top five corporations (along with Holcomb Construc- 
tion and Excavation, Holcomb Mining, and Holcomb Comput- 
ers) and are netting a healthy twelve million credit profits. 

Many Orions, including several off the planet, regard the 
Holcombs as heroes, for they have achieved the Orion ideal of 
beginning with nothing and rising to the top. Some consider 
Harry Holcomb a rhadaman anthus—or, roughly, "prince of 
executives". Although the Holcombs are publicly embarrassed 
about this, Harry Holcomb often wears a baseball cap with 
“rhadaman anthus" on it when he is fishing far out at sea. 
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WORLD LOG: ING 
System Data 
System Name: Sattenik 
Map Coordinates: 7.47S 1.29E 
Number Of Class M Present: 0 
Planetary Data 
Position In System: 


| 
Number Of Satellites: 0 
Planetary Class: E 
Planetary Gravity: 1.29 
Planetary Size 
Diameter: 15,600 km 
Equatorial Circumference: 49,000 km 
Total Surface Area: 764,537,960 sq km 


Percent Land Mass: 71% 
Total Land Area: 542,821,950 sq km 
Surface Conditions 


Length Of Day: 26 hours 
Atmospheric Density: Terrestrial 
General Climate: Desert 
Mineral Content 
Normal Metals: 27% 
Radioactives: 10% 
Gemstones: 10% 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Orion 
Technological/ 
Sociopolitical Index: 999783-74 


Planetary Trade Profile: ECEFABC/C (D) 
Notes: 

Heavily industrialized and thus very valuable, Ing lies only 
about one light-year, less than a third of a parsec, from the 
boundary of Orion Space. In a planet-wide election, 80 percent 
of the planet's population decided to join the Federation—the 
remainder retreated into the wilderness. Hidden across this 
Federation member world are hundreds of communities of 
Orion rebels who have managed to infiltrate Federation instal- 
lations and bomb, burn, and terrorize the inhabitants. 

For five years, Star Fleet has attempted to clean out the 
rebel encampmenis, but it has yet to eradicate them com- 
pletely. Although the BPC has officially disavowed the rebels, 
it has expressed unofficial support for their cause. The Federa- 
tion would prefer that Ing became an independent world, but 
the majority of the population is happy belonging to the UFP. 
Star Fleet continues to send marines there to mount counter- 
offensives, while the rebels continue to stage sporadic cam- 
paigns of sabotage and subversion. 

Supplies are doubtless reaching the rebels from Orion 
Space and independent traders attracted by cheap radioac- 
tives. Star Fleet is especially concerned with halting the flow of 
illegal arms because they are also reaching nearby Morales. 
The destabilization of Morales would damage Federation 
interests in this region, something that Star Fleet is committed 
to preventing. 
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WORLD LOG: LAXALA 
System Data 


System Name: Lexe 
Map Coordinates: 7.80S 2.40E 
Number Of Class M Present: 0 
Planetary Data 
Position In System: IV 
Number Of Satellites: 0 
Planetary Class: L 
Planetary Gravity: 0.8g 
Planetary Size 
Diameter: 10,400 km 
Equatorial Circumference: 32,670 km 
Total Surface Area: 339,794,650 sq km 
Percent Land Mass: 100% 
Total Land Area: 339,794,650 sq km 
Planetary Conditions 
Length Of Day: 25 hours 
Atmospheric Density: Thin 
General Climate: Arctic 
Mineral Content 
Normal Metals: 33% 
Radioactives: 03% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: 03% 
Cultural Data 
Dominant Life Form: Mixed 
Technological/ 
Sociopolitical Index: 999683-96 
Planetary Trade Profile: GACFDEEYSA (X) 


WORLD LOG: MORALES 
System Data 


System Name: Sergane 
Map Coordinates: 7.26S 0.93E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: Ill 
Number Of Satellites: 1 
Planetary Class: M 
Planetary Gravity: 1.4G 
Planetary Size 
Diameter: 18,000 km 
Equatorial Circumference: 56,549 km 


Total Surface Area: 
Percent Land Mass: 


1,017,882,000 sq km 
21% 


Total Land Area: 213,755,220 sq km 
Planetary Conditions 

Length Of Day: 26 hours 

Atmospheric Density: Thick 


General Climate: 
Mineral Content 


Cool Temperate 


Normal Metals: 33% 
Radioactives: Trace 
Gemstones: 08% 
Industrial Crystals: 04% 
Special Minerals: 03% 
Cultural Data 
Dominant Life Form: Orion 
Technological/ 
Sociopolitical Index: 999974-74 
Planetary Trade Profile: CEFDBCE/A (B) 


Notes: 

Three planets and eleven moons are being mined in this 
system, a veritable mineral treasure house. Long a rich Orion 
possession, itwas abandoned by all but supervisory personnel 
before the Four Years War. In the drive toward the Klingon 
Empire, Star Fleet Marines landed here and stayed to the end 
of the war. The system thus passed directly into Federation 
hands, and private Federation interests bought the planet and 
re-opened the mines. 

Besides the mines, the world of Laxala itself holds a rare 
archaeological treasure: well-preserved remnants of an an- 
cient race. Unearthing, examining, and classifying these re- 
mains occupies one Federation and one private university 
research team full-time. They are frequently at odds with the 
miners over prospective research sites which happen to lie 
over promising ore beds. Not all the disputes are ended 
amicably. 

Aside from the great mechanized loading docks and orbital 
facilities, landing arrangements throughout the system are 
primitive indeed. Unless they are miners attached to the Laxala 
Mining Combine, visitors are cautioned that the best accom- 
modations are plasteel huts left behind by the wartime Marines. 


Notes: 

Morales was originally the home of a relatively advanced 
race known asthe Morali. Little is known about this race, except 
that they looked rather humanoid and may have been in 
existence prior to the Orion War. 

During the Four Years War, Star Fleet discovered that the 
Orions had driven the Morali into the planet's jungles and 
wastelands, where they soon forgot their culture and language 
and began to live like animals. According to some reports, the 
Orions even hunted the Morali. Outraged, the Federation 
slapped a military government on the planet, charged with 
administering the planet and its 350,000,000 inhabitants until 
a more humane government could take over. This has yet to 
happen; the Federation continues to run the planet as a military 
possession to protect the rights of the Morali. 

If anything, the situation on Morales has gotten worse. With 
the relaxation of limits on Orion emigration, a large number of 
Orions have moved there. What began as a semi-agrarian 
planet has become a world of sprawling, misshapen cities and 
high unemployment—which is not helped by the influx of 
perhaps 5,000 illegal Orion immigrants arriving per year. The 
administration of Commodore Milton Ashe has been unable to 
do more than slow the process of deterioration. A Federation 
Security Council report concedes that they have no option but 
to continue the occupation until the situation either stabliizes, 
gets much worse, or somebody comes up with a better pro- 
posal for the social re-engineering of an entire world. 
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WORLD LOG: PROVIDENCE 
System Data 


System Name: Providence 
Map Coordinates: 7.618 4.66E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: Ill 
Number Of Satellites: 0 
Planetary Class: M 
Planetary Gravity: 0.8g 
Planetary Size 
Diameter: 3,000 km 
Equatorial Circumference: 9,425 km 
Total Surface Area: 28,274,330 sq km 
Percent Land Mass: 74% 
Total Land Area: 20,923,000 sq km 
Planetary Conditions 
Length Of Day: 31 hours 
Atmospheric Density: Terrestrial 


General Climate: 
Mineral Content 


Warm Temperate 


Normal Metals: 09% 
Radioactives: 10% 
Gemstones: 10% 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 

Dominant Life Form: Orion 

Technological/ 

Sociopolitical Index: 999974-74 


Planetary Trade Profile: 


EBEAEHD/D (X) 


WORLD LOG: REX DACUT 
System Data 


System Name: Firaz 
Map Coordinates: 7.81S 2.24E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: lll 
Number Of Satellites: 2 
Planetary Gravity: 0.9g 
Planetary Size 
Diameter: 11,700 km 
Equatorial Circumference: 36,760 km 


Total Surface Area: 

Percent Land Mass: 

Total Land Mass: 
Planetary Conditions 
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430,052,100 sq km 
23% 
98,912,100 sq km 


Length Of Day: 23 hours 
Atmospheric Density: Terrestrial 
General Climate: Tropical 
Mineral Content 
Normal Metals: 28% 
Radioactives: 16% 
Gemstones: 09% 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data Uninhabited 


Notes: 


Site of a major space battle in the Four Years War, Rex 
Dacut has an extremely hot and harsh jungle climate that has 
thwarted most of the survey missions sent here. 


Notes: 

This is a most unusual planet. If it is indeed artificial, it has 
been put together too well to show any seams. It appears to be 
an open-air terraforming research lab—a planet where experi- 
ments in shifting mountains, redirecting river courses, and 
changing atmospheric circulation patterns can pave the way 
for similar projects on a larger scale. Although the Orions claim 
to have built the world, those that live here do little more than 
tinker with some of its features. Perhaps whatever race ter- 
raformed the amazing world of Rigel IIl created this planet too. 

The Federation's Providence Planetform Research Team, 
24 strong, is doing alittle tinkering ofits own, but even the Orion 
equipment left behind is a puzzle. A very nice planet to visit, 
aside from a horizon only a disconcerting half-kilometer away. 
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The problem may not be just the climate. According to 
records, at least four Klingon ships are known to have entered 
the system, but none were seen leaving. The first postwar 
orbital survey tentatively identified two crash sites that could 
have been Klingon ships or their command pods, but found no 
trace of survivors. Since that time, atleast three landing parties 
have attempted to explore the surface, but each one was lost 
without a trace. In some cases, contact was lost so abruptly that 
sensor telemetry and voice transmissions ceased at the same 
instant. 

Star Fleet has duly placed a beacon marking Rex Dacut a 
prohibited system, unlawful to approach for any reason— 
including emergency landings. In spite of this, at least once a 
year Star Fleet receives a report ofa ship lost somewhere in the 
vicinity of Rex Dacut. Such ships probably contain prospectors 
who wish to reap the planet's rich woods, petroleum, and 
medicinal plants described in Orion records. Apparently, these 
opportunists do not bother to examine Star Fleet records, 
which note that one landing party lost contact with their ship 15 
minutes after beamdown. 
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WORLD LOG: RHINATE 
System Data 


System Name: Vitabon 
Map Coordinates: 7.85S 3.69E 
Number Of Class M Present: 0 


Planetary Data 
Position In System: lll 


Number Of Satellites: 0 
Planetary Class: J 
Planetary Gravity: 1.1g 
Planetary Size 
Diameter: 4,000 km 
Equatorial Circumference: 12,566 km 
Total Surface Area: 50,264,000 sq km 
Percent Land Mass: 100% 
Total Land Area: 50,264,000 sq km 
Planetary Conditions 
Length Of Day: 16 hours 
Atmospheric Density: N/A 
General Climate: N/A 
Mineral Content 
Normal Metals: 42% 
Radioactives: 02% 
Gemstones: 10% 
Industrial Crystals: Trace 
Special Minerals: 04% 
Cultural Data 
Dominant Life Form: Mixed 
Technological/ 
Sociopolitical Index: 999653-56 
Planetary Trade Profile: HADFAEF/C (C) 
Notes: 


AClass J planet, Rhinate is airless and lifeless. A long time 
ago, it was a larger, perhaps habitable and inhabited world. 
Then, half a million years ago, it was scoured clean of its 
atmosphere, its water, even its crust—and all its life, if any. 
What remains is the nickel-iron mantle, marked by parallel 
grooves that seemed scored by some titanic instrument. 
Though useless for life, it is perfect as the site for a fortress in 
space. Some ancient and forgotten race built the first installa- 
tions, which subsequent tenants have enlarged, modernized, 
and improved. Even during the Orion War, its mines and 
shipyards were considered second to none. 

Superadmiral Goluscz assembled the remnants of the 
Nine Worlds Confederation warfleet at Rhinate in alast attempt 
to win back the initiative from Orion forces. The arrival of the 
massed Orion fleets under Grand-Admiral Finit the Iron- 
Handed surprised them there, and the Battle of Rhinate in- 
flicted great losses on both sides. However, this time the 
Orions could afford them and the Nine Worlds could not. 
Goluscz capitulated and sued for peace on behalf of all the 
Nine Worlds, ending the Orion War. 

The Orions used Rhinate as an Orion Space Navy base for 
centuries. Gradually, as the Space Navy declined, it was 
transformed into a mammoth industrial park—even before the 
Reverse it had become largely abandoned and derelict. Pi- 
rates, including the infamous Half-a-Man Sooris briefly used 
the planet as a base. After the publication of the first Orion 
Registry, corporations returned here to develop the planet's 
resources. 

Rhinate was one of the few worlds whose population stood 
firm against the Romulan panic, and its population actually 
increased due to the flood of homeless refugees (doubtless a 
stainless-steel roof ten kilometers thick made them feel safe). 
During the Four Years War, it became a refitting yard, and 
today is a secondary base site in support of Star Base 12. 
Under the leadership of the well-liked Benthine the Patient, the 
Otram family keeps the planet orderly. 


WORLD LOG: RONTELM 
System Data 
System Name: Aladso 
Map Coordinates: 8.34S 3.00E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: Ill 
Number Of Satellites: 1 
Planetary Class: M 
Planetary Gravity: 
Planetary Size 


Diameter: 13,000 km 
Equatorial Circumference: 40,840 km 
Total Surface Area: 530,929,130 sq km 
Percent Land Mass: 61% 
Total Land Area: 323,866,760 sq km 
Planetary Conditions 
Length Of Day: 16 hours 
Atmospheric Density: Terrestrial 
General Climate: Tropical 
Mineral Content 
Normal Metals: 26% 
Radioactives: 12% 
Gemstones: Trace 
Industrial Crystals: 04% 
Special Minerals: 02% 
Cultural Data 
Dominant Life Form: Mixed 
Technological/ 
Sociopolitical Index: 999994-97 
Planetary Trade Profile: DDBCABD/A (C) 


Notes: 

Built on Rontelm after the Four Years War, Star Base 12 
supports 39,000 Star Fleet personnel and well over 150,000 
civilian employees, two-thirds of them Orion. The mines on the 
third, fourth, and fifth worlds and the moons of the outer planets 
feed the factories that make Star Base 12 self-supporting, and 
the agriculture on Rontelm feeds not only the base but all the 
Star Fleet vessels that call here. Star Base 12 is home to the 
12th, 42nd and 91st Strategic Forces, plus various anti-pirate 
forces whose numbers are classified. Despite occasional 
unrest, Rontelm is a showplace for Orion-Federation coopera- 
tion and harmony. 
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WORLD LOG: TABULON 
System Data 
System Name: Tir Kapov 
Map Coordinates: 8.03S 0.42W 
Number Of Class M Present: 1 
Planetary Data 
Position In System: Il 


Number Of Satellites: 1 

Planetary Class: M 

Planetary Gravity: 1.1g 

Planetary Size 
Diameter: 14,300 km 
Equatorial Circumference: 44,920 km 
Total Surface Area: 642,424,260 sq km 
Percent Land Mass: 63% 


Total Land Area: 
Planetary Conditions 

Length Of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


404,727,280 sq km 


28 hours 
Terrestrial 
Cool Temperate 


Normal Metals: 25% 
Radioactives: 10% 
Gemstones: 07% 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 

Dominant Life Form: Mixed 

Technological/ 

Sociopolitical Index: 999994-97 


Planetary Trade Profile: EEEFCDE/A (C) 
Notes: 

When Star Fleet decided to build a new base along the 
Klingon Neutral Zone, it arranged to purchase this sparsely 
settled, cool planet. The owners, the Heilen family, happily and 
profitably sold all title to the world—and only then, to Star 
Fleet's surprise and concern, did they find that they had also 
purchased the work contracts of all the inhabitants, making 
Star Fleet a planetary slave-owner. While Star Fleet figured out 
a legal way to free the population, the 'property' was quickly 
placed on the Federation payroll and put to work building the 
base. 

Today, Tabulon is home to the largest forces assembled on 
any single Federation frontier, a logistical and administrative 
center without peer. Based here are the 14th, 72nd, 29th, and 
Fighting First Strategic Forces, as well as the 3rd and 7th 
Marine divisions and the Rigel Sector Materiel Command. It is 
also the reputed home of the clandestine, elite anti-pirate force 
that is rumored to operate on both sides of the Neutral Zone. 
Although Star Fleet denies its existence, the Orions say 
otherwise. 
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WORLD LOG: TEMPE 
System Data 
System Name: Khoosin 
Map Coordinates: 7.74S 0.43E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: ll 


Number Of Satellites: 2 
Planetary Class: M 
Planetary Gravity: 1.4g 
Planetary Size 

Diameter: 18,000 km 


Equatorial Circumference: 56,550 km 

Total Surface Area: 1,017,875,900 sq km 

Percent Land Mass: 10% 

Total Land Area: 101,787,590 sq km 
Planetary Conditions 

Length Of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


24 hours 
Terrestrial 
Cool Temperate 


Normal Metals: 15% 
Radioactives: 03% 
Gemstones: 02% 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Tempean 
Technological/ 
Sociopolitical Index: 566741-64 
Planetary Trade Profile: ABCDDEG/C (D) 


Notes: 

Under the vague red ball of Khoosin lie the cold productive 
oceans of Tempe, world of storms. Tempe is a quiet backwater 
teeming with fish, whales and other marine life thatis harvested 
by the inhabitants. There is little else on the world—no industry 
or mines, too little land and too rough a climate for normal 
farming—and so the economy is dependent on exports of 
seafood, marine plants, and a few minerals extracted from the 
sea. Aside from the constant fluctuations on interstellar mar- 
kets, events that shook the galaxy have rarely caused a ripple 
here. Life remained basically unchanged through the Orion 
War, the Reverse, and the Four Years War. When Star Fleet 
finally came to Tempe, it found the natives unconcerned about 
galactic politics or who claimed their planet, as long as they 
could live as their grandfathers lived. To the Tempeans, the 
Federation was just another fishbuyer. 

Tempe is a major food exporter to Star Base 27 and many 
Federation colonies in the sector. New industries, including 
fertilizer and petroleum production, have brought new prosper- 
ity and a measure of Federation technicians and settlers here. 
The loose coterie of governing families has quite cordially and 
innocuously accepted them into the Tempean way of life. 

Tempe is a veritable music factory, with an output of sheet 
music and recordings far in excess of many more heavily 
settled worlds. Ancient sea chanteys, doleful symphonic 
works, even modern popular tunes pour out of Tempe's Orions 
like they will never stop. Some are clearly ancient Orion music, 
but most are simply the expressions of Tempe's unique civili- 
zation, arising from the soul of the people. Tempean music and 
musicians are becoming known even to the core worlds of the 
Federation, and rare is the starship that does not carry the 
music of Tempe as entertainment—or as trade goods. 
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WORLD LOG: TROYIUS 
System Data 
System Name: Tellun 
Map Coordinates: 8.58S 4.98E 
Number Of Class M Present: 2 
Planetary Data 


Position In System: V 
Number Of Satellites: 2 
Planetary Class: M 
Planetary Gravity: 0.9g 
Planetary Size 

Diameter: 18,200 km 


Equatorial Circumference: 57,180 km 
Total Surface Area: 1,040,676,000 sq km 
Percent Land Mass: 35% 


Total Land Area: 364,236,600 sq km 
Planetary Conditions 
Length Of Day: 22.75 hours 


Atmospheric Density: Thin 
General Climate: Cool Temperate 
Mineral Content 


Normal Metals: 12% 
Radioactives: Trace 
Gemstones: . Trace 
Industrial Crystals: 15% 
Special Minerals: 10% 
Cultural Data 
Dominant Life Form: Troyian 
Technological/ 
Sociopolitical Index: 668877-75 
Planetary Trade Profile: ABCBCCB/D (C) 


Notes: 

Troyius is a cool but comfortably lush world, home to a race 
very similar to the Elasians but somewhat more advanced. An 
associate member of the Federation, Troyius is committed to 
improving its interstellar merchant fleet. Although their crews 
are inexperienced, they are still dedicated and enthusiastic. 
Centuries of war between Troyius and Elas have recently 
ended, the pact being sealed by marriage between the hypnoti- 
cally beautiful Dohlman of Elas and the Prefect-King of Troyius, 
Cosalthan II. The two monarchs now rule both worlds jointly. 

Looking at the modern spaceport at the capital of Troilus, 
it is hard to believe that interstellar trade and Federation 
contact began only 20 years ago. Although their Colony here 
boasts many lovely cities, the Orions have never been able to 
ingratiate themselves into Troyian society since Half-a-Man 
Sooris and his pirate fleet sacked Troyius. Under Federation 
influence, this world has flowered and prospered as never 
before. In the huge Interplanetary Bazaar, its dilithium may be 
purchased (though in limited quantities strictly controlled by the 
government). 

Recent changes in local law now discourage the carrying of 
weapons—whether guns or blades—in public. However, 
persons pay for the privilege of bearing arms, and the class of 
nobility is not restricted at all. As the tourist guides state, there 
exists a class of knights-errant among the nobility, but visitors 
should not expect to find armored figures on noble chargers. 
Although these actone are expected to act legally and to halt 
any criminal activity that they see, they are more concerned 
with tending their estates than with acting as impromptu police 
or taking up the cause of some wronged unfortunate. The 
Tribunal warns would-be petitioners that it will prosecute 
anyone seeking to hire an acton under false pretenses or 
through improper promises. 


WORLD LOG: T'VAM 
System Data 
System Name: Gunarp 
Map Coordinates: 8.02S 0.84W 


Number Of Class M Present: 0 
Planetary Data 
Position In System: ll 


Number Of Satellites: 0 
Planetary Class: F 
Planetary Gravity: 0.9g 
Planetary Size 

Diameter: 11,080 km 


Equatorial Circumference: 34,810 km 


Total Surface Area: 385,682,010 sq km 
Percent Land Mass: 25% 
Total Land Area: 96,420,502 sq km 
Planetary Conditions 
Length Of Day: 30 hours 
Atmospheric Density: Thick 
General Climate: Warm Temperate 
Mineral Content 
Normal Metals: 35% 
Radioactives: 07% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: 02% 
Cultural Data 
Dominant Life Form: Orion 
Technological/ 
Sociopolitical Index: 677752-70 
Planetary Trade Profile: BCDACDE/B (E) 


Notes: 

T'vam was a minor, almost forgotten Orion Colony until the 
Four Years War. As their forces retreated toward their Empire, 
the Klingons garrisoned and fortified the planet, which was 
taken in Stardate 1/9708 by Task Force Thonat. The popula- 
tion of 2,000 readily elected to join the Federation—even 
though this meant that Federation colonists would soon come 
to settle their pristine, nearly empty planet. 

Then, three entire UFP settlements failed—the first two, 
almost 30,000 people, died to the last man. The third, accom- 
panied by a Star Fleet cruiser and research party, found out 
why. In spring, nearly all the planet's flowering plants release 
violently hallocinogenic pollen. Depending on the recipient's 
race, breathing the pollen can cause nausea and disorientation 
(sometimes permanent), severe mood alteration, impairment 
of higher reasoning, hallucinations, or (in at least 10 percent of 
the cases) a violent homicidal mania. Well over half those so 
afflicted stayed violent and murderous even after being re- 
moved from the environment. Decontamination and psycho- 
logical reconditioning has helped some of the sufferers. By 
gruesome natural selection, the only Orions left on the planet 
are those who are unaffected by the pollen—save for some 
slight incidence of bizarre hay-fever. 

Star Fleet labels this world prohibited; only the author- 
ized research team or people with clearance may touch its 
surface. Nevertheless, these provisions have not stopped the 
lucrative illegal drug manufacturing that is going on right under 
Star Fleet's noses. Somebody, probably with native help, is 
extracting the extremely dangerous chemicals from the local 
plants and shipping it to the criminal underworlds of at least a 
hundred planets. The profits must be astronomical and the 
demand unslacking. As fast as Star Fleet obliterates one 
smuggling ring, another—or two—springs up to take its place. 
A Federation Security Council document specifies that, be- 
cause of the danger to personnel, all smuggler traffic from or to 
T'vam must be intercepted in space—never on the surface. 
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WORLD LOG: UKRAINIA NOVYA 


System Data 
System Name: 
Map Coordinates: 


Number Of Class M Present: 


Planetary Data 
Position In System: 
Number Of Satellites: 
Planetaray Class: 
Planetary Gravity: 
Planetary Size 

Diameter: 


Equatorial Circumference: 


Total Surface Area: 


Percent Land Mass: 


Total Land Area: 
Planetary Conditions 
Length Of Day: 


Atmospheric Density: 


General Climate: 
Mineral Content 


Dagem 
8.60S 4.30E 
1 


ll 
2 
M 
1.1g 

14,300 km 

44,920 km 
642,424,250 sq km 
36% 

231,272,730 sq km 


26 hours 
Terrestrial 
Warm Temperate 


WORLD LOG: VOLA V 
System Data 


Normal Metals: 47% 
Radioactives: 23% 
Gemstones: 08% 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 

Dominant Life Form: Human 

Technological/ 

Sociopolitical Index: 999884-74 


Planetary Trade Profile: AABECDE/B (C) 
Notes: 

The Orions abandoned this world during the Romulan 
scare and never resettled it. In Stardate 1/8107, a large fleet 
of colonization ships from Terra reached Ukrainia Novya and 
planted a large agriculturally oriented colony here, one of the 
largest and most successful Human settlements so far from the 
Federation core. The colonists are almost exclusively Russian 
and Eastern-European peoples, and their heritage is strikingly 
reflected in their architecture, music, popular culture, lan- 
guages. 

Ukrainia Novya is reputed to be a transfrontier pipeline. A 
large (though unknown) amount of its bounty enters the Tri- 
angle—possibly for shipment to either the Romulans or the 
Klingons (though there is no proof of this). Certain objects of 
known Klingon manufacture (not, thankfully, weapons) have 
been traced back as far as this planet—but if this is the work of 
individual traders, then there is technically nothing Star Fleet 
can do about it. The close-mouthed Korda family, who run the 
planet on a surprisingly Orion pattern, insist that their world is 
above reproach, and greatly resent any attempt to pry into their 
private affairs. 
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System Name: Vola 
Map Coordinates: 7.60S 2.78E 
Number Of Class M Present: 0 
Planetary Data 
Position In System: V 
Number Of Satellites: 0 
Planetary Class: N 
Planetary Gravity: 1.0g 
Planetary Size 
Diameter: 12,870 km 
Equatorial Circumference: 40,430 km 
Total Surface Area: 520,363,640 
Percent Land Mass: 0.00003% 
Total Land Area: 156 sq km 
Planetary Conditions 
Length Of Day: 24 hours 
Atmospheric Density: Terrestrial 
General Climate: Arctic 
Mineral Content 
Normal Metals: 13% 
Radioactives: 02% 
Gemstones: Trace 
Industrial Crystals: 07% 
Special Minerals: 02% 
Cultural Data 
Dominant Life Form: Mixed 
Technological/ 
Sociopolitical Index: 589683-98 
Planetary Trade Profile: AAEBDEG/B (X) 


Notes: 

This former Orion ag-world is the site of a battle in the Four 
Years War. Cold, swept by frequent and vast storms laden with 
snow and occasional rain, it was a rich source of food collected 
by enormous semi-submerged factory-cities that travelled 
from harvest-field to harvest-field under their own power. After 
capturing the planet during the war, the Klingons ordered the 
Orions to evacuate. Outraged, they did—but not before they 
sank their cities in the ocean deeps. 

Federation settlers here have only recently begun to farm 
the oceans. The larger and better-equipped Orion facilities lie 
thousands of fathoms deep in ice-cold water, almost impos- 
sible to salvage (the smallest were 600 meters across, and the 
largest were over 15 kilometers). Ironically, Orions buy most of 
the harvest. 
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THE KLINGON EMPIRE 


Data on Orion worlds held by the Klingons is scanty. Some 
worlds have been quarantined because their wealth is also a 
dangerous lure to the unprincipled, unscrupulous, luxury- 
loving elements in Klingon society. Selected governors and 
rigorously tested staffs are the only Klingons permitted to live 
there. 


WORLD LOG: ALARIS 
System Data 
System Name: Koranischat 
Map Coordinates: 9.42S 0.37W 
Number Of Class M Present: 1 
Planetary Data 


Position In System: IV 
Number Of Satellites: 1 
Planetary Class: M 
Planetary Gravity: 1.2g 
Planetary Size 

Diameter: 15,600 km 


Equatorial Circumference: 49,010 km 
Total Surface Area: 764,537,960 sq km 
Percent Land Mass: 50% 


Total Land Area: 382,268,980 sq km 
Planetary Conditions 

Length Of Day: 17 hours 

Atmospheric Density: Thick 


General Climate: 
Mineral Content 


Warm Temperate 


Normal Metals: 37% 
Radioactives: 08% 
Gemstones: 12% 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Klingon 
Technological/ 
Sociopolitical Index: 999794-75 
Planetary Trade Profile: BDEBCDF/C (D) 


Notes: 

Metallic sulphides in the native plant life give Alaris vege- 
tation a red tinge. From orbit, the effect would be striking if 
clouds did not constantly obscure the surface. Alaris is very like 
the Klingon homeworld of Klinzhai: overcast, damp, and mostly 
warm. A small number of Orions still live here, but cumulative 
toxicity from the environment is slowly cutting them down. The 
Klingons are importing other, more endurable servitors and are 
themselves immigrating in large numbers. Alaris is an invalu- 
able source of rare drugs and exotic, expensive foodstuffs. An 
Imperial Transporteer is said to have offices here with the 
exlusive task of shipping food and pharmaceuticals back for 
the Emperor's household's own use. 

Star Fleet Intelligence has been trying for years to help the 
Orions of Alaris throw off the Klingon yoke, but now only 30.8% 
of the population is Orion and not in any shape to revolt. 
Although Star Fleet Intelligence pays very well for any cargoes 
of drugs and foods from Alaris, opportunistic traders are 
warned that this is a Klingon world and legally off-limits to 
Federation traders. If a ship runs into difficulty there, the 
Federation will send no help of any kind. One might find help 
from the local Orions, but they could just collect the reward for 
turning in criminals against the Empire and leave it at that. 


WORLD LOG: FAANT 
System Data 
System Name: Kintir 
Map Coordinates: 9.62S 1.84E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: Il 


Number Of Satellites: 3 
Planetary Class: M 
Planetary Gravity: 0.9g 
Planetary Size 

Diameter: 11,700 km 


Equatorial Circumference: 36,760 km 

Total Surface Area: 430,052,600 sq km 

Percent Land Mass: 47% 

Total Land Area: 202,124,720 sq km 
Planetary Conditions 

Length Of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


24 hours 
Terrestrial 
Warm Temperate 


Normal Metals: Trace 
Radioactives: 24% 
Gemstones: 06% 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 

Dominant Life Form: Orion 

Technological/ 

Sociopolitical Index: 999974-74 


Planetary Trade Profile: AFCDDFG/A (B) 
Notes: 

Faant is a Klingon agricultural world that is wet, steamy, 
and ideal for Klingon food crops. Supposedly, it is also being 
groomed as a backup base in case of war. Orion traders come 
here a good deal, and they describe the planet as damp, 
overcrowded, gloomy, and utterly without interest—in short, a 
Klingon paradise. The civilian governor, Anthor, seems preoc- 
cupied with policing the sizable Orion Colony of 1.2 million that 
lies within the capital city of Korlath. Klingon Admiral Kazh 
epetai-Zulor, a Four Years War veteran and head of the 
Resources Marshalling Command for his sector, has restricted 
the size, tonnage, and type of Orion cargoes to keep the Orions 
under control. There is little rancor between the races at 
present, but the future is uncertain. 

The humanoid natives, known as Faantines, 2.2 meters 
tall, slimy-skinned, with bifurcate jawless mouths and no read- 
able expression on their hideous faces, do the bulk of the 
farming for the Klingons. Readily obedient, they are said to 
revere the Klingons as gods. 


96 


WORLD LOG: KELM 
System Data 
System Name: Zemica 
Map Coordinates: 9.32S 2.50E 
Number Of Class M Present: 0 
Planetary Data 
Position In System: 


| 
Number Of Satellites: 0 
Planetary Class: K 
Planetary Gravity: 0.4g 
Planetary Size 
Diameter: 5,200 km 


Equatorial Circumference: 16,340 km 

Total Surface Area: 84,948,661 sq km 

Percent Land Mass: 100% 

Total Land Area: 84,948,661 sq km 
Planetary Conditions 

Length Of Day: 24 hours 

Atmospheric Density: N/A 


General Climate: N/A 
Mineral Content 
Normal Metals: 45% 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: 11% 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Klingon 
Technological/ 
Sociopolitical Index: 999794-75 


Planetary Trade Profile: HEFGDGH/C (D) 
Notes: 

This Class K world is the only planet in the region even 
marginally suitable to use as a base against pirates and 
smugglers. Grim, cheerless, and bleak, Klem is a blistered 
world that will never be more than passable as a habitat. 
Military governor Karab zantai-Velai apparently has a repu- 
table linename, but some obscure scandal has forced him to be 
posted here. By all reports, Karab is hopelessly corrupt and 
worthless as an administrator. 

Kelmis the headquarters of the Klingon 4th Frontier Force, 
which spends most of their time on patrol, as far from Kelm as 
possible. Rumor says that Kelm is a dead-end for losers of the 
Great Game; no ranking officer assigned here has ever been 
called back. 
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WORLD LOG: KHALAS 
System Data 
System Name: Aberriz 
Map Coordinates: 9.28S 3.74E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: Ili 


Number Of Satellites: 4 
Planetary Class: M 
Planetary Gravity: 1.2g 
Planetary Size 

Diameter: 15,600 km 


` Equatorial Circumference: 49,010 km 
Total Surface Area: 764,537,960 sq km 
Percent Land Mass: 41% 
Total Land Area: 313,460,560 sq km 
Planetary Conditions 


Length Of Day: 26 hours 
Atmospheric Density: Thick 
General Climate: Tropical 
Mineral Content 
Normal Metals: 22% 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Klingon 
Technological/ 
Sociopolitical Index: 999794-75 
Planetary Trade Profile: CCCBBDEYA (B) 


Notes: 

Once a minor Orion possession, Khalas is now a signifi- 
cant Klingon R&R post and border monitoring station, tech- 
nically commanded by Klingon Admiral Khour zantai-Laggal 
but equally a possession of the Orion Balun family. Although 
treated as a place for Klingon undesirables, the planet may be 
a front for Klingon Diplomatic Corps operatives. Star Fleet 
Intelligence personnel sometimes call Khalas "Checkpoint 
Charlie", a back door used by both sides for semi-legal 
transfers. 
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WORLD LOG: KOLM-AN 
System Data 
System Name: Karregheni 
Map Coordinates: 9.30S 0.10W 
Number Of Class M Present: 1 
Planetary Data 
Position In System: Il 


Number Of Satellites: 3 
Planetary Class: M 
Planetary Gravity: 1.0g 
Planetary Size 

Diameter: 10,060 km 


Equatorial Circumference: 31,600 km 
Total Surface Area: 317,940,470 sq km 
Percent Land Mass: 24% 


Total Land Area: 76,305,712 sq km 
Planetary Conditions 

Length Of Day: 26 hours 

Atmospheric Density: Terrestrial 


General Climate: 
Mineral Content 


Warm Temperate 


Normal Metals: 17% 
Radioactives: Trace 
Gemstones: 07% 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 

Dominant Life Form: Klingon 

Technological/ 

Sociopolitical Index: 999794-75 


Planetary Trade Profile: BADDBCE/B (C) 
Notes: 

The control nexus for the Klingon invasion of Federation 
space in the Four Years War and the site of the war's last great 
battle, Kolm-an was not, as many think, an ancient Klingon 
base. Prior to the war, it was a peaceable Orion world with a 
primarily agrarian populace and a small ruling garrison. The 
records of the ruling Thentak family say that Kolm-an (then 
known as Kolmana) served as a base for Orion pirates until the 
Klingons chased them away. 

Kolm-an's suitability for a major base convinced the Klin- 
gon Emperor to build a facility there in approximately Stardate 
1/87, but he later diverted construction funds toward building 
up the invasion force poised against the Federation. Almost by 
accident, Kolm-an was selected as the forward marshalling 
area and coordinating communications center, and its de- 
fenses were neglected in favor of warehouses, administrative 
offices, and communications apparatus. As a forward com- 
mand post, it directed fleets into Federation space very effi- 
ciently. A great deal of Klingon success in the early days of the 
war was the result of the decision to use Kolm-an as an 
administrative, not purely military, installation. 

However, the decision came back to haunt the Klingons 
when Klingon Admiral Komex betrayed Kolm-an's location and 
importance. As the base was not fortified as other bases had 
been, it was utterly overrun and wrecked. Had the Federation 
decided to pursue the Klingons further, there was little the 
Empire could do to mount any organized defense against 
them. 

Judging from subspace radio intercepts and scout probes, 
the Klingons have never attempted to rebuild Kolm-an, though 
a small garrison remains among the ruins. 


WORLD LOG: MASTOCAL 
System Data 
System Name: Sigma Kinna 
Map Coordinates: 8.87S 3.00E 
Number Of Class M Present: 1 
Planetary Data 


Position In System: IX 
Number Of Satellites: 2 
Planetary Class: M 
Planetary Gravity: 1.2g 
Planetary Size 

Diameter: 15,600 km 


Equatorial Circumference: 48,000 km 

Total Surface Area: 612,000,000 sq km 

Percent Land Mass: 31% 

Total Land Area: 189,720,000 sq km 
Planetary Conditions 

Length Of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


21 hours 
Thick 
Warm Temperate 


Normal Metals: 33% 
Radioactives: 10% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 

Dominant Life Form: Klingon 

Technological/ 

Sociopolitical Index: 999794-75 


Planetary Trade Profile: ECEDDDE/B (B) 
Notes: 

At the time of its completion in Stardate 2/0109, Mastocal 
was the largest Klingon naval base yet built. From here, the 
Klingons intended to extend their influence into Federation 
space, using Mastocal as their base of operations. The Organi- 
ans interfered with their plans, putting a halt to the intended 
war. The Empire is still building up Mastocal, however, sure 
that one day they will find a way around the Organians into the 
Federation. 

Mastocal is essentially one large planet-wide base. There 
are training facilities, planetside and orbital repair facilities, 
R&R facilities, and manufacturing plants for smaller weapons 
and tools of war. No shipbuilding facilities are maintained here, 
although extensive repairs can be made to any size vessel in 
the Klingon navy. 
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WORLD LOG: NOOD 
System Data 


System Name: Kedgellan 
Map Coordinates: 9.51S 3.98E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: Il 
Number Of Satellites: 0 
Planetary Class: M 
Planetary Gravity: 0.8g 
Planetary Size 
Diameter: 10,400 km 


WORLD LOG: VESKA 
System Data 


System Name: Klathind 
Map Coordinates: 9.60S 0.83E 
Number Of Class M Present: 0 
Planetary Data 
Position In System: IV 
Number Of Satellites: 2 
Planetary Class: N 
Planetary Gravity: 1.1g 
Planetary Size 
Diameter: 14,300 km 


Equatorial Circumference: 32,670 km 

Total Surface Area: 339,794,650 sq km 

Percent Land Mass: 80% 

Total Land Area: 271,835,720 sq km 
Planetary Conditions 

Length Of Day: 

Atmospheric Density: 


25 hours 
Very Thin 


Equatorial Circumference: 44,920 km 

Total Surface Area: 642,424,260 sq km 

Percent Land Mass: 07% 

Total Land Area: 44,969,698 sq km 
Planetary Conditions 

Length Of Day: 

Atmospheric Density: 


22 hours 
Thick 


General Climate: 
Mineral Content 


Cool Temperate 


General Climate: 
Mineral Content 


Cool Temperate 


Normal Metals: 16% 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: 02% 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Klingon 
Technological/ 
Sociopolitical Index: 999794-75 
Planetary Trade Profile: ECFFCEF/A (C) 


Notes: 

A token garrison occupies Nood, an unremarkable world 
deep within Klingon space. Actual civil authority is in the hands 
of the Flagine Corporation, itself only a minor trading-and- 
holding company. However, although Nood is more than ten 
parsecs beyond the Neutral Zone, it still receives regular 
shipping from Orion Space. Flagine can offer one of the most 
secure smuggling routes between Orion and deeper Klingon 
space—for those who can meet the price and their strict 
standards. 
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Normal Metals: 31% 
Radioactives: Trace 
Gemstones: 08% 
Industrial Crystals: 02% 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Klingon 
Technological/ 
Sociopolitical Index: 999794-75 
Planetary Trade Profile: DDHEBCE/C (D) 


Notes: 

The greatest Klingon base on the Federation frontier, 
Veska is rightly called "the Klingon Gibraltar". The Klingon 
forces stationed here have been ordered to halt all Federation 
and Orion incursion into Klingon space and to punish a few. 

Veska is not an obvious choice for a superbase; the 
largest landmass on this pelagic planet is only 350 by 120 
kilometers and semi-tropical. However, Klingons find the cli- 
mate ideal—not too warm, humid, small, and easily controlled. 
Seafarming provides the bulk of the food for the base and its 
ships. Although the military deployment here varies, between 
five and seven Klingon strategic forces are usually here at any 
one time. Admiral Klithis epetai-Horon commands this force, 
known variously as the Third Frontier Naval Division, the 
Federation Fighters, and Tolum E'Dras—the "Orion Wall". 
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ORION SPACE 


Orion Space is a legal fiction created at the end of the Four 
Years War to solve the Orion problem. Instead, however, it has 
fostered whole new problems that Star Fleet and the Federa- 
tion will be dealing with for many years to come. 

Originally, the idea of penning up the Orions was a kind of 
mutually protective one. In place of a myriad of Orion worlds 
claiming degrees of loyalty to Botchok and scorning Federation 
laws under their own Neutrality Act, there would be a clearly 
defined region where the Orions could live as they pleased. 
Federation Council records note that at one time a region 
roughly 40 by 80 parsecs was considered adequate room. 
However, the free passage of invading Klingon warships 
through Orion Space hardened the Federation's mood. Cre- 
ated to neutralize the Orions and to prevent their ever becom- 
ing a Klingon vassal state, the Orion Demilitarized Zone 
Commission wrestled with several possible solutions. The 
mildest was making the entire Orion Arm a demilitarized zone 
under the authority of the Orions; the harshest, full-scale 
occupation of Rigel and all Colonies. The solution they finally 
proposed was an Orion enclave centered on Rigel, a sort of 
‘reservation’ where the Orions could live, neutral and unmo- 
lested, and the border would be Star Fleet's to maintain. A ten- 
parsec sphere would give the Orions ample room for a home- 
land, preserve the integrity of the border, and coincidentally 
give the Federation suzerainty over 80 percent of the Arm and 
the Colonies. 

The Federation has since paid for its mistake. Allowing the 
Orions their neutrality has proved incompatible with patrolling 
the Neutral Zone, which runs through Orion Space. Marking an 
artificial barrier in space, Star Fleet has ruefully discovered, is 
not the same as keeping it inviolate. The Orions and a still- 
undetermined number of Klingon vessels slip over the line 
regularly to perform nefarious missions deep in Federation 
space. 

Therefore, in spite of the hard lines drawn on the map, this 
region of space is the most disputed and active region known. 
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WORLD LOG: B'MORGIA 
System Data 
System Name: Olio 
Map Coordinates: 7.70S 1.40E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: Ill 


Number Of Satellites: 3 
Planetary Class: M 
Planetary Gravity: 1.3g 
Planetary Size 

Diameter: 16,900 km 


Equatorial Circumference: 53,090 km 

Total Surface Area: 897,270,240 sq km 

Percent Land Mass: 56% 

Total Land Area: 502,471,330 sq km 
Planetary Conditions 

Length Of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


26 hours 
Terrestrial 
Warm Temperate 


Normal Metals: 34% 
Radioactives: 10% 
Gemstones: Trace 
Industrial Crystals: 03% 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Orion 
Technological/ 
Sociopolitical Index: 999974-74 
Planetary Trade Profile: DDEDBCD/A (A) 


Notes: 

B'Morgia ("The Big B" or “The Perfect World") has required 
only slight modification to make it nearly ideal. Even before the 
Orions, colonization and invasion had produced a polyglot 
civilization, a hodgepodge of races very different from each 
other yet living in relative harmony. Only traces of this civiliza- 
tion remain, relics of the late-Reverse genocidal war that killed 
off all the races but the Orions. B'Morgia is home to the House 
of Thylaster, the oldest royal family surviving in Orion Space 
and which traces back all the way to Emperor Arnet. Under the 
leadership of King Holencas the Just, B'Morgia is rightly 
regarded as one of the most steadfast planets in Orion Space. 

B'Morgia's trade volume compares favorably with Rigel's, 
and doubtless itis growing because there are fewer restrictions 
here. The king tolerates a host of small dissident political 
groups, including the strident Orion Freedom League that 
wishes to kick all the invaders’ out and re-establish the Orion 
Golden Age of unfettered trade and piracy. 

With its hundreds of universities and its copious history, 
B'Morgiais an Orion cultural center second only to Rigel. Small 
wonder that Nolos, the capital and home to the Royal 
B'Morgian University, is also known as the Orion Capital of 
Ideas. 
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WORLD LOG: DAV'IR 
System Data 
System Name: Toolian 
Map Coordinates: 7.81S 0.93E 
Number Of Class M Present: 1 
Planetary Data 


Position In System: IV 
Number Of Satellites: 4 
Planetary Class: M 
Planetary Gravity: 1.0g 
Planetary Size 
Diameter: 13,210 km 
Equatorial Circumference: 41,500 km 
Total Surface Area: 548,220,780 sq km 
Percent Land Mass: 92% 
Total Land Area: 504,363,110 sq km 
Planetary Conditions 
Length Of Day: 28 hours 
Atmospheric Density: Terrestrial 
General Climate: Tropical 
Mineral Content 
Normal Metals: 33% 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: 05% 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Orion 
Technological/ 
Sociopolitical Index: 999974-74 
Planetary Trade Profile: BEFECDF/A (B) 
Notes: 


Dav'ir is a thriving agricultural world where over half of the 
land is used for farming. Only a few cities dot the landscape, 
and most residents live in small villages surrounded by vast 
fields of crops. 

Inthe huge estates live land barons from two Orion families, 
the Bilat and the Cholifir. Their corporations rule Dav'ir jointly, 
but not agreeably; intercorporate rivalry is intense and just 
short of open warfare. Both have torched fields, assassinated 
rhadamanen, and hired pirates to seize the other's shipments. 
Despite these tactics, both families have shown remarkable 
cluros, treating each other civilly and inviting each other to their 
banquets and festivals. 
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WORLD LOG: KAMMZDAST 
System Data 
System Name: Skondard 
Map Coordinates: 8.15S 17.8E 
Number Of Class M Present: 0 
Planetary Data 
Position In System: II 


Number Of Satellites: 0 
Planetary Class: J 
Planetary Gravity: 1.1g 
Planetary Size 
Diameter: 3,400 km 
Equatorial Circumference: 10,680 km 
Total Surface Area: 36,316,810 sq km 
Percent Land Mass: 100% 
Total Land Area: 36,316,810 sq km 
Planetary Conditions 
Length Of Day: 40 hours 
Atmospheric Density: N/A 
General Climate: N/A 
Mineral Content 
Normal Metals: 03% 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: 13% 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Orion 
Technological/ 
Sociopolitical Index: 999974-74 
Planetary Trade Profile: GGGGDFG/A (E) 
Notes: 


This is where the ancient Treaty of Kammzdast was signed 
to regulate Orion slavery. Though airless and waterless, 
Kammzdast is extensively tunneled to a depth of 500 kilome- 
ters—less a planet than an enormous space station. Perhaps, 
in fact, it once was a battle station or fortified world; certainly its 
life-support still works. 

Its history before the Treaty of Kammzdast is obscure, but 
without doubt it was a strategic fortress less battled-over than 
swapped in diplomatic maneuvers. After the Treaty and the 
cessation of general welfare, Kammzdast became adiplomatic 
meeting site. Orion slaves once mined the other planets in the 
system, but the mines have long since been depleted. Since 
the Orion War, Kammzdast has been used variously as a 
weapons cache and repair yard, a corporate and diplomatic 
meeting site, and an industrial park (which it is at present). The 
Botchok Planetary Congress owns and operates the rental 
concession here, leasing space, machinery, power, and utili- 
ties to quite a number of industrial customers. However, the 
bulk of the planet and its orbit are used as a marshalling yard 
for the Orion Space Navy, which uses it as their major outworld 
base. Annual naval exercises are held in the system, but by 
most accounts, the manuevers are a convenient excuse for 
officers to get away from their usual duties, play at war, and 
enjoy the nightly round of parties in the opulent hostelries. 
Needless to say, maneuvers are very popular, and there is 
much competition among the lower commissioned ranks for a 
berth. 

The Kammzdast Museum of Orion Civilization here com- 
memorates the spread of the Orions throughout space, from 
Kammzdast to Orion Dawn to Reverse to the Four Years War, 
and it is worth the trip just to see how the Orions perceive their 
own history. The museum is huge—there are no less than 26 
square kilometers of exhibit space, and easily twice that in 
administration, restoration ships, and storage. The Museum 
Guidebook states that a cursory tour of the galleries takes 79 
hours without breaks, food, or sleep. Curator Abnel Isolio 
welcomes all visitors from whatever quarter of the galaxy they 
come. 
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WORLD LOG: NOLTH 
System Data 
System Name: Halat 
Map Coordinates: 8.75S 1.56E 
Number Of Class M Present: 1 
Planetary Data 


Position In System: IV 
Number Of Satellites: 1 
Planetary Class: M 
Planetary Gravity: 1.0g 
Planetary Size 

Diameter: 11,650 km 


Equatorial Circumference: 36,600 km 

Total Surface Area: 426,384,790 sq km 

Percent Land Mass: 73% 

Total Land Area: 311,260,890 sq km 
Planetary Conditions 

Length Of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


20 hours 
Terrestrial 
Warm Temperate 


Normal Metals: 14% 
Radioactives: 26% 
Gemstones: 02% 
Industrial Crystals: Trace 
Special Minerals: 07% 
Cultural Data 
Dominant Life Form: Orion 
Technical/ 
Sociopolitical Index: 999974-74 
Planetary Trade Profile: DCBEBBCY/A (A) 


Notes: 

Like Syrenra, Nolth has had a peaceful history. The infa- 
mous Rigellian fever killed off the Hathine, the dominant native 
race and founding member of the Nine Worlds Confederation, 
but their many beautiful cities remained intact. With the help of 
refugees from the Outer Dark, Nolth rebuilt itself quickly and 
experienced a unique rebirth of Orion culture. According to the 
Orion Registry, a staggering total of 325 major families and 
their households and retainers live here in comparative peace, 
making this the most quiescent of Orion Colonies. It is gov- 
erned by an elected planetary council, which elects the planet's 
ruling Judge. Fyash Motin the Fat has been Judge now for 32 
standard years. 

Nolth does a bustling trade, including Federation and 
Klingon merchants in its clientele. Some entrepreneurs have 
funded trading expeditions as far as the Triangle, and perhaps 
even beyond. The planet's most famous product is Nolth wool, 
grown from mutant sheep-like creatures bred to monstrous 
size; they are typically from 15 to 20 meters long and mass over 
25 tons. In addition, Nolth also does a bustling business in 
pharmaceuticals and medicinal products. Various anonymous 
sources fund the development of new drugs. 

Reportedly, an anti-aging drug has been secretly devel- 
oped on Nolth. The entire drug industry is under extremely tight 
security, and so the truth of this single report cannotbe verified. 
Star Fleet Intelligence is certain that Nolth produces many 
addictive substances that find their way into Federation mar- 
kets, but it cannot prove it, halt it, or even trace the distribution 
network. 


WORLD LOG: QUALF 
System Data 
System Name: Qualf 
Map Coordinates: 8.34S 2.19E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: III 


Number Of Satellites: 4 
Planetary Class: M 
Planetary Gravity: 1.2g 
Planetary Size 

Diameter: 15,600 km 


Equatorial Circumference: 49,010 km 
Total Surface Area: 764,537,960 sq km 
Percent Land Mass: 21% 


Total Land Area: 160,552,970 sq km 
Planetary Conditions 

Length Of Day: 24 hours 

Atmospheric Density: Terrestrial 


General Climate: 
Mineral Content 


Warm Temperate 


Normal Metals: 38% 
Radioactives: 17% 
Gemstones: 09% 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 
Dominant LIfe Form: Orion 
Technological/ 
Sociopolitical Index: 999974-74 
Planetary Trade Profile: DBCDCDEVYA (A) 


Notes: 

Qualf used to be a serene and pleasant world. Happy, 
industrious, heavily populated (at 3.4 billion people, it was 
second only to Botchok), Qualf seems to have known little war 
since the coming of the Orions. Pirates never troubled it, and 
refugees from the Outer Dark and from Romulan and Klingon 
invasions never ruffled its planetary calm. 

However, after the Four Years War, things took a turn for 
the worse. The Rigel Demilitarized Zone Commission desig- 
nated Qualf as the final resettlement site for all relocated 
Orions from Sector Two—a total of 1.4 billion refugees. This 
crush forced a crisis on the four-family coalition governing the 
planet. For the duration of the crisis, they appointed Vintlel 
Sotars as dictator, empowered to use any means at his 
disposal to provide for all citizens and to maintain public order. 
Since Stardate 1/9904, Sotars has been in power and has 
earned himself anew sobriquet—the Harsh. Through alliances 
with minor families and certain political elements, he has 
cemented himself in power and neutralized all opposition. 

A pro-Federation ruler, Vintlel the Harsh promotes the 
heavy trade between his world, Ayirn, and Star Base 12. The 
strong local resistance movement, Oromente Qualfn (Qualf 
Liberation Force), has strong Klingon backing, up to and 
including arms. Clashes between government troops and 
insurgents have grown bloodier and more frequent. The situ- 
ation has distressed the Federation, but as Qualf is an Orion 
world, it can do nothing. Nashi Dolun the Young, the unofficial 
Oromente Qualfn leader, has been gaining allies for his move- 
ment from all quarters. Visitors are duly warned that Qualfis a 
powderkeg ready to blow. 
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WORLD LOG: SYRENYA 
System Data 
System Name: Adonolo 
Map Coordinates: 8.62S 2.06E 
Number Of Class M Present: 1 


Planetary Data 
Position In System: IV 
Number Of Satellites: 3 
Planetary Class: M 
Planetary Gravity: 1.0g 
Planetary Size 
Diameter: 10,270 km 


Equatorial Circumference: 32,260 km 
Total Surface Area: 331,352,880 sq km 
Percent Land Mass: 32% 


Total Land Area: 106,032,920 sq km 
Planetary Conditions 
Length Of Day: 27 hours 
Atmospheric Density: Terrestrial 
General Climate: Tropical 
Mineral Content 
Normal Metals: 04% 
Radioactives: 21% 
Gemstones: 12% 
Industrial Crystals: Trace 
Special Minerals: 03% 
Cultural Data 
Dominant Life Form: Orion 
Technological/ 
Sociopolitical Index: 999974-74 
Planetary Trade Profile: EFBDCDE/A (A) 


Notes: 

Some 15,000 years ago, the Pergue race attempted to 
make Syrenya habitable but utterly failed. Syrenya has an axial 
tilt of 31.2 degrees and a hot, blue-white Type B7 sun. In 
summer, the stone plains were a blistering 100° Celsius; in 
winter, they plunged to -100° C. Only bacteria and lichens 
could live in the carbon dioxide atmosphere. Delighted when 
the Orions managed to terraform Botchok, the Pergue im- 
ported Orions to make the planet habitable. 

To convert the CO, into breathable air, the Orions imported 
an ocean. Ice from asteroids and waste worlds was transported 
at unthinkable cost and hurled into the winter atmosphere to 
warm it. Ammonia ice was added to lend sufficient nitrogen for 
life processes. The impacts pulverized much of the rocky 
surface, making it possible to seed it with moss, microbes, 
worms, and such to form honest soil. 

After a thousand years, the world became habitable. The 
air changed from carbon dioxide to balanced oxygen, nitrogen, 
and the oceans evened out the temperatures. The Orions 
planted here also thrived. The process reached a self-stabiliz- 
ing plateau stage 7,100 years ago, making Syrenya the oldest 
completely recorded case of terraforming known. (The records 
for Botchok are fragmentary.) 

At present, a very hardy population of 900 million Orions 
calls Syrenya home. The original Syrenya Development 
Company that handled the terraforming is still here, and is in 
fact the principal governing power. Ten powerful families 
control the shares of the company and ensure a smooth, well- 
functioning society. Although the terraforming has never 
needed major readjustments, the world is still harsh. When 
Orions speak of being "proud as a Syrenyan", they mean that 
they have truly earned their pride. 
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WORLD LOG: THIRAT 
System Data 
System Name: Yuhso 
Map Coordinates: 8.70S 1.04E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: 


i] 
Number Of Satellites: 0 
Planetary Class: M 
Planetary Gravity: 1.7g 
Planetary Size 
Diameter: 22,800 km 


Equatorial Circumference: 71,630 km 
Total Surface Area: 1,633,125,400 sq km 


Percent Land Mass: 25% 
Total Land Area: 408,281,350 sq km 
Planetary Conditions 
Length Of Day: 19 hours 
Atmospheric Density: Thick 
General Climate: Tropical 
Mineral Content 
Normal Metals: 28% 
Radioactives: Trace 
Gemstones: 09% 
Industrial Crystals: Trace 
Special Minerals: Trace - 
Cultural Data 
Dominant Life Form: Orion 


Technological/ 
Sociopolitical Index: 
Planetary Trade Profile: 


999974-74 
EDFDCDF/A (B) 


Notes 

From space, Thirat is a very inviting blue-green world, but 
on its surface, life is extremely rigorous. The gravity is a 
whopping 1.7 times Terran normal, the average temperature 
fluctuates between 25° and 50° Celsius, and the humidity is 
always at least 60 percent. The surface is mostly swamp and 
jungle, which are infested with snakes, vicious insects, danger- 
ous plants, and powerful beasts. The world's economy de- 
pends on the jungle for lumber, chemical, paints, drugs, fibers, 
petroleum, and ahost of minor products. Cities—271 of them— 
dot the landscape under the forest cover. Most transport is by 
air as there are no roads and few open, cultivated areas. From 
aglance, it would be impossible to tell that 1.7 billion Orions live 
here. 

Even today, ruins are being found in the jungle of ancient 
attempts at exploitation. Only gradually did the Orions learn to 
live with their harsh environment and not try to defeat it. The 
survivors of those slaves and their descendants are a hardy 
and canny breed, stronger than the norm and wise in the ways 
of jungle survival. For their strength, shrewdness, and sheer 
refusal to die when more sensible people would, Thiratins have 
been used and prized as mercenaries for centuries. 

Thirat has a strong tradition of self-reliance. All citizens are 
skilled in either the martial arts or weaponry, and dueling is 
perfectly legal. If insulted before witnesses, a native of any 
social standing may challenge the offender, alien or not, toa 
duel. Even the ruling families—the Teish, Nomab, Sohola, and 
Emark—are not immune. Although they may run the Thirat 
Group (the loose confederation of industries that forms the de 
facto government), they understand very well that law and 
order on Thirat is a matter of protocol and individual politeness. 
One does not give orders here; one makes suggestions. The 
quaintness of this social order would bring many more tourists 
but for the high mortality rate among nonbusiness visitors. 
Thiratins are not known for their tolerance of outsiders. Once, 
a much-respected Klingon captain was killed here in a duel. 
There was no retaliation. 

Thirat refused to accept Orion refugees after the Four 
Years War, and both Botchok and the Federation respected its 
decision. Besides, those Orions who had been slated to move 
there rebelled rather than be forced to live among the Thiratin. 
It is a proud and fearsome place, indeed. 


a3e0IpuAS uolJo 


Orion Syndicate 


WORLD LOG: TINI 
System Data 
System Name: Refniai 
Map Coordinates: 7.81S 1.75E 
Number Of Class M Present: 0 
Planetary Data 
Position In System: II 


Number Of Satellites: 0 
Planetary Class: G 
Planetary Gravity: 0.9g 
Planetary Size 

Diameter: 11,730 km 


Equatorial Circumference: 36,850 km 


Total Surface Area: 432,260,830 sq km 

Percent Land Mass: 100% 

Total Land Area: 432,260,830 sq km 
Planetary Conditions 

Length Of Day: 26 hours 


Atmospheric Density: Thin 


General Climate: Desert 
Mineral Content 
Normal Metals: 19% 
Radioactives: 15% 
Gemstones: Trace 
Industrial Crystals: 06% 
Special Minerals: 05% 
Cultural Data 
Dominant Life Form: Orion 
Technological/ 
Sociopolitical Index: 999974-74 


Planetary Trade Profile: FCCEDEF/B (A) 
Notes: 

Under two red suns lies the desert world of Tini, the Orion 
Vulcan. Its original inhabitants were the slender, 2.5-meter tall 
Miln, whose race was the last to resist the Orions in the Orion 
War. The Orions never bothered to conquer them, but left them 
in their delicate lace-crystal cities while they burrowed under- 
ground. They never concluded a peace and never had any real 
trade with them, but legend says that the Miln still live in their 
half-ruined cities. 

The Orions prefer to run their mines from underground 
cities, or plounia. Across the planet are no less than 5,922 such 
plounla, each with their own ruling family and housing a 
population of more than one billion. Evaporator farms encir- 
cling each pounla are surprisingly effective at feeding this 
sizable population; almost every year, their production goes 
up. 

This rigorous planet was chosen to be the primary resettle- 
ment site for refugees from Sector Four after the Four Years 
War. Many failed to adjust and had to move elsewhere. The 
only successful group came from Vola V, an all-water world, 
because they had also lived in large warrens and depended on 
life support systems. 


WORLD LOG: VAB 
System Data 
System Name: Vab 7791 
Map Coordinates: 9.34S 1.72E 
Number Of Class M Present: 0 
Planetary Data 
Position In System: 


| 
Number Of Satellites: 1 
Planetary Class: G 
Planetary Gravity: 0.5g 
Planetary Size 
Diameter: 6,510 km 


Equatorial Circumference: 20,450 km 

Total Surface Area: 133,141,000 sq km 

Percent Land Mass: 100% 

Total Land Area: 133,141,000 sq km 
Planetary Conditions 

Length Of Day: 29 hours 

Atmospheric Density: Thin 


General Climate: Desert 
Mineral Content 
Normal Metals: 27% 
Radioactives: 10% 
Gemstones: Trace 
Industrial Crystals: 08% 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Orion 
Technological/ 
Sociopolitical Index: 999974-74 
Planetary Trade Profile: GBCGDFH/A (C) 


Notes: 

Located inside a dust cloud, Vab is an unattractive place by 
any standard. Its orbit carries it right between its twin suns: one 
yellow, one white. Even when not washed in constant daylight, 
its surface is continually bombarded by many types of radia- 
tion. With no agriculture and precious few resources, Vab is 
valuable only because it supports the nearest major port 
facilities to boundary with Klingon space. Like those on many 
other worlds, its underground structures were constructed in 
the distant past by peoples now completely unknown. In the 
Orion War, the Orions fought a huge battle for it and then 
abandoned it. Vab saw little use until the Reverse, when a few 
daring pirates risked the 'slot run' between the suns to base 
themselves here and to raid Orion and Klingon worlds reck- 
lessly. During the Four Years War, a Klingon task force 
demolished portions of the facilites, but the pirates remained. 

Vab's value was realized only when the Orion Demilitarized 
Zone Commission presented the Botchok Planetary Congress 
with their plan for the Orion Neutrality Area. The Orion Space 
Navy instantly mobilized to seize Vab and to prepare it for 
future operations. Ostensibly, Vab is now a major base of the 
Orion Space Navy, but it seems that pirates also use it as a 
resupply point and transfer point for cargoes bound for both 
sides of the frontier. This is the most blatant example of BPC- 
Orion pirate complicity, and yet the Federation can do nothing. 
Star Fleet cannot approach it without risking war with the 
Klingons, the Orions, or both. 

By all reports, Vab is a hellhole, needing constant mainte- 
nance to keep the inadequate tunnels and landing bays in 
operating condition. Unless a ship is underground, radiation is 
a major threat to it and its crew. Crowded, filthy, inadequately 
funded and dangerous, it is the least favorite duty in the Orion 
Space Navy. No wonder that rumors speak of friction between 
Navy officers and pirates on the base. 
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WORLD LOG: VEM'IR 
System Data 
System Name: Tyolo 
Map Coordinates: 8.23S 1.00E 
Number Of Class M Present: 1 
Planetary Data 


Position In System: IV 
Number Of Satellites: 3 
Planetary Class: M 
Planetary Gravity: 1.1g 
Planetary Size 

Diameter: 14,330 km 


Equatorial Circumference: 45,020 km 

Total Surface Area: 645,122,570 sq km 

Percent Land Mass: 70% 

Total Land Area: 451,585,790 sq km 
Planetary Conditions 


Length Of Day: 27 hours 
Atmospheric Density: Terrestrial 
General Climate: Desert 
Mineral Content 
Normal Metals: 40% 
Radioactives: 19% 
Gemstones: 20% 
Industrial Crystals: 02% 
Special Minerals: 05% 
Cultural Data 
Dominant Life Form: Orion 
Technological/ 
Sociopolitical Index: 999974-74 


Planetary Trade Profile: GABFDGH/B (A) 
Notes: 

The environment of Vem'ir is ideal for mining, its major 
industry. Surface works (the shaft elevators, tipplers, smelters, 
and refineries) surround the graceful cities rising above the 
plains and rolling hills. This planet is the home of the Calids, 
who, though in decline even before the Orion War, survived the 
Reverse. When commerce declined during those dark times, 
the Orion population declined to emigrate. By the time of the 
First Orion Registry, the planet was back to full production. 

Since the Four Years War, production has skyrocketed. 
Vemiir is now the largest and most important mining planet left 
to the Orions, and its population of over 2 billion are all 
employed in mining or minding the mines. One glance at its 
blast pits is enough to understand why this world is known as 
the Feet of Orion Industry—everything stands on it. 

A cumbersome, overburdened, and maddeningly slow 
bureaucracy governs Vem'ir. The shadowy, almost anony- 
mous Vem'ir Executive Council meets once a year and sees no 
one personally, no matter how pressing the business. In usual 
Orion fashion, corporations would bypass this apparatus, but 
this is not practical. From single-holers to interstellar com- 
bines, no less than 1,424 firms do business on Vemiir, far too 
large a number to allow proper coordination or cooperation 
among them. Even for Orions, life on Vem'ir is chaotic. 
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WORLD LOG:VOLGAS 
System Data 
System Name: Hagmi 
Map Coordinates: 7.98S 2.04E 
Number Of Class M Present: 0 
Planetary Data 


Position In System: IV 
Number Of Satellites: 4 
Planetary Class: N 
Planetary Gravity: 1.0g 
Planetary Size 

Diameter: 13,740 km 


Equatorial Circumference: 43,170 km 
Total Surface Area: 593,093,720 sq km 
Percent Land Mass: 06% 


Total Land Area: 35,585,620 sq km 
Planetary Conditions 

Length Of Day: 20 hours 

Atmospheric Density: Terrestrial 


General Climate: 
Mineral Content 


Warm Temperate 


Normal Metals: 07% 
Radioactives: 24% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: 04% 
Cultural Data 
Dominant Life Form: Orion/Psyll 
Technological/ 
Sociopolitical Index: 999974-77 
Planetary Trade Profile: AEDBCDE/B (A) 


Notes: 

A Class N pelagic agro world, Volgas is an anomaly in Orion 
Space. Thoughit has its prominent families (the Wal, the Ofish, 
and the Tumbel) and planet-wide corporations (Volgas Food 
and Transport), its government is a pure democracy, with a 
Congress, a President, and a World Court. Its anchored poden, 
or cities-on-stilts, have mayor-managers, chosen from the 
citizenry by popular vote. Even VF&T treads lightly around 
them. 

Volgas is unique in Orion Space for another reason. It is the 
home to another sentient race, the cetacean Psyll, who are the 
result of genetic modification by a lost race known as the 
Shapers. The idea seems to have been the creation of an 
effective sea-farming labor force, and the Orions are reaping 
the benefits. Volgas' 2.2 billion Orions and at least twice that 
number of Psyll live in a close and happy partnership. The 
embarrassing extent to which Orion culture has been compro- 
mised here bothers most non-Volgasan Orions. However, the 
Orions here could care less; they shun outsiders as much as 
they themselves are shunned. 

Rumor has it that at the bottom of the world ocean lie 
several wrecks of lost spaceships, some from the Four Years 
War but most incomparably older. The locals, Psyll and Orions 
alike, are unconcerned about them and remarkably incurious. 
Although they do not mind outsiders diving for them, they are 
not inclined to help any of them discover what secrets wait at 
the bottom of the sea. Observers say that the Psyll are the ones 
who discourage such prying, but none have ever answered 
why the race should care about depths that they, as air- 
breathers, cannot reach on their own anyway. 
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NEUTRAL ZONE 


The Orions seem to have been the only winner of the 
Organian Conflict. With Klingon and Federation expansion into 
the Neutral Zone curbed (though not stopped), Orion ships 
almost have a free reign to establish Colonies and to exploit the 
wealth of the many planets in the Zone. 


WORLD LOG: NAMEZK 
System Data 
System Name: Cevrinc 
Map Coordinates: 8.88S 0.07E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: Il 


Number Of Satellites: 2 
Planetary Class: M 
Planetary Gravity: 1.0g 
Planetary Size 

Diameter: 12,940 km 


Equatorial Circumference: 40,650 km 
Total Surface Area: 526,039,570 sq km 
Percent Land Mass: 56% 


Total Land Area: 294,582,150 sq km 
Planetary Conditions 
Length Of Day: 29 hours 


Atmospheric Density: Thin 
General Climate: Cool Temperate 
Mineral Content 


Normal Metals: 27% 
Radioactives: 10% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 


Cultural Data 
Dominant Life Form: Orion 
Technological/ 
Sociopolitical Index: 
Planetary Trade Profile: 


999974-74 
DCEDBCD/A (B) 


Notes: 

While pursuing the defeated Klingon forces, Star Fleet 
ships made contact with this Orion Colony. The destroyer USS 
Patton, detached to make a fuller survey, made first contact 
with the inhabitants. Namezk was happy to trade with the 
Federation, and gladly provided valuable information on the 
movement of Klingon ships towards Kolm-an. Namezk had 
suffered very little damage from Klingon occupation, and its 
inhabitants were eager to return to full production, especially if 
the Federation were willing to open regular trading channels to 
them. 

Technically, Namezk is a republic with an elected planetary 
congress very like Botchok's. The original race, the Bilini, once 
held the Orions in slavery, but their civilization has since 
declined. Those few Bilini not living among the Orions dwell in 
preserves, protected by law—a fact that makes Namezk dear 
to Federation hearts. The planet trades with the Klingons, the 
Federation, and the Orion Colonies in roughly equal propor- 
tions—the model of busy neutrality and a happy gateway for 
spies going in every direction. Namezk also does a brisk 
business in high-tech goods going from the Federation to the 
Empire, no doubt highly profitable but damaging to Federation 
interests. 

Recently, Star Fleet Intelligence tried to swing popular 
opinion on Namezk away from the Klingons by flooding the 
local market with cheap Klingon disruptors. No one bothered to 
consider the obvious Orion response, which was, of course, to 
re-sell the weapons—to Klingon space, Federation space, and 
other Orions, causing unrest everywhere but the intended 
planet. 

Namezk is now a planet very carefully watched. "The Last 
Free Orion World" is in fact nothing of the sort—simply a 
convenient front behind which everyone practices their particu- 
lar favorite forms of deceit. 


WORLD LOG: ZCHOL 
System Data 
System Name: Sidianial 
Map Coordinates: 8.23S 0.67E 
Number Of Class M Present: 1 
Planetary Data 


Position In System: IV 
Number Of Satellites: 0 
Planetary Class: M 
Planetary Gravity: 1.0g 
Planetary Size 

Diameter: 14,370 km 


Equatorial Circumference: 45,140 km 

Total Surface Area: 648,729,120 sq km 

Percent Land Mass: 30% 

Total Land Area: 194,618,730 sq m 
Planetary Conditions 

Length Of Day: 

Atmospheric Density: 

General Climate: 
Mineral Content 


23 hours 
Terrestrial 
Cool Temperate 


Normal Metals: 42% 
Radioactives: 23% 
Gemstones: 15% 
Industrial Crystals: 09% 
Special Minerals: 05% 


Cultural Data 


Dominant Life Form: Orion 
Technological/ 

Sociopolitical Index: 999974-74 
Planetary Trade Profile: DDCDCCEJ/A (A) 


Notes: 

Zchol has been the ancestral home to no less than five 
major spacefaring races, all but the first being invaders and 
conquerors of this pleasant planet. The Athan first brought in 
limited numbers of Orions, who stayed and multiplied through- 
out domination by the Athan, the Shani, and the Kezt of the 
Nine Worlds Confederation. During the Orion War, this world 
suffered heavy fighting, known afterwards as the Agony of 
Zchol. Lengthy rebuilding and the glory of the New Days never 
did erase all the scars. When the Reverse came, the multi- 
racial population was decimated and forced to flee in the 
century-long Purge. 

Strangely, as the Purge continued and trade ceased, 
Zchol's own fortunes improved. Without outside interference, 
the Orions could develop their world's resources, and they 
turned their attentions inward to cure their sickness. By Sta- 
rdate 1/94, Zchol was a model Colony, its 3.1 billion people 
living in peace and prosperity under a Planetary Congress 
modelled on Botchok's. Then the border closed, resettlement 
began, and Zchol's golden days were over. Almost 2 billion 
refugees resettled on Zchol, bringing with them their rivalries, 
political differences, intrigues, and arms and clamoring for aid, 
relief, and revenge. Under the steady hammering of demands, 
the Zchol Planetary Congress dissolved. Power now rests in 
the hands of 22 major families or political factions, battling each 
other with words and occasional random violence for this or 
that city or region. 

Although the planet remains rich, its fortunes are impos- 
sible to predict or to improve. A great deal of its import volume 
now consists of arms, a matter of great concern to both the BPC 
and the Federation. There are many groups on Zchol dedi- 
cated to one or another political idea and who are not above 
taking the struggle to somebody else's planet. Star Fleet is 
particularly worried about a leak of arms and radical politics to 
Ing and Morales in Federation space. 


106 


WORLD LOG: TAKERS 
System Data 
System Name: Tithadi 
Map Coordinates: 8.63S 2.98E 
Number Of Class M Present: 0 
Planetary Data 
Position In System: II 


Number Of Satellites: 0 
Planetary Class: L 
Planetary Gravity: 0.8g 
Planetary Size 

Diameter: 10,420 km 


Equatorial Circumference: 32,740 km 

Total Surface Area: 341,102,800 sq km 

Percent Land Mass: 100% 

Total Land Area: 341,102,800 sq km 
Planetary Conditions 

Length Of Day: 24 hours 

Atmospheric Density: Thin 


General Climate: Arctic 
Mineral Content 
Normal Metals: 35% 
Radioactives: 12% 
Gemstones: 09% 
Industrial Crystals: 03% 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Orion 
Technological/ 
Sociopolitical Index: 999974-74 
Planetary Trade Profile: FDEFBCCYSA (C) 


Notes: 

Once Class M before its sun cooled, Takers was a minor 
outpost and emergency way station for civilian and military 
craft alike after the Orion War. Its many preceding tenants have 
tunnelled under the surface until it became well-honeycombed. 
Several cities and an entire starport exist entirely underground, 
with hardly a sign showing on the surface. It is not a rich world, 
and, even before the Reverse, it may have been completely 
evacuated. The sun of Takers is a red dwarf, hard to spot 
unless at close range. In the welter of bright suns in the Orion 
Arm, the star is next to invisible. Small wonder, then, that 
pirates found it and made it into a major base. 

For centuries, Takers was a pirate starport of mythical 
proportions. Half-a-Man Sooris walked its subterranean 
streets—some legends say he discovered it, some say he died 
there, some say he was last seen alive there before his Last 
Voyage. Other famous pirates, including Dormanis the One- 
Handed, Ishar of the Jewel, and the Only Froun, have called 
Takers home and broughtin fabulous treasures now long spent 
or well hidden. In sheer volume of raider traffic, Takers must 
rank as the most active pirate base known to history. There 
never was, or could be, aden of more foul or vicious creatures. 

Pure accident happened to place Takers squarely in the 
Neutral Zone—safe from accidental exposure and with a 
guaranteed safe route to the Triangle and back to Orion Space. 
An ideal state, except that Takers is squarely between the 
Klingon base at Mastocal and Star Base 12. The two major 
powers could not have done better had they planned to cut 
Takers off deliberately. 

Profits no longer roll in so lustily at the ancient base. Itis still 
large and still the home to many dozens of ships, but there is 
more squabbling and struggles for power and privilege now 
that wealth is at a premium. Stolen goods are still sold here in 
vast auctions, and the old-style slave market here may be the 
only one to dealinnon-Orions. Filthy, decadent, and drunk with 
its own history, Takers is not a place for the weak of heart—or 
the weak of arms. 
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WORLD LOG: SPIKE 
System Data 
System Name: Spikal 
Map Coordinates: 8.34S 0.87W 
Number Of Class M Present: 1 
Planetary Data 
Position In System: Il 


Number Of Satellites: 1 
Planetary Class: M 
Planetary Gravity: 1.0g 
Planetary Size 

Diameter: 13,470 km 


Equatorial Circumference: 42,320 km 
Total Surface Area: 570,013,380 sq km 
Percent Land Mass: 34% 


Total Land Area: 193,804,540 sq km 
Planetary Conditions 

Length Of Day: 28 hours 

Atmospheric Density: Terrestrial 


General Climate: 
Mineral Content 


Warm Temperate 


Normal Metals: 27% 
Radioactives: 07% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Orion 
Technological/ 
Sociopolitical Index: 999974-74 
Planetary Trade Profile: BDFCBCDIC (A) 
Notes: 


Like Namezk, Spike was a world unknown to the Federa- 
tion until the Four Years War. Although Star Fleet vessels 
missed it on the drive to Kolm-an, a major Federation force 
stumbled across the planet on its return. Admiral Trenton 
Reynolds dispatched a contact team, but the natives snubbed 
them and bluntly told Reynolds and his 300-ship force to leave 
at once. A bemused Reynolds withdrew his fleet and left the 
system to the diplomats—a practical decision as much as a 
polite gesture. The Spikans allowed the ambassador to land 
and welcomed a few traders, so long as they were not too 
obnoxious. 

Officially, the planet follows this policy because Overlord 
Mentain the Strong wishes it. As far as Federation anthropolo- 
gists can determine, Spike is a closed world because of the 
Reverse, when a frightened local populace ceased all com- 
merce and blasted all ships that tried to force their way into the 
system. For a thousand years, they kept their world closed, 
save for the occasional lost trader or explorer in an unarmed 
ship. Gradually, they resumed trade, but the prohibition against 
armed vessels remained. 

Traders and any others who travel to Spike are warned that 
Star Fleet cannot intercede on their behalf. Violators of local 
law may find themselves in prison for a long time while waiting 
for the consulate to negotiate an exile. 

Spike has a Space Navy totalling 33 ships, mostly small 
and obsolete and quaintly armed. However, they are manned 
by efficient, capable, and hostile crews who spend a great deal 
of time practicing. Even the Klingons have learned to respect 
this Lilliputian fleet; gram for gram, the Spikans can match any 
Klingon for pure ferocity. 
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ROIMIUILAINS 


The Romulan Wa 


This section includes information for gamemasters who 
wish to design or judge encounters, adventures, or cam- 
paigns that use Romulans prominently. The rules and infor- 
mation here will be useful as well to players who desire to 
have Romulan player characters. These rules and informa- 
tion present the Romulans as they are seen through STAR 
TREK lll: The Search For Spock. 

Gamemasters who are running mainstream adventures 
or campaigns — that is, campaigns centered around the ac- 
tivities of Star Fleet officers as player characters — will be 
able to use the detail and background in this set to flesh out 
the Romulans as a non-player race. Other gamemasters may 
wish to run adventures or campaigns in which the player 
characters themselves are Romulan officers, with the non- 
player foes being from the UFP or the Klingon Empire. 


PLAYER CHARACTERS 


It is strongly suggested that gamemasters not start 
players into a game as Romulan player characters until they 
have had some experience at playing non-humans within 
the context of Star Fleet campaign play. Learning to play an 
alien within a familiar society is easier than starting fresh 
with an alien character in an alien society- 


PLAYER CHARACTER ROLES 

Playing the role of an alien character is much more dif- 
ficult to do well than playing a Human character. All readers 
of this game have a lifetime of experience (their own lifetime 
up till now, anyway) at being Human, and no experience 
whatsoever at being a Romulan, Klingon, Vulcan, or what- 
ever. 

One cannot ask a Human player to “think like a Romu- 
lan.” It is fair, however, to try and encourage him to imagine 
how a Romulan might think! Of course, not all Romulans 
think alike, any more than all Humans do. 

Encourage players to develop distinctive personalities 
for their alien characters, and not to play them as if they 
were all stamped out with one cookie-cutter. Distinctive need 
not mean extreme. Playing a vastly atypical Romulan is just 
away of avoiding playing a Romulan atall. If allthe characters 
are misfits, what are they doing representing the Romulans 
as officers, anyway? 

Local color provided by the gamemaster adds enor- 
mously to the players’ ability to assume an alien role. Remind 
the players with description and example that they are on a 
Romulan ship. Emphasize cultural points that are uniquely 
Romulan, and have non-player character Romulans reflect 
their culture and background in their interactions with player 
characters. ` 


THE INFORMATION GAP 

The gamemaster has a more difficult job when trying to 
work with a player group with alien characters. More than 
ever, a gamemaster must remember that the character has 
a background in the alien society being played, even if the 
player does not. Do not expect players to know details about 
their society unless they have had an opportunity to learn 
them as part of the game, or have been briefed on them in 
advance. It is not good form to have the climax to an adven- 
ture depend on the players knowing some fact of Romulan 
existence that any Romulan character of 6 would know, but 
that the players have had no chance to learn. Neither is play- 
ing much fun if the gamemaster specifically briefs the players 
on critical points in advance of play, as this removes the 
element of surprise. 


In some cases, the gamemaster may cleverly plant 
knowledge in advance, much as a mystery writer will plant 
important facts in early parts of a whodunit novel. Unfortu- 
nately, few of us gamemasters are Agatha Christie. A clum- 
sily-revealed piece of data is enough to spoil a whole adven- 
ture. Work on subtlety, or find another way. In many cases, 
it is quite permissible to use Saving Rolls or Skill Rolls to 
determine if a character remembers a crucial piece of infor- 
mation that the character would know, but the player would 
not. 

This can also work the other way. A Romulan character 
would not know much about Star Fleet organization, perhaps, 
but a player might, especially if he were playing a Star Fleet 
character only last week. It is perfectly permissible to require 
an appropriate saving roll for the character to know or find 
out something that the player knows perfectly well. 

It is best, however, not to have crisis points in adventures 
hang on obscure alien knowledge. Judgement and logic do 
not vary as much with culture as one might think. Let players 
and characters be guided by the situation as presented by 
the gamemaster, rather than things outside their control dur- 
ing the game. 


HINTS ABOUT PLAY 

A game with Romulan player characters will most likely 
involve more violent confrontation than a game with Star 
Fleet characters, but much less than a game with Klingon 
characters. Things should not degenerate into a shooting 
gallery all the time, however. Romulans don’t tend to shoot 
their way out of situations, and many adventure situations 
must be played through rather than shot away! The 
gamemaster’s skill in designing and running scenarios will 
determine the tone of the campaign. He must keep control 
of the game, and be careful not to set up situations that can 
be solved easily by disruptor fire or a well-placed plasma bolt. 

In a game with Romulan characters, neither the 
gamemaster nor the players should make the mistake of 
thinking of the Romulans as evil. They are different, and 
often these differences shape their thinking in a way that 
conflicts with Human goals and philosophies. Their environ- 
ment has created in them a devotion to the group, rather 
than the individual. 

The Romulan Way should be uppermost in the 
gamemaster’s mind as he plans and controls a Romulan-cen- 
tered game. If the gamemaster has the proper line of thought, 
the players will follow. Gamemastering for an alien player 
group is an even more mind-stretching exercise than playing 
an alien, and stretching one’s mind is more than half the fun 
of any role-playing game! 
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ADVENTURES FOR 


ROMULAN NPCS 


MAINSTREAM DESIGNS 

Adventures or campaigns set during the STAR TREK TV 
series should begin after Reference Stardate 2/0709.22, the 
date when UFP forces actually saw a Romulan, as depicted 
in the series episode Balance of Terror. That episode marked 
the first recorded incursion across the Neutral Zone since its 
establishment in Reference Stardate 1/0909. Encounters be- 
tween Romulans and Star Fleet before this date would take 
place in an alternate universe where things happened differ- 
ently than in the TV series. 

Adventures or campaigns set at this time could involve 
UFP ships patrolling the Neutral Zone. A number of unofficial 
incidents occurred between Star Fleet ships and Romulan 
raiding vessels at this time, and there were several instances 
of accidental penetration of the Zone by UFP merchant ships 
or civilian vessels. The player characters could be assigned 
a patrol zone along the Romulan border, involving the players 
with other UFP shipping, border posts, merchant and civilian 
traffic along the frontier, and — inevitably — with their oppo- 
site numbers in the Star Empire’s service just across the 
Neutral Zone. 

Matching wits on a regular basis with a well-rounded 
group of non-player foes can be quite exciting. The rules 
sections on Character Creation and Character Training will 
allow gamemasters to create non-player Romulan characters 
that can serve as these interesting antagonists. The section 
on Romulan Starships will provide information on creating 
a vessel used by the Romulan NPCs. 


LATE HISTORY DESIGNS 

Using this expansion set in conjunction with the STAR 
TREK lil Sourcebook Update allows the gamemaster to set 
campaigns at the time of the STAR TREK movies. At this 
time, the cold war between the UFP and the Star Empire has 
cooled somewhat, but the technological exchanges between 
the Romulans and the Klingons have made Romulan ships 
more dangerous than ever. 

Latter-day Romulan ships are better armed and more 
viable in one-on-one conflict against UFP ships of compara- 
ble size, particularly after Reference Stardate 2/1301, when 
Romulan ships begin to be equipped with true photon tor- 
pedoes. Politics in the border areas is particularly touchy 
during this time. The Romulan government does not wish 
war with the UFP, but the conservative factions within the 
Star Empire warn against allowing the UFP “too much slack” 
in border disputes. The situation is quite volatile and can go 
either way. 

Unless the Romulans or the UFP have undergone a major 
philosophical change, conflict is inevitable. The UFP is in the 
Romulan sphere of expansion, and thus in their “way to the 
stars.” Adventures or campaigns set at this time could be 
quite interesting, as the cold war heats up. 


MERCHANT CHARACTER DESIGNS 


Adventures and campaigns using merchant characters 
or other civilians can be designed in conjunction with Trader 
Captains and Merchant Princes. These campaigns may be 
enhanced by setting them near Romulan space. During the 
time of the TV series, the area of space known as The Triangle 
is first exploited. Star Fleet actions in this area are still few 
and far between, but civilian mining, agricultural, and trading 
interests have moved in, closely watched by both the Romu- 
lan Star Empire and the Klingon Empire. 


A merchant ship operating in or near The Triangle might 
well deal with Romulan ships often. Romulan agents could 
operate freely, perhaps posing as Vulcan traders, and Human 
traders may moonlight as spies and traitors, selling informa- 
tion to Romulan agents. 
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Merchant designs during the time of the STAR TREK 
movies would occur in the Triangle’s boom period. A number 
of small unofficial governments would be set up, and much 
trade and mining activity would be occurring. This is not yet 
regulated by the UFP, the Klingon Empire, or the Romulan 
Star Empire, who realize that they have been lax about ex- 
tending their control over this area, once thought mostly 
useless but subsequently proved to be rich in valuable min- 
erals and a thriving underground arena for trade. These gov- 
ernments would like to carve out large chunks of the action 
for themselves, but the small pocket governments and spec- 
ial interest groups that have established the area are actively 
resisting the change. This is a time of adventure and excite- 
ment, akin to Terran North America in its western territories 
during the beginnings of Human industrial expansion across 
that continent. 


PLANETSIDE ADVENTURING WITH 
ROMULAN PLAYER CHARACTERS 


Creating planetside adventures using Romulans as 
player characters is not much different than with Star Fleet 
characters, but the players’ approach to such adventures is 
likely to be much different (if they are playing their roles 
properly). Unlike the Klingons, the Romulans are not in- 
terested in conquest for conquest’s sake alone. They are in 
need of resources, and will pursue new sources of materials 
and manpower (subject races) with great urgency. 

Romulan officers seek service in the Exploration branch 
because prestige in the service is best gained by opening up 
new resources to the Star Empire. Officers assigned to this 
division, especially to larger ships and ships assigned to first 
contact duties, are likely to be the best the Star Empire can 
offer. 

Use the procedures in the STRPG2 rules to generate 
“strange new worlds, new life and new civilizations” for 
Romulans to encounter and dominate. The Romulans will 
conquer those who stand in the way, but they have been 
known to accept as “fellow travellers” races and individuals 
whose goals and ambitions do not conflict with their own. 
Unlike the Klingons, the Romulans do not classify all beings 
as either “our own kind” or “enemies.” The Romulans have 
friends among alien races, though it is unlikely they have 
any who have developed interstellar travel independently. 
After all, any other space-travelling race is a rival for the 
same resources the Romulans seek and would likely be con- 
quered or exterminated. 

ROMULANS VS. KLINGONS 

Adventures and campaigns need not involve the UFP at 
all in the bulk of the action. There’s plenty of excitement 
along the Romulan/Klingon borders at any time from Refer- 
ence Stardate 0/0001.30 (long before Terrans had left their 
home system) right through the events of STAR TREK Ill. 
Though the scope of this expansion only covers the post-UFP 
period in detail, combined with The Klingons expansion, it 
allows players to play out interesting Klingon/Romulan con- 
flicts. 

Campaigns set between Reference Stardate 1/2312 and 
2/0902 can be filled with combat action, as the players deal 
with a continuing series of border disputes. These disputes 
cool down a bit after the first technological exchange treaties, 
but only on the surface. Even after the treaties, both sides 
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known to accept as “fellow travellers” races and individuals 
whose goals and ambitions do not conflict with their own. 
Unlike the Klingons, the Romulans do not classify all beings 
as either “our own kind” or “enemies.” The Romulans have 
friends among alien races, though it is unlikely they have 
any who have developed interstellar travel independently. 
After all, any other space-travelling race is a rival for the 
same resources the Romulans seek and would likely be con- 
quered or exterminated. 


ROMULANS VS. KLINGONS 

Adventures and campaigns need not involve the UFP at 
all in the bulk of the action. There’s plenty of excitement 
along the Romulan/Klingon borders at any time from Refer- 
ence Stardate 0/0001.30 (long before Terrans had left their 
home system) right through the events of STAR TREK lll. 
Though the scope of this expansion only covers the post-UFP 
period in detail, combined with The Klingons expansion, it 
allows players to play out interesting Klingon/Romulan con- 
flicts. 

Campaigns set between Reference Stardate 1/2312 and 
2/0902 can be filled with combat action, as the players deal 
with a continuing series of border disputes. These disputes 
cool down a bit after the first technological exchange treaties, 
but only on the surface. Even after the treaties, both sides 


conduct raids (mostly as “privateers”, without official sanc- 
tion of their governments) on each other’s merchant shipping 
and frontier outposts and settlements. A Romulan captain 
on such missions would have to be crafty, experienced and 
very lucky indeed! 

Adventures or campaigns also can be run with player 
characters on either side of the conflict. Experienced 
gamemasters with large player groups might find it interest- 
ing occasionally to have some players running Romulan 
characters and others running Klingons. This is guaranteed 
to be difficult to run as a gamemaster, but richly rewarding 
in terms of fun and excitement. It is not recommended for 
gamemasters with weak hearts, fragile egos, or easily- 
strained friendships among the players! 

ROMULANS VS. THE UFP 

Romulan player characters can interact frequently with 
UFP characters. Such characters will participate in the cold 
war between these two powers as explained in the section 
above on mainstream campaigns, only from the other side. 
Most of the suggestions given in that section can be turned 
around for Romulan player characters, including establishing 
a continuing foe or two on the other side, by creating a UFP 
starship and its crew as non-players assigned to the same 
section of the Neutral Zone as the player characters. 
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This information is presented for gamemasters only; it 
is accurate and complete. Federation players are NOT in- 
tended to have access to this. 


HISTORY 


THE VULCAN HERITAGE 

That Romulans and Vulcans share a common heritage 
is almost undeniable. The evidence for this, available to the 
Romulans and in part to the Vulcans and the Federation, is 
biological, evolutionary, archaeological, and cultural. 

Romulans have the same body structure and appear- 
ance, the same anatomy, and the same physiology as Vul- 
cans, right down to the copper-based blood. The placement 
of organs is the same, as is their function. For example, the 
transparent, inner eyelid in Vulcans exists in the Romulan 
eye structure as a vestigial fold of tissue. Romulans are 
psionic, as well, though they have not developed psionic 
techniques as highly as the Vulcans. The climate of Romulus 
is responsible for the physical differences between Romulans 
and Vulcans. It is not as harsh as Vulcan’s, but is harsher 
than Terra standard, which explains why Romulans are har- 
dier than most Humans, but not as tough as the average 
Vulcan. 

Romulan science, once it developed sufficiently, was 
quick to discover that Romulans could not have evolved 
naturally on their home planet of Romulus. There are no life 
forms similar enough on the planet to support any sensible 
theory of evolution; the seas on Romulus are not soupy with 
copper salts like those on Vulcan, making it unlikely for a 
copper-blooded organism to develop there. 

Furthermore, Romulan archaeologists have found 7 
areas on Romulus that were all settled at the same time, 
with little or no deviation in cultural development. The settle- 
ments are located at what are today the city-states of 
Caranam, Portora, Kanassarum, Labasasz, Dinalla, Pulla’d, 
and Farrad, all world leaders; remains of many of the walls 
surrounding the old cities can still be seen today. There are 
no records of any earlier peoples on the planet from whom 
these settlements may have derived, nor artifacts or evidence 
of tool use prior to these settlements. Research also indicates 
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that farming implements, tools, language, and artin all seven 
settlements were similar. 

Lastly, from the earliest times, Romulan legend has said 
that the Romulans were placed on their homeworld and told 
to build a road to the stars. The archaeological evidence is 
very strong support for these legends. It is likely that the 
people in the earliest settlements had to be transplanted 
there — seven separate tribes do not develop nearly-identical 
language and culture at the same time. 

Seeding By The Preservers 

Until the Humans from Star Fleet came face-to-face with 
the Romulans, they had no idea about the physical similarity 
between their Romulan foes and their Vulcans allies. When 
the similarity to Vulcan was discovered, many groups within 
the Federation were quick to point fingers of doubt at their 
Vulcan allies. Many debates were heard, on the political 
floors and off, about whether or not the resemblance of the 
two races was mere happenstance. 

At this time, and partially because of the furor the discov- 
ery created (though Vulcans would deny that thet were moti- 
vated by anything but pure logic), the Vulcan Science Council 
made public their theories about an ancient race who influ- 
enced the spread of early humanity throughout the galaxy. 
This theory, which concerns the race now known generally 
as The Preservers who deliberately seeded human-types on 
widely scattered worlds, has since become widely accepted 
and backed up by much research. It accounts for the hun- 
dreds of undeniably Human and Humanoid civilizations 
found on so many worlds by the Federation. The serious 
scientific community has come to accept the possibility that 
most, if not all, of the galaxy‘s intelligent, upright-biped, 
mammalian species were offshoots of the same culture eons 
ago. 

In the face of speculation concerning secret Vulcan/ 
Romulan alliances, the Vulcans used their seeding theories 
to account for the physical similarity between them and the 
Romulans. As evidence supporting seeding and denying any 
secret alliance, they pointed to their recorded history, which 
predates space travel by 2000 to 3000 years and does not 
mention the existence of the Romulans. Unbeknownst to 
them at the time, the Romulans have similar recorded history 
that does not mention the Vulcans. It is clear that the split 
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that does not mention the Vulcans. It is clear that the split 
between the Vulcan and Romulan cultures must have 
occurred before either developed space travel. 

The Preserver seeding theory is widely upheld today by 
many cultures. This, coupled with the physical similarity be- 
tween Romulans and Vulcans, the difficulty or impossibility 
of Romulans evolving on Romulus, the unlikely archaeolog- 
ical coincidence of the early Romulan settlements, and the 
Romulan legends themselves provide overwhelming evi- 
dence that supports the fact that the Romulans are indeed 
an off-shoot of the same stock that bred the Vulcan race. 


THE IMPACT OF ENVIRONMENT 

The environment on Romulus is not only responsible 
for the differences in physical development between Romu- 
lans and Vulcans, but also the differences in cultural develop- 
ment. It forced the Romulans to fight for their mere existence. 
This, coupled with the fact that they started their existence 
on the planet in competing settlements (later developing into 
powerful city-states), caused them to value and develop 
physical rather than intellectual attributes. This, in turn, 
further emphasized differences between Romulans and Vul- 
cans; Romulans tended to breed in faster reflexes and similar 
fighting qualities. 


TIME LINE OF MAJOR EVENTS 


This time line is provided for gamemaster use only; the 
events and the dates that they occur are accurate as given 
below. This time line should NOT be available to most 
players. Gamemasters who intend to run adventures with 
Romulan player characters may give them this information 
in a general way, taking care not to divulge any information 
that may compromise the use of Romulans as NPCs. The 
details of the Romulan/Klingon treaties certainly should be 
guarded closely to preserve the players’ sense of mystery. 
Stardate — 29/ 

The Preservers seed Vulcanoid peoples in the Romulus/ 
Remus system, previously devoid of intelligent life. Seven 
settlements were established at the sites of the modern city- 
states of Caranam, Portora, Kanassarum, Labasasz, Dinalla, 
Pulla’d, and Farrad. 

Stardate —27/ 

D'Sivas settled by Farrad. 
Stardate —25/ 

Labasasz and Portora make contact and combat over 
soft-metal deposit. The results are inconclusive. 
Stardate —22/ 

Ranassa settled by Portora. Timuraasz settled by Dinalla. 
Stardate —21/ 

Calanista and Manasan settled by Caranam. 

Stardate —21/ to —3/ 

Constant conflict between city-states and tribes, fre- 
quently over Romulus’ scanty resources. Caranam, Portora, 
Kanassarum, Labasasz, Dinalia, Pulla’d, Farrad, D’Sivas, 
Ranassa, Timuraasz, Calanista, and Manasan emerge as 
world leaders. 

Stardate — 3/8704.12 

Vaonus of Calanista postulates that Remus is inhabita- 
ble, heralding in the Age Of Discovery. Although legends 
existed of life on other planets, this is the first time scientific 
evidence is presented to support the legends and theories. 
Stardate —3/9212.24 

L'Tokus of Dinalla successfully launches a large, 
payload-carrying rocket into the upper atmosphere. Previ- 
ously, rockets, though used in celebrations, rarely had been 
used militarily. 

Stardate — 3/9306.21 

Timuraasz places first payload 

Romulus. 


into orbit around 


Romulus, a harsh planet today even with modern 
technology, must have been unimaginably harsh when the 
first cultures developed there over several thousand years 
ago. The planet's weather cycle makes most of its land sur- 
face very dry much of the year. The planet is extremely met- 
als-poor, and most early farming tools and weapons were 
made from soft metals because of the lack of hard metals. 

In order to survive, an early Romulan had to be tough. 
The original 7 tribes spent most of their time just trying to 
survive. Nevertheless, the tribes ventured forth, slowly at 
first, and established many other settlements. Where tribes 
came together, fighting arose, always centered on what few 
resources there were. The weak were not allowed to live, 
because there was not enough of anything to support even 
the strong. The Romulan people have become very hardy, 
with inferior traits weeded out by selected inbreeding and 
elimination of undesirables. 

Early Romulan development bears a remarkable re- 
semblance to early Terra’s Greek city-states, particularly that 
of Sparta. Romulan city-states evolved, simply because they 
were the best way to survive. 


Stardate —3/9608.12 

Dinalla puts first Romulan in orbit. 
Stardate —3/9701.15 

War breaks out between Dinalla and Timuraasz over the 
resources necessary for space travel. The war soon spreads 
to other places on the planet, as no city-state dares allow 
others to gather the necessary resources for space travel, 
fearing the loss of military advantage. Up to this time, Dinalla 
and Timuraasz are the only two city-states that had managed 
to send anyone into space, though several others, most not- 
ably Labasasz and Caranam, are close to accomplishing 
space ventures. 
Stardate — 2/0001.12 

The treaty of Kanassarum is signed, the warring factions 
having exhausted themselves and their meager resources 
by this time. The war produces no real winners. 
Stardate — 2/0008 

At a meeting of the elder statesmen of all the city-states, 
the great scientist/statesman L’Deus of Portora proposes that 
the city-states band together to reach Remus. He shows with- 
out a doubt that limited resources would prevent any one 
city-state from accomplishing the goal on its own. He uses 
the old legends and combines it with the example of the past 
and the realities of the present to make his appeal. After 7 
months of effort, he gives up in disgust. The meeting breaks 
up without the unification needed. 
Stardate — 2/0204.21 

Dinalla attempts a launch to establish a semi-permanent 
space station. The vessel, using inferior fuel, exploded on 
the pad. 
Stardate — 2/0210 

Second Conference of Portora is held, with representa- 
tives from all city-states. L'Deus refuses to lead the confer- 
ence or to even participate except for answering questions. 
The conference lasts 4 months. Seeing that alone their city- 
states could not reach the stars, the representatives agree 
to join together. 
Stardate —2/0302.10 

The D’Vatta (Great Paper) is signed, unifying all city- 
states into one organization, the Bresasam Rom‘inz (Romu- 
lan Confederation). The debates over the form the govern- 
ment will take last less than 4 months. 
Stardate —2/0306.20 

L’Deus is elected first Emperor of the Romulan Confed- 
eration by the Imperial Senate after the Senators convince 
him that the position is part of his destiny. 
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Stardate — 2/0312.29 

Because of its location central to needed resources, 
Kanassarum is chosen as the site of the new united space 
effort. 
Stardate —2/0405.10 

The first Confederation manned flight is launched. 
Stardate — 2/0406 to — 2/1206 

This period of many manned flights culminates in the 
establishment of a large orbital station to be used as a plat- 
form for the Remus effort. 
Stardate —2/1210.20 

The first unmanned probe lands on Remus. 
Stardate —2/1811.13 


The first manned mission lands on Remus, with only 
one astronaut aboard the vessel. S’Tanet, since become not 
only famous for her adventure but intertwined with legend, 
reports that the surface has a breathable atmosphere and life. 
Stardate —2/1904.03 

A temporary research facility is established at Levitasz, 
the site of S’Tanet’s historic landing; it is abandoned one 
year later. 

Stardate — 2/2000 

A large, manned station is constructed orbiting Remus. 
This base is continually enlarged over succeeding years, 
serving as the launch facility for further expeditions to 
Remus. 

Stardate — 2/2100 to — 2/2900 

Seven manned and 36 unmanned landings are made on 
Remus. None of the manned bases, used primarily as centers 
for mapping, testing, and research expeditions, lasts for more 
than 1 year. 

Stardate —2/2902.18 

The first permanent colony, called Adrennan, is estab- 
lished on Remus. Thirty-seven settlers arrive aboard 3 shut- 
tles from the orbiting station. 

Stardate — 2/2908.10 

The Remus colony of Biscae is established near large 
mineral deposits. 
Stardate —2/2912.17 

The port of Rinum is established on Remus, destined to 
become the major planetside port, used to export resources 
both to the orbiting station and to Romulus. 

Stardate — 2/3103.01 

Levitasz, the site of the first manned landing on Remus, 

is established as a permanent settlement. 


Stardate — 2/3100 to — 2/5100 

These two decades see the first 4 colonies on Remus 
grow into city-states, recognized alongside those on 
Romulus. Population and trade grow geometrically, and the 
Remus government at Biscae is forced to allow other colonies 
to be established. The other 8 city-states on Remus were 
established to provide homes for the rapid influx of settlers. 
Stardate — 2/3105.10 

Shanerea colony is established on Remus. 
Stardate —2/3310.27 

Hetharri and Yenallan settlements on Remus file papers 
establishing permanent colonies the same day, beginning 
the tradition of friendly rivalry between them. 
Stardate — 2/3401.15 

The first expedition to the planet S’Latas departs from 
D’Raxna station in orbit about Remus. The expedition con- 
sists of 9 scientists, 2 astronaut/pilots, and 5 military/security 
specialists. 
Stardate — 2/3402.21 

The S'Latas expedition arrives in orbit about the third 
planet and finds it lifeless and uninhabitable. One of the 
planet's 2 moons, however, has a very thin atmosphere and 
mollusk-like primitive life. The moon is named S’Tanet. 
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Stardate —2/3403.03 

Asmall shuttle with 2 military/security specialists, 1 pilot, 
and 2 scientists lands on S‘Tanet, discovering it to be rich 
enough in resources to make domed facilities worthwhile. 
Stardate — 2/4001 

The moons of the planets D'Lanam and Ulunam are 
found to be relatively rich in mineral resources, starting im- 
mense mining efforts there. 
Stardate — 2/4101.28 

The first manned starfaring expedition is launched to 
the nearest star, Perhonies. 
Stardate —2/4002.03 

Patarrasz settlement is established on Remus. 
Stardate — 2/4310 

The settlements of Destallasz and Valassa are estab- 
lished on Remus. 
Stardate — 2/4900 

The Paieu settlement is opened on Remus. 


Stardate — 2/4903.17 

A habitable planet is found in the Perhonies system. The 
planet is in an earlier stage of development than Romulus 
and has no intelligent life forms. 
Stardate — 2/5100 

The Nabatha colony is established on Remus. 
Stardate —2/5103.17 

Several expeditions are launched simultaneously from 
the Romulus system to neighboring star systems in a search 
for usable planets and valuable resources. All are launched 
coreward, in keeping with the “Road to the Stars” philo 
sophy. 
Stardate —2/6002.12 

Biscae is made capital city-state of Remus. Its mineral 
deposits have made it the fastest-growing colony on Remus 
for 40 years or more, as well as the planet’s commercial 
center. 
Stardate —2/6102.29 

The expedition to Gorwah lands on a planet dominated 
by a humanoid life form having a civilization not as advanced 
as the Romulans’. The people are conquered easily, making 
Gorwah the first culture to be absorbed into the Confedera- 
tion. 
Stardate — 2/7500 

By this time, the Romulan Confederation has established 
colonies on 27 planets coreward. 
Stardate — 1/0000 

At this point, the Romulans have 73 colonies and have 
conquered 27 other planets, resulting in 100 Romulan settle- 
ments. The Romulan Confederation changes its name to 
Latasam Stelai Rom’‘Inz (Romulan Star Empire), which trans- 
lates literally as “Star Road of the People.” It takes the form 
of government it has today. 
Stardate — 1/0401 

The Romulans are attacked spinward by the Corillians, 
a race previously unknown to them. Having little force in this 
direction, the Romulans sustain heavy losses. The war lasts 
six months, after which the Corillians, a much less populous 
culture than the Romulans, are conquered. They are the first 
space-faring culture to be subjugated by the Star Empire. 
Stardate — 1/0600 through — 1/8600 

The Corillian Incident points out the necessity of watch- 
ing all directions, not just the coreward direction of main 
expansion. Because of this, the Empire enters a period of 
consolidation, strengthening their existing borders. 
Stardate — 1/8601 

Expansion begins spinward. 
Stardate 0/0001 

At this point, the Romulan Empire numbers 216 colonies 
and planets. 
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Stardate 0/0001.30 

First contact with the Klingon Empire occurs at Delta 
Khinah II, when a Romulan scout vessel is attacked without 
provocation. The vessel, the L’Sattak, self-destructs after 
sending log tapes homeward. 
Stardate 0/0002.01 

The First Romulan-Klingon War starts. 
Stardate 0/0306.15 

The First War ends. Having taken heavy losses, the Star 
Empire pulls back slightly, giving up two outposts. The Kling- 
ons do not pursue, not being in a position to do so, though 
this is unknown to the Romulans. From this time to present, 
minor skirmishes occur between the Romulans and the Kling- 
ons. 
Stardate 0/0912.21 

The Star Empire begins a period of slow, cautious expan- 
sion in the direction of the Klingon Empire. The expansion 
ends 40 years later, setting the boundaries for what is known 
today as The Triangle, where many of the recurring skir- 
mishes between these two powers and the UFP take place. 


Stardate 0/9211 

First contact with the United Federation of Planets occurs 
when a Federation cargo ship wanders into Romulan terri 
tory. It is destroyed by Romulan patrol craft. At first, the 
Romulans suspect that Federation incursions into their space 
may be a Klingon deception. Later, the Imperial Council, re- 
membering the ‘Klingon lesson,’ decides not to risk negoti- 
ation with the UFP, in the hope that destruction of all intruders 
will keep the UFP from expanding into Romulan Space. 
Stardate 1/0610 

The Star Empire declares war on the UFP. 
Stardate 1/0909 

The Romulan-UFP War is ended inconclusively, after 
staggering losses on both sides. The treaty, negotiated by 
subspace radio, establishes a Neutral Zone no ships are al- 
lowed to cross between the two powers. No Federation forces 
have ever seen a Romulan face to face, mostly because the 
Romulan refuse to allow a ship to be captured intact. 
Stardate 1/0910 

At this time, realizing that they are technologically out- 
classed and outnumbered, and that they have no hope of 
winning a prolonged conflict, the Romulans consolidate 
along the new UFP-Romulan Neutral Zone. They begin major 
construction of outposts to keep track of Federation forces 
and keep them in check. Just homeward of these outposts, 
forces for future expansion into Federation territory are built. 
Stardate 1/8312 

The plasma weapon is invented, giving new hope to the 
Star Empire forces on the Klingon and Federation borders. 
The weapon is made operational in 2 years, and modifica- 
tions are made periodically, resulting in several variants at 
present. 
Stardate 1/8610 

The cloaking device is perfected and is used successfully 
in vessels on the Klingon border. 


Stardate 1/9501 

Cloaking devices, much perfected by this time, are in- 
stalled on vessels operating on the UFP border. Smaller ves- 
sels are equipped first and sent into Federation territory to 
learn what they can of Federation forces and their disposition. 
Instructed not to let the Federation discover they are Romulan 
vessels, they are given orders to self-destruct if caught. These 
privateers capture or destroy many Federation merchants 
and scouts. The Federation is unaware of the true nature of 
the disappearances for some time, and attributes them to 
Orions and other pirates. 


Stardate 2/0902 

In an attempt to stop the seemingly endless and incon- 
clusive battles between the two powers, the first Romulan/ 
Klingon non-aggression and technological treaties are 
signed at Villam Ill, near The Triangle. Afraid of the apparent 
growing military might of the UFP, the Romulans and Kling- 
ons decide to concentrate on this common enemy. 

The Romulans, currently ahead in territory, give up many 
disputed planets as well as the plans for an older-model 
cloaking device and the plasma weapon. In return, the Kling- 
ons provide a number of older D-7 ships equipped with 
Klingon weapons and engines. 

Stardate 2/1002 

The USS Enterprise seizes a cloaking device on a mission 
in the Romulan Neutral Zone. The unit is made to function 
once, but is later catastrophically destroyed, preventing the 
UFP from gaining the secret of its construction. 

Stardate 2/1109 

The second Romulan/Klingon treaty is signed. The 
Romulans gain bases coreward of The Triangle. The Klingons 
gain a much-desired, mineral-rich planet in The Triangle it- 
self. Both sides feel they have come out ahead. 

Stardate 2/1801 

The third Romulan/Klingon treaty is signed. The Romu- 
lans gain access to new weaponry and advanced mining 
equipment. The Klingons gain a 12-man, scout-size Bird-of- 
Prey, which they put into widespread use as a raider, and 
on which they base several larger ship designs of their own. 
Stardate 2/2112.02 

A Romulan scoutship is fired on by a Gorn battleship 
while in a system recently brought under Gorn control. Gorn 
fire severs the warp engine nacelle of the Romulan craft, 
limiting its self-destructive capability. The Gorn salvage 
much of the wreckage, learning about the Romulans. 
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a THE ROMULAN HOME SYSTEM 


This information is presented for gamemasters only; it 
is accurate and complete. Federation players are NOT in- 
tended to have access to this. 


ROMULUS AND REMUS 


System Name: Stelam Rom’Inz Dominant Life Form: Rom’Inz (Romulans) 
Number Of Class M Present: 2 


LIFE AND CIVILIZATION LOG Technological Index 


Space Science Index: 9 


System Name: Stelam Rom’Inz Physical Science Index: 9 

Code:999995-87 Engineering Index: 9 
Dominant Race: Romulans Planetary Science Index: 9 
Life Form: Mammalian Life/Medical Science Index: 9 

STR 3D10+50 END 3D10+50 Psionics Index: 5 

INT 3D10+40 DEX 3D10+ 45 

CHA 3D10+40 LUC D100—10 Sociopolitical Index 


Social Science Index: 8 
Cultural Attitude Index: 7 


PSI D100—20 


World Name: Rom'lasz (Romulus) 
Position In System: II; binary with Remus 
Number Of Satellites: 0 
Planetary Gravity: 1.1G 
Planetary Size 

Diameter: 14,300 km 
Equatorial Circumference: 44,000 km 
Total Surface Area: 561,000,000 sq.km 
Percent Land Mass: 53% 
Total Land Mass: 297,330,000 sq.km 
Planetary Conditions 
Length Of Day: 22 hr 
Atmospheric Density: terrestrial 
General Climate: tropical 
Mineral Content 
Normal Metals: 12% 
Radioactives: 2% 
Gemstones: 6% 
Industrial Crystals: trace 
Special Minerals: trace 


World Name: Rav’s (Remus) 
Position In System: IIB; binary with Rom’‘lasz 
Number Of Satellites: 0 
Pianetary Gravity: 0.6G 
Planetary Size 

Diameter: 7800 km 

Equatorial Circumference: 24,000 km 

Total Surface Area: 306,000,000 sq.km 

Percent Land Mass: 26% 

Total Land Mass: 79,560,000 sq.km 
Planetary Conditions 

Length Of Day: 16 hr 

Rotational Period: 900 hours 

Atmospheric Density: Thin 

General Climate: Warm temperate 
Mineral Content 

Normal Metals: 36% 

Radioactives: 16% 

Gemstones: 9% 

Industrial Crystals: 5% 

Special Minerals: 8% 
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Romulan Star Empire 


EXTENTS OF THE 


ROMULAN STAR EMPIRE 


THE EMPIRE MAP 

The accompanying map shows the explored and con- 
trolled extents of the Romulan Star Empire as of Reference 
Stardate 2/2206. The major thrust of most early Romulan 
expansion was toward the Galaxy’s core. A chance encounter 
with the Corillian race led to their expansion in other direc- 
tions and, ultimately, to their encounters first with the 
Klingon Empire, then with the UFP. 

The limits of expansion, as of Reference Stardate 2/1200, 
show the Star Empire's boundary during the time of the 
STAR TREK television show. Further expansion occurred 
after that time but prior to the time of STAR TREK Ill: The 
Search for Spock. The large arrows indicate planned expan- 
sion efforts for the near future. The major thrust is still core- 
ward, but expansions to galactic north and east also are 
proceeding. Expansion to the northwest and west is blocked 
by the UFP and the Klingon Empire respectively. 

The area known to the Romulans as Avastam (literally, 
“the Wedge”) and to the UFP as the Triangle largely has 
been left alone by the governments bordering it until re- 
cently, simply because nothing particularly valuable was 
thought to exist there. In more recent years, the Triangle has 
been found to be the site of a number of valuable resource 
worlds, and currently is a hotbed of trading activity, contain- 
ing a number of independent governments and less-formally 
organized groups. At present, the Romulan Star Empire, the 
Klingon Empire and the UFP all are showing interest in ob- 
taining a foothold in this part of space. (For further details 
on the Triangle, see the upcoming expansion set on this 
area, available in 1985 from FASA.) 

The area to galactic south of the Triangle has been fought 
over for many years by the Klingon Empire and the Romulan 
Star Empire. The farthest penetrations of Klingon and Romu- 
lan control are shown on the map, as well as the Reference 
Stardates for each. The current boundary was established 
on Reference Stardate 2/1109 as part of treaty negotiations 
between these two governments. Theoretically, it extends 
forever in the indicated direction, with both sides agreeing 
not to explore or establish bases, colonies, or outposts across 
the line. The area is still the site of frequent raids on merchant 
shipping, but the governments of both sides deny any official 
connection with such pirate activities. 


DEFENSE COMPLEXES 

Two major defense complexes have been established 
by the Star Empire to act as supply bases, manufacturing 
centers, and major headquarters stations. The oldest, once 
called the Southern Defense Complex, is now the Central 
Defense Complex. The new Southern Defense Complex was 
established soon after the first skirmishes with the Klingon 
Empire. There is no Northern Defense Complex, the 
Romulus/Remus system itself serving in its stead for the 
present. 

Defense complexes are interior defenses, and not in- 
tended as frontier installations. Each is charged with coor- 
dinating military efforts in its region, and supplying those 
efforts if the Star Empire should be invaded. It is said that, 
should Romulus fall, that either defense complex could con- 
tinue to prosecute a major war alone. Security is tight near 
these worlds, and no starship could hope to approach within 
half a parsec without detection and challenge. No civilian 
ship may approach these worlds. 

Each defense complex is a major industrial world run 
entirely by the military and devoted solely to military produc- 


tion. Arms are stockpiled here, and many starships are built 
in orbit around these worlds, the most heavily defended in 


Romulan space. Resident populations of about 2 million are 
all military personnel and dependents. 

Plans are being drafted for a Northeastern Defense Com- 
plex, to be established in some yet-to-be-named system 
beyond Kalabestasz, and for a Southeastern Defense Com- 
plex, to be placed along the line of coreward expansion. 
Neither of these complexes will be constructed, however, 
until expansion efforts secure major sections of space in 
these directions. Talk of establishing a Western Defense 
Complex near the border of the Triangle has been tabled 
until such time as that area is more stable. 

BORDER POSTS 

Points on the map labeled O are border posts estab- 
lished by treaty along the Neutral Zone. These stations are 
the only official border stations called for by the agreements 
made after the UFP/Romulan War. Even so, they are supple- 
mented by larger stations back from the Zone and by unman- 
ned early-warning stations between the border posts and 
closer to the Zone’s boundaries. 


STARBASES 

Points on the map labeled @ are the equivalent of star- 
bases. The bulwarks of Romulan military presence on the 
frontier, they are major installations providing full orbital 
ship construction, docking and repair stations, rest and rec 
reation facilities, communications relay equipment, and resi- 
dent regional headquarters centers for Romulan military ac- 
tivities. Established even in systems where there are no plan- 
ets suitable for normal colonization, these bases are con- 
structed underground where necessary, as on worlds with 
hostile surface conditions. The bases are then defended and 
supplemented by orbital facilities and their own fleets of 
system-defense boats. The combination makes these bases 
extremely difficult to attack successfully. 

Starbases have resident populations of 30,000 to 75,000 
persons, including dependent families. Despite their size, 
they are not intended as permanent facilities. As the borders 
of the Star Empire grow, they are stripped and abandoned, 
with defense of the area being turned over to more conven- 
tional bases in habitable solar systems. Occasionally, a 
former starbase is converted to another use or remains intact 
and operational if no more suitable base is located in the 
area when the frontier is pushed outward. 


FRONTIER OUTPOSTS . 

Points on the map labeled -@- are frontier outposts. 
These outposts are hollow-asteroid facilities established be- 
tween full starbase locations, and are located in orbit around 
stars with no habitable planets. They are much less elaborate 
than starbases, possessing some starship repair capability, 
limited rest and recreational facilities, and only local military 
offices. The stations are well armed, but have no resident 
system-defense craft. Even so, there is almost always at least 
one star vessel in residence. 

Frontier outposts have resident populations of 10,000 to 
25,000, including dependent families. They are also tempo- 
rary facilities that are closed down when new exploration 
efforts push the borders of the Star Empire outward. They 
are never reused. The policy of the Romulan Navy's outpost 
branch is to destroy them once abandoned, though many 
have simply had their orbits changed so they cannot easily 
be relocated. Such ‘lost bases’ are left with stores of military 
hardware that has been mothballed and preserved against 
later need; their location is known only at the highest levels 
of command, by whom they can be reactivated in case of 
invasion. 
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Romulan Star Empire 


COLONIZED STAR SYSTEMS 

Colonized star systems are identified on the map with 
dots, either unlabelled or listed by the name of the most 
prominent planet. Stars with no colonizable planets usually 
are identified only by catalog number in Romulan records. 
It would be impossible on a map in this scale to show all 
the colonized star systems in Romulan space, but the map 
shows the several prominent ones described below. 


CORILL 

This was once the capital of the Stellar Kingdom of Corill, 
the borders of which are shown on the map. This kingdom 
was a rather smallish group of star colonies controlled by 
the first space-travelling race encountered by the Romulans. 
(Actually, the Corillians found the Romulans first, and at- 
tacked a small group of Romulan ships, destroying all but 
two, who escaped and returned to Romulus.) The Corillians 
were technologically advanced enough to tackle the Romu- 


WORLD LOG 


System Name: CORILL 


lans, but their numbers were simply too few. They were 
overwhelmed by superior Romulan numbers and their plan- 
ets were taken as prizes of war. Supposedly, the Corillians 
died to the last individual, and are now extinct. Even so, 
rumors pop up every few years about a lost Corillian colony 
that still exists, and thirsts for vengeance. 

Furry, lemur-like creatures with large, yellow eyes, the 
Corillians are fast, graceful, and stronger than they look. De- 
scended from arboreal mammals, they developed the begin- 
nings of an interstellar empire before encountering the 
Romulans. They handled their first interstellar encounter 
badly, attacking a small Romulan squadron and allowing 
several ships to escape. The result was war, and the Corillians 
were destroyed by the more-numerous Romulans. 

Legends remain about lost Corillian colonies that the 
Romulans never found, colonies that even now are plotting 
revenge. Assuming there is no truth to these legends, and 
thereis no proof either way, the Corillian race is now extinct. 


Number Of Class M Present: 1 


Dominant Life Form: Corillians, now extinct (?) 


World Name: CORILL 
Position In System: II 
Number Of Satellites: 2 
Planetary Gravity: 1.3 G 
Planetary Size 
Diameter: 16,900 km 
Equatorial Circumference: 52,000 km 
Total Surface Area: 663,000,000 sq. km 
Percent Land Mass: 42% 
Total Land Mass: 278,460,000 sq. km 
Planetary Conditions 
Length Of Day: 26 hr 
Atmospheric Density: Terrestrial 
General Climate: Cool temperate 
Mineral Content 
Normal Metals: 34 
Radioactives: 8 
Gemstones: 27 
Industrial Crystals: 10 
Special Minerals: trace 


LIFE AND CIVILIZATION LOG 


System Name: CORILL 


Code:988774-74 
Dominant Race: Corillians 


Life Form: Mammalian, medium-sized omnivore 


Attributes: 


STR-55 
DEX- 60 
PSI -20 
Tactical Movement And Combat Statistics: 


AP:7 
Damage: +1, 


vestigial claws 


END- 55 
CHA- 60 


INT -50 
LUC- 20 


Combat Skill Rating: 
Armor: none 
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D‘CL’VANGAM (Place Of Vengeance) 

This Romulan colony world was taken by the Klingons 
during a border skirmish, as a result of a particularly treacher- 
ous Klingon ruse. The Klingons then fortified the world heav- 
ily to avoid its being retaken. Unfortunately for the Klingon 
occupation force, the Romulan thirst for revenge over- 
whelmed their reluctance to waste resources. Romulan ordi- 
nance engineers prepared a number of special matter/anti- 
matter bombs that were delivered by a specially-modified 
ship, while a Romulan suicide squadron baited off the 
Klingon defenders. The first bomb was used to destroy one 
of the planet’s moons. The rubble created a ring of debris 


WORLD LOG 


about the planet. 

The Romulans then waited 6 hours before delivering the 
other bombs to the surface of the planet, informing the Kling- 
ons of these intentions so they might “think about the price 
of betrayal.” The occupation force offered surrender, which 
the Romulan Commander refused to accept. The Comman- 
der then laid waste to the planet's surface, rendering it unin- 
habitable. 

Ironically, when the final Romulan/Klingon agreements 
were reached along their common border, this planet fell 
within the Romulan sphere of influence. It still remains, a 
monument to Romulan vengeance. 


System Name: D’'CL’VANGRAM 
Number Of Class M Present: 1 


World Name: D’CL’VANGRAM 
Position In System: IV 
Number Of Satellites: 2, one now destroyed 
Planetary Gravity: 1.4 G 
Planetary Size 

Diameter: 18,200 km 
Equatorial Circumference: 56,000 km 
Total Surface Area: 714,000,000 sq. km 
Percent Land Mass: 70% 
Total Land Mass: 500,000,000 sq. km 
Planetary Conditions 
Length Of Day: 18 hr 
Atmospheric Density: Thin, former 
atmosphere dispersed 
General Climate: Desert, formerly warm 
temperate 


Mineral Content 
Normal Metals: 18 
Radioactives: 8 

Gemstones: 23 


Industrial Crystals: 6 
Special Minerals: 6 


DELTA KHINAH I! 
This planet, though it now lies in Klingon space and has 


a Klingonaase name meaning ‘bravado,’ is notable as the 


WORLD LOG 


planet near which the Romulans made first contact with the 
Klingon Empire. 


System Name: DELTA KHINAH 
Number Of Class M Present: 1 
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World Name: DELTA KHINAH II 
Position In System: II 
Number Of Satellites: 2 
Pianetary Gravity: .8 G 
Planetary Size 

Diameter: 10,400 km 

Equatorial Circumference: 32,000 km 

Total Surface Area: 408,000,000 sq. km 

Percent Land Mass: 34% 

Total Land Mass: 139,000,000 sq. km 
Planetary Conditions 

Length Of Day: 32 hr 

Atmospheric Density: terrestrial 

General Climate: warm temperate 
Mineral Content 

Normal Metals: 1% 

Radioactives: trace 

Gemstones: 22% 

Industrial Crystals: trace 

Special Minerals: 8% 
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D’RAVASASZ (Place Of The Great Brothers) 

This world started as the site of a Romulan mining oper- 
ation until the discovery of an underground complex obvi- 
ously built by an advanced civilization. To the Romulans, the 
historical value of the site, believed to be an artifact of the 
Great Brothers, is enormous. This planet has become the 
closest thing the Romulans have to a sacred place, and it is 
heavily defended. It is visited by Romulan scholars and sci- 


WORLD LOG 


entists regularly; no non-Romulan has ever been allowed on 
the planet. The loss of this historical/sacred treasure trove 
would be a heavy blow to Romulan morale. 

The underground complex strongly resembles a similar 
structure in the UFP found on a planet inhabited by 
humanoids resembling American Indians. Unlike the struc- 
ture found in the UFP, this installation seems to have no 
purpose other than as a temporary base, now long aban- 
doned. 


System Name: D’RAVASASZ 
Number Of Class M Present: 1 


World Name: D’RAVASASZ 
Position In System: IV 
Number Of Satellites: 0 
Planetary Gravity: 1.4 G 
Planetary Size 

Diameter: 18,200 km 
Equatorial Circumference: 56,000 km 
Total Surface Area: 714,000,000 sq. km 
Percent Land Mass: 19% 
Total Land Mass: 135,700,000 sq. km 
Planetary Conditions 
Length Of Day: 23 hr 
Atmospheric Density: Terrestrial 
General Climate: Arctic 
Mineral Content 

Normal Metals: 23% 

Radioactives: trace 

Gemstones: 22% 

Industrial Crystals: trace 

Special Minerals: 6% 


GORWAH 

Named for the local word for the native race, this planet 
was the first on which the Romulans encountered intelligent 
life. The reptilian Gorwah, though physically hardy like the 
Gorn they somewhat resemble, were technologically unpre- 
pared for the Romulans and became the first Romulan sub- 
ject race. 

Now, the Gorwah work the mines, bringing out raw 


WORLD LOG 


radioactive ores from places the Romulans themselves could 
never reach. The Gorwah metabolism is resistant, but not 
totally immune, to long-term, low-level radiation poisoning. 
The Gorwah never leave their home planet, as several exper- 
iments with exporting Gorwah laborers to other mining 
worlds met with failure; the Gorwah metabolism needs cer- 
tain trace elements found only in their own ecosystem, and 
they die soon if moved elsewhere. 


System Name: GORWAH 
Number Of Class M Present: 3 


World Name: GORWAH 
Position In System: VI 
Number Of Satellites: 3 
Planetary Gravity: 1.3 G 
Planetary Size 
Diameter: 16,900 km 
Equatorial Circumference: 52,000 km 
Total Surface Area: 663,000,000 sq. km 
Percent Land Mass: 12% 
Total Land Mass: 795,600,000 sq. km 
Planetary Conditions 
Length Of Day: 20 hr 
Atmospheric Density: Thin 
General Climate: Warm temperate 
Mineral Content 
Normal Metals: 9% 
Radioactives: 27% 
Gemstones: trace 
Industrial Crystals: trace 
Special Minerals: trace 


LIFE AND CIVILIZATION LOG 


System Name: GORWAH 

Code: 112210-22 

Formerly Dominant Race: Gorwah 
Life Form: Reptiles, large omnivores 


Attributes: 

STR-85 END-55 INT -50 
DEX-50 CHA- 40 LUC-20 
PSI -10 


Tactical Movement And Combat Statistics: 

AP: 6 Combat Skill Rating: 45 

Damage: +5, massive, Armor: 12 
clawed hands 


General Description: 


These massive reptiles are perhaps related to the Gorn, 
though they had not yet developed into a technological so- 
ciety before becoming the first subject race of the Romulan 
Star Empire. They serve as laborers and miners on their 
home planet, under strict regulations prohibiting the teach- 
ing of advanced technology. 

Possessed of a racial inferiority complex, the Gorwah 
have never revolted or provided much resistance against 
their Romulan masters. This could change, however, given 
charismatic leaders and the knowledge that a similar reptilian 
race (the Gorn) is highly advanced. This knowledge would 
have to come from elsewhere, because the Romulans them- 
selves do not yet know about the Gorn. 


HANNRILETH (Swift Messages) 

Hannrileth is not a rich world, but its position in space 
makes it an ideal site for a major subspace relay station. 
Because it is strategically important, it is well defended. 


World Name: HANNRILETH 
Position In System: VII 
Number Of Satellites: 0 
Planetary Gravity: 1.1 G 
Planetary Size 

Diameter: 14,300 km 
Equatorial Circumference: 44,000 km 
Total Surface Area: 561,000,000 sq. km 
Percent Land Mass: 86% 
Total Land Mass: 482,500,000 sq. km 
Planetary Conditions 
Length Of Day: 22 hr 
Atmospheric Density: Terrestrial 
General Climate: Desert 
Mineral Content 

Normal Metals: 19% 

Radioactives: trace 

Gemstones: trace 

Industrial Crystals: trace 

Special Minerals: trace 


KALABESTASZ (Place Of Storms) 

This world is a mining colony best known for the spec- 
tacular electrical storms that occur here. The mountains of 
this world have deposits of an odd metallic compound that 
conducts electricity at room temperature better than any 
other known substance. The metal is used extensively in 
very critical circuitry design, but it is too scarce for general 
use. 


WORLD LOG 
System Name: HANNRILETH 
Number Of Class M Present: 1 


WORLD LOG 
System Name: KALABESTASZ 
Number Of Class M Present: 1 


World Name: KALABESTAZ 
Position In System: VI 
Number Of Satellites: 0 
Planetary Gravity: .7 G 
Planetary Size 

Diameter: 9,100 km 

Equatorial Circumference: 28,000 km 

Total Surface Area: 357,000,000 sq. km 

Percent Land Mass: 53% 

Total Land Mass: 189,000,000 sq. km 
Planetary Conditions 

Length Of Day: 24 hr 

Atmospheric Density: Terrestrial 

General Climate: Warm temperate 
Mineral Content 

Normal Metals: 47% 

Radioactives: 35% 

Gemstones: trace 

Industrial Crystals: trace 

Special Minerals: 3% 
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MANDUKAM (Vigilance) 

This world is the nearest major colony to the Neutral 
Zone. It serves as the base for the Outpost Division headquar- 
ters concerned with all operations along that strip of space. 


WORLD LOG 
System Name: MANDUKAM 
Number Of Class M Present: 1 


World Name: MANDUKAM 
Position In System: VIII 
Number Of Satellites: 0 
Planetary Gravity: 1.0 G 
Planetary Size 
Diameter: 13,000 km 
Equatorial Circumference: 40,000 km 
Total Surface Area: 510,000,000 sq. km 
Percent Land Mass: 80% 
Total Land Mass: 408,000,000 sq. km 
Planetary Conditions 
Length Of Day: 24 hr 
Atmospheric Density: terrestrial 
General Climate: Cool temperate 
Mineral Content 
Normal Metals: 34% 
Radioactives: trace 
Gemstones: 34% 
Industrial Crystals: trace 
Special Minerals: trace 


PERHONIES (Near-Light) 


The only major significance of this world is its place in operations brought many Romulans here, and it is now heav- 
Romulan history as the first inhabitable planet settled by ily populated and industrialized, despite the unpleasantly. 
Romulans outside their own solar system. The early mining thick atmosphere. 

WORLD LOG 


System Name: PERHONIES 
Number Of Class M Present: 1 


World Name: PERHONIES 
Position In System: IX 
Number Of Satellites: 3 
Planetary Gravity: 1.3 G 
Planetary Size 
Diameter: 13,000 km 
Equatorial Circumference: 52,000 km 
Total Surface Area: 663,000,000 sq. km 
Percent Land Mass: 24% 
Total Land Mass: 159,000,000 sq. km 
Planetary Conditions 
Length Of Day: 20 hr 
Atmospheric Density: Thick 
General Climate: Warm temperate 
Mineral Content 
Normal Metals: 33% 
Radioactives: 22% 
Gemstones: trace 
Industrial Crystals: trace 
Special Minerals: trace 
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SELTA AVASTAM (Point Of The Wedge) 


This metals-rich world was traded to the Klingons in one marks the farthest penetration of a Klingon colony into Romu- 
of the Romulan/Klingon technology exchange treaties. It lan space, as it lies just past the agreed borderline. 
WORLD LOG 


System Name: SELTA AVASTAM 
Number Of Class M Present: 1 


World Name: SELTA AVASTAM 
Position In System: X 
Number Of Satellites: 2 
Planetary Gravity: .6 G 
Planetary Size 

Diameter: 7,800 km 

Equatorial Circumference: 24,000 km 

Total Surface Area: 306,000,000 km 

Percent Land Mass: 57% 

Total Land Mass: 174,000,000 km 
Planetary Conditions 

Length Of Day: 24 hr 

Atmospheric Density: Terrestrial 

General Climate: Warm temperate 
Mineral Content 

Normal Metals: 62% 

Radioactives: trace 

Gemstones: 9% 

Industrial Crystals: trace 

Special Minerals: 9% 


VILLIAM Ill (Speaker) 


Unsuitable for mining and with an atmosphere too thin history. This world was the site of the first Klingon/Romulan 
for agriculture, this planet is not of great strategic signifi- conferences on technology exchange agreements, and the 
cance, and is notable only for its place in Klingon/Romulan first treaties were signed here. 

WORLD LOG 


System Name: VILLIAM 
Number Of Class M Present: 1 


World Name: VILLIAM III 
Position In System: II! 
Number Of Satellites: 1 
Planetary Gravity: 1.3 G 
Planetary Size 
Diameter: 16,900 km 
Equatorial Circumference: 52,000 km 
Total Surface Area: 663,000,000 sq. km 
Percent Land Mass: 9% 
Total Land Mass: 60,000,000 sq.km 
Planetary Conditions 
Length Of Day: 24 hr 
Atmospheric Density: Terrestrial 
General Climate: Cool temperate 
Mineral Content 
Normal Metals: 1% 
Radioactives: trace 
Gemstones: 24% 
Industrial Crystals: trace 
Special Minerals: 3% 
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INTERSTELLAR INTERACTIONS 


Further detail on the history of interaction with the UFP 
and Klingons may be found in the time line of historical 
events. 


GORN ALLIANCE 

Gorn-controlled space lies close to the farthest galactic- 
northern borders of the Romulan Star Empire, and thus an 
encounter with the Gorn seems inevitable. Gorn expansion 
in recent years has been somewhat limited, perhaps due to 
continuing negotiations with the UFP and a desire for consoli- 
dation before trying to take control of more territory. The 
Romulans, on the other hand, have been sending scouts 
much farther into unexplored space in attempts to find new 
resource-worlds that do not conflict with either UFP or 
Klingon spheres of influence. 

In fact, although neither the Federation nor the Romulans 
themselves are aware of it, the Gorn have encountered 
Romulan ships on two occasions. 

First Contact 

A Romulan scout wandered into Gorn space on Refer- 
ence Stardate 2/1702.14 and was detected by a Gorn patrol 
craft. With typical Gorn lack of subtlety, the patrolling vessel 
reported the intrusion and attacked the Romulan craft im- 
mediately. Though the Romulan scout was not equipped 
with cloaking equipment because no encounter had been 
expected, it did return fire and, with some difficulty, de- 
stroyed the Gorn vessel. 

The Romulan Commander, perhaps fearing to attract 
attention by transmitting, did not report the encounter im- 
mediately, but maintained the usual strict radio silence when 
in unknown or hostile territory. Unfortunately for the Star 
Empire’s intelligence network, the damaged Romulan was 
pursued and overtaken by a Gorn task force before it could 
leave Gorn space. The Commander destroyed his vessel to 
avoid capture. 

Neither race learned much from this first encounter. The 
Gorn recovered no wreckage and could not be certain that 
the ship was not of Federation origin, despite its strange 
appearance. The Romulans were not alarmed, for scout mis- 
sions are inherently dangerous and many scouts do not re- 
turn. 

Second Encounter 

The second encounter occurred on Reference Stardate 
2/2112.02, when a Romulan scout entered a system recently 
claimed by the Gorn for asteroid mining. The scout had the 
bad luck to encounter a Gorn battleship at close range in the 
asteroid belt. The battleship, cruising the system to discour- 
age rebellious Gorn known to be operating there, crippled 
the scout with close-range fire. The Romulan Commander 
and most of his crew were killed in the first volley, which 
also severed the scout’s single warp engine nacelle from its 
pylon. 

Left with no chance of escape, the remaining crew acti- 
vated a backup self-destruct mechanism, but it was of limited 
effectiveness because it was unable to use the raw destruc- 
tive power of the warp engine. The crew and ship’s com- 
puters were destroyed, but much of the vessel was salvaged, 
giving the Gorn their first evidence of the Star Empire. 


Present Interactions 

Currently, the Gorn are biding their time. They have rein- 
forced defenses on the Gorn border facing Romulan space, 
but they have not made any overt, aggressive moves. Al- 
though they have deduced from open UFP records that their 
contacts have been with the race who once warred with the 
Federation, they have been reluctant to admit to UFP 
negotiators that they have encountered the Romulans them- 
selves, likely fearing that word of the encounters would get 
back to the Romulans and rob them of their surprise. 


The Romulans, for their part, have become suspicious. 
Though scouting missions are dangerous, the coincidence 
of losing 2 vessels mysteriously in the same sector of space 
is great. The Star Empire knows little about the Gorn, their 
only source of information being random comments over- 
heard by Romulan agents in the Triangle. They certainly do 
not know the exact location of the Gorn nor the extent of 
their holdings, but it likely will not be long before they send 
more-heavily armed ships to have a look around. The result 
could be explosive. 

Of course, the UFP likely would warn the Gorn about 
the Romulans if they would simply ask the UFP for informa- 
tion. UFP negotiators are waiting, seeking to use such infor- 
mation as a bargaining point. 


KLINGON EMPIRE 

The first Romulan contact with the Klingon Empire 
occurred on Stardate 0/0001.30, when the Romulan scout 
L’Sattak was attacked near the Romulan colony on Delta 
Khinah Il. The Commander, seeing no way to survive an 
attack by 3 larger vessels, self-destructed, but not before the 
crew was able to dispatch a message pod back to their base 
carrying the vessel's log tapes, including the visual communi- 
cations with the Klingons. 

From these tapes, which showed who the attackers were 
and gave an idea of the enemy’s technology, Romulan 
analysts were quick to declare the Klingons a worthy adver- 
sary, indeed a formidable one. The size of the expanding 
Klingon Empire was not known, and so the Romulans did 
not know whether they were up against a small planetary 
force that had a few good ships, or against a force larger 
than their own. 

The Klingons declared war immediately. The Klingons, 
who were engaged in several other conflicts within and 
around their borders, could not afford a prolonged conflict 
with a powerful enemy. Nevertheless, the war lasted more 
than three years, with the Romulans suffering the worse 
losses, though the Klingons did not pay a light price. When 
neither side could afford to continue the fighting, the Kling- 
ons were very willing to negotiate a treaty, in their favor, of 
course. The Romulans conceded several small bases along 
with mineral rights to a large asteroid belt. 

The Klingons and Romulans continued fighting infor- 
mally for many years, neither side pushing for an escalation. 
Small raids were staged, usually with not more than 3 or 4 
ships, all denied by the attacking side. Both sides made ex- 
tensive use of privateers, and merchant vessels were armed 
and used as decoys. This see-saw activity continued for over 
100 years. Much of the fighting centered in the area that has 
come to be known as the Triangle, that area of space where 
the Klingon, Romulan, and UFP areas of influence collide. 
First Romulan-Klingon Treaty 

The petty bickering ended with the signing of the first 
of 3 non-aggression and technological exchange treaties, 
taking place on Reference Stardate 2/0902. This treaty al- 
lowed both sides to end the unofficial conflict and still save 
face, as it said nothing about ending any existing conflict, 
nor did it even acknowledge the existence of such conflict. 
Thus, it allowed them to act as if there had never been any 
fighting between them. 

The galactic ramifications of this treaty have been im- 
mense. It allowed both sides to concentrate their main effort 
elsewhere. Specifically, it allowed them to concentrate on 
those who the Klingons were pushing as their common 
enemy — the UFP. The Klingons saw the alliance as a way 
to buy time. If the two powers jointly defeated the UFP, then 
the Klingons could attack and overwhelm the exhausted and 
depleted Romulan forces, especially if the Klingons held back 
and allowed the Romulans to do most of the fighting. In all 
practicality, the Romulans intended the same thing, but to a 
lesser extent. 
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Neither side gained any territory in this agreement, al- 
though disputes over contested areas, particularly in the 
Triangle, were settled. Both sides felt as if they had gained 
important concessions. They were publicly, if not privately, 
joined against the UFP. If nothing else, both sides gained 
valuable time to recoup losses and assess the future. 

In the technology exchange, the Klingons gained older- 
model cloaking devices, which the Romulans equipped with 
a failsafe device that allowed only Romulans to work on 
them. If the Klingons attempted to open one to see what 
made it tick, it would self-destruct; this device caused the 
disappearance of several Klingon vessels shortly after the 
exchange was finalized. The Klingons also gained the plasma 
weapon, a technology they much desired but had been un- 

able to duplicate. This allowed them to develop their own 
version of the photon torpedo, which has technological roots 
similar to the plasma weapon. 

The Romulans gained ships, most importantly the 
Klingon_D-7 Class Battlecruiser, though ore carriers, repair 
vessels, and a few scouts were gained. The D-7 model gained 
was an older vessel, with some of the equipment stripped. 
The weaponry, an older model of the disruptor, was much- 
needed technology for the Romulans, who were able to adapt 
and modify it until their own versions became their main 
weaponry. The Romulans also gained hand disruptors, which 
rapidly became the personal weapon of choice. 

Each side employed advisors to train the other in the 
use of the acquired equipment. Both sides fully realized that 
the advisors were little more than spies, and relegated the 
training vessels to back-water areas. As soon as was possible, 
both sides sent these advisors back home. 


Second Romulan-Klingon Treaty 

With this treaty, signed on Stardate 2/1109.13, no 
technology of importance was exchanged. The main Romu- 
lan concession was to give the Klingons a much desired base 


in the Triangle, a base that the Romulans felt they were about 
to lose anyway. In return, the Klingons gave up several bases 


coreward of the Triangle. 
Third Romulan-Klingon Treaty 
This treaty, signed on Reference Stardate 2/1801.18, gave 


the Romulans much-needed mining equipment of a type they 
had been unable to develop. The Klingons gained the new 


Bird Of Prey Class Scout. This 12-man vessel was deemed 
by the Romulans as being safe enough to trade, as it con- 
tained no technology the Klingons did not already have. 
Present Interactions 

The Klingon-Romulan alliance is shakier today than it 
has been in many years. The Klingons have become more 
aggressive, openly attacking Romulan outposts, probing for 
weak spots and testing defenses for readiness and strength. 
Klingon diplomatic messages have had little real diplomacy 
in them, conveying lightly-veiled threats instead. The Kling- 
ons are readying for a major offensive, although it is doubtful 
if they could achieve real superiority in more than a small 
sector. 

The Romulans, on the other hand, have taken a defensive 
posture. They are biding their time, hoping for a major UFP- 
Klingon conflict. They are more concerned with expansion 
coreward, but they are unwilling to give up any more of their 
territory. 


UNITED FEDERATION OF PLANETS 

The Romulans first encountered the UFP in Reference 
Stardate 0/9211, when a Federation cargo vessel strayed into 
Romulan territory and was destroyed. The UFP tried diplo- 
macy with their new contact, but the Romulans, who had 
been unofficially at war with the Klingons for some time, 
suspected that it was a Klingon trick. They did not know at 
the time that the UFP was unaware of the existence of the 
Klingons. 
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Diplomacy failed, and war erupted between the two 
growing civilizations. The war was small compared to con- 
flicts now, but at that time neither side was really prepared. 
The Romulans had most of their fighting vessels tied up 
nearer the Klingons, and the UFP did not possess many fight- 
ing vessels in the area. Heavy losses were taken on both 
sides during the 3 years of war. During the whole conflict, 
no one in the UFP ever once saw a Romulan, largely because 
none ever allowed himself to be captured. 

The Buffer Treaty 

The Buffer Treaty established what is now called the 
Neutral Zone between the two cultures. This zone was not 
to be entered by either side for any reason, and any violation 
was to be treated as an act of war. No neutral third party 
was chosen to act as mediator, as none existed in the area. 
Over the years, each side has tested the other, probing for 
data and weak spots in the Neutral Zone. The situation has 
been likened to a period of Terra history known as the Cold 
War. 

The treaty allowed outposts to be established on either 
side of the zone. No limitation was set on the number, but 
their size (crew complement of 37) and proximity to one 
another was set. Both sides were able to easily get around 
these limitations by building more-heavily 
manned outposts back from the zone and by using unman- 
ned, remote listening devices between manned stations. 

The remote listening devices are the target of much 
covert activity. Both sides have been known to not only si- 
lence such devices but feed them inaccurate sensor data. 
Some have even been reprogrammed by inventive techni- 
cians. The most interesting example was the Federation man- 
ned station that reported a device was sending coded infor- 
mation for a popular Romulan game. 

Present Interactions 

Neither side wants a war at this point. The Romulans 
are content to insure their rear lines are safe from attack. 
They are concerned with what they feel are expansionist 
tendencies of many UFP politicians. The Federation is con- 
cerned that the Romulans are greedy for domination of the 
galaxy. Many Federation leaders support a powerful front 
with the Romulans, but almost all are ready to concede that 
the greatest danger to both groups is the Klingons. Though 
many feel that the two cultures could be very good allies in 
a major conflict with the Klingons, very few feel that the two 
cultures will intermix well. Unlike the races that have inter- 
mixed successfully with the rest of the Federation, such as 
the Vulcans and Caitians, for example, the Romulans are 
much too large and much too different in their attitudes to 
coexist in the same space as the Federation. They could 
coexist peacefully side-by-side, but not intermixed. 

There have been a few small skirmishes along and in 
the Neutral Zone. A few of these have come close to escalat- 
ing into major conflicts, but cool heads have always pre- 
vailed. One of the most notable of these has come to be 
known as the Enterprise Incident, when Captain James T. 
Kirk, commanding the USS Enterprise, stole a cloaking de- 
vice. In this incident, Kirk brought back the commanding 
Romulan officer when attempting to escape the zone. She 
was deposited on a neutral planet in the zone, but not before 
accusations started to fly from the Romulans. Fortunately, 
diplomats were able to calm things by returning her and by 
making other minor concessions, such as retrieval of Romu- 
lan buoys which had malfunctioned and strayed into Feder- 
ation territory. To this day, relations with the Romulans are 


quiet, but shaky. 
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ARomulan’s primary motivation is following his destiny. 
He takes literally the idea of building a road to the stars. Ever 
since the day that the first Romulan stepped onto Remus, 
Romulans have worked toward the steps necessary for 
galaxy-wide domination. This is their destiny, and they will 
not allow anyone to interfere with it. 

Any culture that chooses to or that can be made to aid 
the Romulans in fulfilling their destiny is welcome to travel 
the road with them. Any culture that is likely to interfere with 
their destiny, however, will be crushed, of necessity. Thus, 
the Klingons and the Federation are to be fought, simply 
because they are in the way and not likely to be absorbed. 

Asked to describe his people and their ways, a Romulan 
would state that they are creatures of duty. Duty, which is a 
way of translating destiny into personal behavior, is every- 
thing to a Romulan, and he will do what he feels duty-bound 
to do. A Romulan would not hesitate to give his life if he 
thought it his duty, or that dying would place his people one 
step closer to their destiny. 

A Romulan’s first duty is to his Great Brothers (gods); 
this duty to fulfill his destiny, to help build a road to the stars, 
is a Romulan’s duty to his race. His next duty is to his family, 
whether it is his natural family (his parents and other rela- 
tives; his clan), or to his adopted family (his ship's officers 
and crew). His last duty is to himself; in Romulan society, 
the individual counts but little except as a cog on the greater 
wheel of Romulan destiny. 

Their manifest destiny, coupled with a marked scarcity 
of resources, has caused the Romulans to adopt many in- 
teresting patterns of behavior. To conserve resources, they 
practice euthanasia (mercy-killing) of deformed or defective 
young and of the infirm and non-productive old; in battle, 
they practice it on the severely wounded. The Romulans 
practice complete equality of the sexes, because not to do 
so would be a waste of resources. Romulans practice none 
of the backstabbing or infighting typical of the Klingons; it 
simply is too wasteful of resources. 

Because emotion often interferes with duty, Romulans 
suppress their emotions in a way similar to that of the Vul- 
cans. Whereas the Vulcans suppress them to the point of 
not allowing them to show at all, the Romulans only suppress 
their emotions in public, outside small family groups. They 
express their emotions only in private, or share them with 
family or very close friends. At these times, they use their 
limited psionic abilities to enhance their emotions. The 
Romulans simply do not allow a stranger to see their emo- 
tional outpourings. To be allowed to share a family celebra- 
tion or other event that deserves strong emotions is a great 
honor indeed, a privilege rarely granted even to other Romu- 
lans. 

Other character traits shown by Romulans come out of 
those just described. Coupled with a Romulan’s sense of 
duty is a sense of personal honor. For example, a Romulan 
would rather die than be forced to go back on his word. 
Among themselves, Romulans are generous, believing that 
“what’s mine is yours.” 

Romulans appear to be warlike, largely because they 
have always had to fight to get what they wanted. This leads 
Romulans to believe that an item is not worth having if one 
does not have to fight for it. Thus, when an outsider gives 
a Romulan something, the Romulan is very skeptical and 
mistrusts, the giver as he must be up to something. 


—__ the Romulan People i  — 


Romulan law is based heavily on tradition: something 
is right because that is the way it has always been done. 
Anyone who scorns the traditions is soon outcast from soci- 
ety. Thus, Romulans frequently have a way of handling many 
situations. This may not be the easiest way, the most efficient 
way, or the best way, but itis “the Romulan way.” The answer 
to many questions about why something is done usually is 
that “it is the Romulan way.” In its final form, the Romulan 
Way (notice the capital) is the road to the stars. 

Romulan law and traditions now are passed down in 
written form, necessary in a large stellar society. But these 
have been handed down over the ages in ballads. In the 
ancient days of individual city-states, the only person safe 
from harm was the traveling balladeer, the early historians. 
The stories, art, and especially songs still live today and play 
an important part in Romulan celebrations, and the storytel- 
ling artis highly valued. In short, Romulans love a good story. 
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Religion influences all phases of Romulan society. The 
Romulans believe that the D’ravsai (Great Brothers), not su- 
preme beings to be worshipped but a superior race to be 
emulated, placed the Romulan people on their planet and 
charged them to build a road to the stars. This task is the 
driving force behind Romulan civilization and culture. 

Though this meshes completely with the theory about 
the Preservers, a race that seeded Humans and humanoids 
throughout the galaxy, Romulans do not fully support the 
Federation's view of that theory. They agree that a superior 
race put the original Vulcanoids on Rom’lasz, but they do 
not believe that this was incidental in a much larger seeding 
operation. They do not believe that the Preservers meant 
them to share the galaxy with any of the other humanoid 
peoples seeded there. Instead, they believe that they are the 
only race destined to rule the stars. And so, all Romulans 
are dedicated to build their road to the stars, one which they 
believe wiil bring them face to face with their Great Brothers. 

Because of their view, the Romulans do not pray to gods, 
but commune, or talk, with personal Great Brothers, who 
are unseen, but present, during the discussions and dispense 
wisdom and advice. Communing Romulans do not expect 
their communication to be answered directly, and they do 
not seek divine intervention in daily activities. Instead, com- 
muning is a reminder that their actions are noted by their 
Great Brothers, and they ask support as one would ask moral 
support from one’s family and friends. The relationship is 
not a casual one. 

Romulan families have their own Great Brothers, who 
know all there is about the family through the generations. 
Though some families have a single, primary Great Brother, 
many families have several, acquired through the ages by 
inter-family marriage. Most Romulans acquire a new Great 
Brother upon entering The Great Duty, because all vessels 
and most bases have their own individual Great Brothers. 
There are not thousands upon thousands of Great Brothers, 
but a limited number shared by many vessels and families. 
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FAMILY SHRINES 

D’‘hannam (Great Communing, or Important Conversa- 
tion) normally is carried out in a family shrine, called d’bre- 
sasam rassam (Family Gathering), though it may take place 
in any quiet location. Daily life centers around this shrine, 
and all important celebrations and activities take place here. 
All military vessels contain a shrine, which usually will be 
adopted as the individual's family shrine while he serves 
there. 

Each Romulan takes great pride in his family shrine. This 
room is usually modestly furnished, with a seat or seats for 
the family Great Brothers to sit in during conversations. Many 
shrines have large tables where the family can gather and 
discuss family matters openly with the ever-present, unseen 
Great Brothers. 


STAGES IN LIFE 


The life of a Romulan citizen often is discussed in terms 
of several stages, marked by events that are milestones in 
his history. The six stages discussed in detail here are more 
well-defined than the stages in a Human’s life (birth, first 
word, first steps, first day at school, first date, first love, 
marriage, middle age, retirement, and so on). They are taken 
for granted by most Romulans. Often, other events in a 
Romulan’‘s life are dated from one of these stages. For exam- 
ple, “Daltus was elected senator ony four years after complet- 
ing d’talla.” 

D’NAVASSA: THE GREAT BEGINNING 

The welcoming of a new-born Romulan is a solemn oc- 
casion, shared by the family with their gods. The ceremony 
does not occur until some hours after the child is born. 

The birth itself occurs at home, with the help of a mid- 
wife. Only the mother and anyone involved with the actual 
birth see the child for the first few hours. The child is given 
a thorough physical examination to find any obvious defects. 
If there are problems, the child is taken away without the 
family ever seeing it. The child is put to death and the birth 
is treated as if it never happened. 

If the child is physically acceptable, he is carried to the 
family shrine for presenting to the family gods and the family 
itself. The child, completely swaddled in a dark red robe, is 
presented to the family gods by the mother, who is expected 
to be up and about several hours after childbirth. Then, she 
presents the child to the family. The last in the family to see 
the child is the father, who presents the child to the gods 
again and gives the child its name. 


THE FIRST YEARS 

Young children are given much love but are not babied; 
there is no pampering of Romulan children. They are raised 
in the home until the age of five. The Romulan family is a 
much extended one, so even if both parents are unable to 
raise the child, someone else in the family will do so. Many 
families have a form of day care, in which someone in the 
family has the responsibility of raising all the children in the 
family. 

The first five years of the child are spent in informal 
education, with an eye toward discovering any hidden mental 
or physical defects. Basic language skills are taught, along 
with simple mathematical concepts, art, and music. Playtime 
is used to start development of interaction skills, including 
leadership. The family strives to correct any defects dis cov- 
ered, so that the child is fit when tested on his fifth birthday. 

During these first 5 years, the child is examined annually. 
If any uncorrectable defects are found, the child is taken from 
his family and painlessly put to death. The Romulans look 
at this process as being better for the race, the family, and 
the child. Being resource-poor, they believe that if the weak 
are allowed to live, all will suffer. This is the Romulan Way. 
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D’SORA: THE GREAT AGE 

On his fifth birthday, a Romulan is inspected very 
thoroughly. If he passes the inspection, he is fully acknow- 
ledged and he comes of age at five. If he fails the inspection, 
he is put to death quietly. 

The celebration of a child’s coming of age is a great 
occasion. The child is dressed in bright robes with flowers 
atop his head. He is presented first to the family in the shrine. 
Then he is taken to the family great room, where friends 
have gathered. This is the child’s first contact with non-fam- 
ily. A huge banquet is held, some lasting for several days. 
Entertainers perform, and stories are recounted of the fam- 
ily's past accomplishments. At sunset of the first day, the 
child stands and recites his family’s lineage, a solemn ritual 
because family heritage and loyalty are revered above all 
else. At this ceremony, many children have their mate chosen 
for them. 

If a child passes the inspection and a defect shows up 
before he is 20, the child (or young adult) may earn the right 
to live in the Arena of Life. In this arena, located in D’Sivas, 
the Romulan Capital, the youngster must fight a normal 
youth to the death. If the defective Romulan wins, then he 
has earned the right to live. Defects discovered after the age 
of 20 are ignored. 

PHI’LASASAM: THE EDUCATION 

Unlike the children of most Federation worlds, a Romu- 
lan child is trained for duty, honor, and service to the Empire 
almost from birth. At the age of five, if he is one of the better 
than 95% (in modern times) who pass the final inspection, 
the young Romulan leaves his natural family and enters The 
Education, a combination of Federation primary school, sec- 
ondary school, college, and Star Fleet Academy. 

Between the approximate Terrestrial ages of 5 and 20, 
every Romulan attends school at training centers in every 
local town or large neighborhood, much like Terran public 
schools. He adopts his classmates and teachers as his ‘family’ 
during this process, without ever severing the ties that bind 
him to his natural family. 

Physiological differences and centuries of selection and 
weeding out of the weak have caused Romulan children to 
develop much earlier than their Human counterparts. Romu- 
lan children naturally are able to assimilate teaching more 
readily than Federation children of comparable age. Further- 
more, cultural differences accentuate this. Romulan children 
are pushed hard by their elders to succeed at a much earlier 
age; comparatively, Federation children are not pushed at all. 

Thus, a Romulan child will spend a proportionally larger 
amount of time learning, training, and exercising than will 
a Human child, and so he gains skills at an earlier age. A 
Romulan at the age of 10 is about as mentally mature as a 
Human child at the age of 15. 

This push for excellence causes Romulans to be some- 
what deficient in the social skills that most Federation 
peoples take for granted. Romulans do not socialize as Hu- 
mans do, preferring solitude whenever possible. Socializa- 
tion skills are taught slowly throughout the teenage years to 
counteract the deficiency, and so social skills are present, 
but not instinctive, in most Romulans. 

The Education is broken into three 5-year stages, as de- 
tailed below. 

Phi‘navtasam: The Beginning 

For the first five years of The Education, Romulan chil- 
dren learn the basics of Romulan life, general Romulan his- 
tory, and basic physical fitness and athletics. During this 
five-year period, the child receives training in skills that will 
enable him to survive in the tough life of Romulan civilization. 
From the first, training is demanding and requires discipline 
and aptitude. Those who fall behind most likely will never 
catch up, and they will be forever denied the opportunity to 
gain the skills necessary to earn high rank and favor. 
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The Beginning concentrates mostly on physical training 
for good health, development of learning skills, indoctrina- 
tion in Romulan customs, beliefs, and values, and aptitude 
testing. It is highly competitive, thus handicapping Romulan 
children more than their Terran counterparts in developing 
social skills. This handicap is felt in Romulan culture, but at 
the age of 10, a Romulan child has nearly as many skills and 
excellence in these skills as does a beginning cadet at Star 
Fleet Academy. 

Phi’deltasam: The Broadening 

During the second 5 years of his education, the Romulan 
child begins to learn the important skills involved in his cho- 
sen field. The results of the early aptitude testing allows the 
Romulan child to be guided into a general field of study. 
There are four major specialties in training that begin at this 
stage and continue throughout a Romulan’s career: starship 
operation, starship function, sciences, and military opera- 
tions. Each of these major specialties has 2 or more branches. 
In The Broadening, every Romulan’s specialty and branch 
are selected. Although this choice is made by the school 
authorities, an important family may be able to somewhat 
influence the direction of their child's training. A child who 
has shown no particular aptitude for intellectual pursuits will 
be routed into combat training, and one who is less physical 
is likely to be routed into more intellectual fields. 

During this stage, those destined for a naval career will 
actually be trained in general theories and overall familiarity 
with starship systems. This may seem incredible to a Terran, 
but the 10- to 15-year-old Romulan child is very advanced 
in temperament and training, compared to an Earth child of 
the same age. All Romulan children are well prepared for 
such studies by the time they reach this stage. Intensive work 
in logic, memory enhancement, and study discipline have 
been part of their lives since The Beginning. If, by this time, 
a child has shown no special aptitude, he may be tracked 
into a less sophisticated lane of study, to end up as a common 
laborer during the required military service. Once a child has 
been ‘written off’ as not being exceptional, it is very difficult 
for him to break out of such a training program and move 
up to more sophisticated education. Late bloomers rarely 
get a chance to rise above their early lack of promise. 


Phi'bresalsam: The Coming Together Of Knowledge 

The last five years of the student’s education combine 
elements of both of the other stages of development. The 
student not only learns more of the things that make one a 
better Romulan, but he also expands his knowledge in his 
specialty. This phase continues the rigorous, semi-military 
training and directs the individual's attention toward specific 
goals, much like a Terran college student works toward a 
specific major and degree. 

Some of the training is the same for each student, regard- 
less of specialty. This will enable ali to function equally well 
in most general situations aboard starships. It is in this stage 
that the student is expected to learn the social abilities that 
make civilization possible. The student is taught to work 
closely with others toward common goals. He also is taught 
to sublimate personal goals for the overall goals of the group. 
Of course, these ideas have been part of his daily life since 
birth, but now he is taught why this is so and why he must 
always do the best job possible for the Star Empire. Gaming 
and sports are planned parts of the student’s curriculum to 
help him develop interpersonal relationships and teamwork 
skills and to reinforce the chanelling of the pervasive com- 
petitive attitudes into productive ways. 


D’TALLA: THE GREAT DUTY 

After 15 years of formal education, every Romulan male 
and female enters military service. During this required 5- 
year tour of service, the student holds the rank of Equatoriam, 


the Romulan Navy's lowest rank. The student is taught and 
tested for 1 year each in the Military Division, the Colonization 
Division, the Outpost Division, and the Exploration Division, 
serving under career officers in each posting. His fifth and 
final year is served in whichever division the student worked 
the best. 

The young Romulan is now subject to military discipline, 
even if his job in each division is only a menial one. Here, 
those who are preparing for a career in the military get their 
on-the-job training, while those who will enter civilian life 
perform support duties in keeping with their education. 
These 5 years of service are considered to be the individual's 
payment, in advance, for the privilege of being a Romulan 
citizen. They alos are an opportunity for a Romulan to get 
the finest professional training available. 

At the age of 25, a Romulan has completed The Great 
Duty and becomes a full citizen with all a citizen's rights and 
privileges. At this time, any Romulan may enter the military 
as a career, a much-encouraged choice. Those whose educa- 
tion prepared them for such a life will have an easier time 
of it, but even one who has been trained only for manual 
labor may choose to spend his life in the service. Any Romu- 
lan, even those whose education prepared them for the mili- 
tary, may instead choose to enter civilian life; there is no 
stigma attached to such a choice. Even though career officers 
are treated with special deference and respect, many Romu- 
lan merchants, professionals, persons in the service indus- 
tries, and family organizers (the Romulan equivalent of 
‘nomemakers’} will point with pride to their service in The 
Great Duty, with no particular desire to return to active milit- 
ary life. 


LATTA: THE DEPARTING 

Death is a time of quiet reflection in Romulan society. 
Death is more final here than in many cultures, because the 
Romulans do not believe in life after death. There is no after- 
death joining with their Great Brothers, who are alive and 
well somewhere in the stars. 

The word for death is /atta. A Romulan’s death is only 
called d’latta if the person died with great honor, as in a 
battle. To have it said that one died with honor is the greatest 
tribute a Romulan can be paid. D'latta is normally associated 
with the military, but this is not always the case. Anyone 
who contributes to the Romulan goal by his death is said to 
have died with honor. 

“... and let them stand shoulder to shoulder on the field 
of battle. Together they shall stand, and will stand together 
or fall together, for that is the way.” 
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CAREER MILITARY SERVICE 

Military service in one of the four branches is encour- 
aged, and many Romulans will continue to serve in the 
branch where they excelled; thus there is no need fora militia 
of civilian soldiers. Should a Romulan decide to remain in 
military service, he will be sent to Advanced Officer's Train- 
ing. This 1-year course prepares the character for a career 
as an officer, teaching leadership, tactics, instruction skills 
and administrative skills. At the end of the year, the officer 
is automatically promoted to the rank of Secundam. 

Any civilian may choose to reenter a military career at 
any time. Such a person would be assigned such duties and 
responsibilities as befits his capabilities. Some older Romu- 
lans reenter the military as a final gesture of service to the 
Empire. 

In the same way, a career officer may decide to leave 
the military and reenter the private sector; he may return to 
duty, at which time he will be assigned a rank and position 
in keeping with the Navy’s needs at the time. Furthermore, 
if the unique skills of one who has reentered civilian life are 
required, that person will be called upon to serve again, for 
whatever period his services are needed; all citizens are re- 
quired to cooperate with such callbacks, and they are re- 
turned to their positions when their callback is ended. Be- 
cause such service is directly in the needs of the Star Empire, 
no one may use a Romulan’s absence to gain advantage 
over him; thus, he would not lose seniority or benefits, nor 
would he be passed over for promotion because he had been 
called up for special service. 

D'ANNA: THE GREAT JOINING 

After serving The Great Duty and becoming a full citizen, 
a Romulan is allowed to marry; no Romulan may marry 
before this time. Marriage may occur at any age, although 
itis encouraged within 5 years after The Great Duty. A Romu- 
lan is not forced to marry, but he is expected to have children 
whether he is married or not. Children born out of wedlock 
usually are raised by the mother’s family, but this is not 
always the case if it is agreeable to both parents; no social 
stigma is attached to such children. 

A mate may have been chosen for the Romulan at age 
five; if so, he will be encouraged to fulfill the family wishes 
and proceed with the marriage. Neither prospective partner 
is bound to the choice, however, and they may go their sepa- 
rate ways or choose to marry others. This is common if one 
of the two enters the military as a career and the other does 
not, because many married couples serve together aboard 
ships. In fact, many vessels are crewed by families, with the 
belief that they are more efficient from the closeness of the 
crew. 

A wedding is celebrated because it joins two families 
into one. A wedding starts at the house of the groom. The 
couple arrives at the shrine, where only his parents will be 
waiting; the bride’s family does not attend. Bride and groom 
are dressed in a simple, loose-fitting robe of the family color. 
When the couple enters the shrine, the groom’s parents wel- 
come the bride and then depart. The groom presents the 
bride to his family Great Brothers in a short communing. 
Afterwards, the groom drapes a long scarf-like shaw! of his 
family’s color around his bride's shoulders and leads her to 
a celebration with the groom’s family. 

The couple is expected to stay for several hours before 
they depart to the waiting bride’s family, where the process 
is started all over. In the ceremony at the bride's house, she 
presents the groom to her family Great Brothers and places 
a shawl in her family color over the groom's shoulders. 

After a celebration with the bride’s family, the couple 
departs for their new home. Many young couples choose to 
be colonists, thus advancing the road to the stars. 
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GOVERNMENT 


The Romulan Star Empire is semi-democratic, with gov- 
ernmental control at 3 levels: the city-state level, the regional 
level, and the imperial level. The leaders of each governmen- 
tal level are elected by vote of the Romulans at that level. 

The Romulans do not have the problems with politicians 
common to most cultures; graft, corruption, and excess are 
practically unknown. The system is designed so that once 
someone is in a position of power, it is difficult to remove 
him. Romulan leaders look upon their elected positions as 
a serious duty, and the Romulan political system tends to 
breed professional politicians, men and women who are all 
dedicated to one immense goal — building the road to the 
stars. 

The city-state, or local, level includes all city-states, col- 
onies, or stations with populations of 10,000 or more. Small 
settlements and stations below this population normally are 
controlled by private industry (such as a mining company) 
or by the Romulan Navy. What governmental control, super- 
vision, and services they require is handled by the regional 
governmental unit under whose jurisdiction they fall. 

There are exactly 100 regions. From 60 to 120 city-state 
governments band together to form regions. The boundaries 
of the region are not fixed, but are adjusted every 10 years 
if needed to handle new settlements of voting size. 


CITY-STATE LEVEL 

After their compulsory military service, every citizen 25 
years and older is eligible to vote in local elections and to 
hold office. Because major lawbreakers are stripped of their 
citizenship, they are not allowed to vote or hold office. A 
Romulan’s right to vote is not taken lightly, and most Romu- 
lans follow election proceedings regularly. 

City-State Senators 

There being no district elections, all 100 city-state sena- 
tors (safri sivas) are elected from the city-state at large. Each 
serves a 5-year term. Elections are held on a rotating basis, 
so that about one-fifth, actually 19, are elected every year. 
This totals 95 of the 100 seats; the remaining 5 seats are for 
the Grand Senators. 

One of the 95 city-state senators is elected by the senate 
to represent the city-state in the regional senate. 

Any citizen may run for office. Except for those listed 
below, a citizen cannot refuse to stand for election, nor refuse 
to serve if elected. Active-duty career officers who would not 
be in the location long enough to serve, citizens who have 
served at least one term in the past, and those few citizens 
with sensitive jobs or rare skills who cannot be spared may 
refuse to accept an elected position. If a person with a sen- 
sitive job or a rare skill chooses to accept, accommodation 
for their service is made. 

Grand Senators Of The City-State 

The 5 Grand Senators (d’safri sivas) are chosen by their 
95 peers from among themselves to serve permanent terms. 
These Romulans serve until they resign their office (unusual), 
are voted out by 80 or more members of the city-state senate 
(also unusual), or die. When a new Grand Senator is elected, 
his seat among the 95 city-state senators is filled by normal 
election. 


Praetor Of The City-State 

The 5 Grand Senators choose one of their number the 
city-state’s top leader, the Praetor (pratoram). This position 
also is permanent, with the individual holding the position 
until he resigns, is voted out, or dies. A Praetor may be 
removed from office only by a vote of 95 members of the 
full 100-member senate. 
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Before a new Praetor can be chosen, his vacant seat 
among the Grand Senators is filled by election within the 


Fot city-state senate. Then the Grand Senators choose the 


Romulan Star Em 


Praetor, and the open seat in the senate is filled by general 
election. 


REGIONAL LEVEL 

There are 100 regions, each with its own Senators, Grand 
Senators, and Praetor. Each of these is elected just as within 
the city-states themselves, with each position being filled by 
election from within the rank just below. 

Each city-state senate elects one of its members to rep- 
resent the city-state in the regional senate. The exact number 
of these Regional Senators (d’safri calanas) varies from reg- 
ion to region. No region has fewer than 60 senators or more 
than 120. When a region gets larger than 120 city-states, 
regional boundaries are re-defined. 

The number of Regional Senators elected each year de- 
pends on the size of the regional senate. Just as with the 
city-state senate elections, the regional senate elections are 
held on a rotating basis. About one-fifth are elected each 
year to serve a 5-year term. 

Five Regional Senators are chosen as Grand Regional 
Senators by the members of the regional senate. These pos- 
itions are permanent. The 5 Grand Senators choose a Reg- 
ional Praetor, whose position also is permanent. Each reg- 
ional senate also elects one of their members to serve on 
the Imperial Senate. 

MILITARY SENATE 

The Imperial Navy behaves as though it were a separate 
region. It has its own senate, the largest of the few military 
systems in the galaxy to choose its top military policy makers 
by election. 

One hundred Commanders are elected by their peers to 
sit on this senate. They choose 5 of their number to govern 
the senate in the same manner as the civilian senates. The 
military senate sends one of its members to represent it on 
the Imperial Senate, giving it a direct, though small, political 
voice in the Empire’s affairs. 

IMPERIAL LEVEL 

The Imperial Senate has 100 Senators, one from each 
of the regional senates. These 100 Imperial Senators elect 5 
of their number to be the Grand Imperial Senators, and these 
5 elect from among themselves the Emperor (Pratoram 
Rom‘Iinz — the Leader of the People). 

Although the Imperial Senators are elected for 5-year 
terms just as with the lower-level senators, the positions of 
the 4 Grand Imperial Senators and the Emperor are perma- 
nent. As with any of the lower senates, vote of the Imperial 
Senate as a whole could remove a Grand Imperial Senator 
or even the Emperor himself. This has happened only once 
in Romulan history, however, and it was due to brain damage 
suffered in an accident. Emperors usually die in office, some 
perhaps having been assassinated. 


THE UNSEEN ONES: 


ROMULAN OUTCASTS 


A Romulan who violates tradition in the extreme be- 
comes a non-person, the most severe punishment in Romu- 
lan society. These k’manatri (literally, unseen ones) are the 
most wretched of individuals. As far as other Romulans are 
concerned, a k’manatrum no longer exists. He will not be 
talked to, will not be fed, and will be looked through as if he 
is not even there. To acknowledge the existence of one such 
individual brings extreme dishonor. 

Most k‘manatri seem preoccupied with a struggle to re- 
gain their status. There is precedent for such a hope, but 
instances of k’manatriwho have been readmitted to Romulan 
society are extremely rare. Simply dying in service to the 
Romulan Wav is not enough, however, and to obtain redemp- 


tion one would have to perform an act of extreme self-sac- 
rifice in the Romulan cause, making a noteworthy step along 
the ‘Road to the Stars.’ Most legends and rumors of such 
k‘manatri end with redemption coming hand-in-hand with 
death. 

K’manatri frequently do not live long, becoming victims 
of accidents, particularly if they are troublesome. Some have 
lived a long time, though, with a few being ‘underground 
legends’ — never discussed but still well-known. A very small 
number are said to have managed to leave Romulan space 
altogether. Such individuals, if they indeed exist, could be 
an extreme embarrassment to the Empire. 

Star Fleet Intelligence is aware of the existence of the 
k‘manatri through rumor and legend, though the average 
Federation citizen or even the average Star Fleet officer is 
not. Naturally, such an individual could be very valuable for 
the information about the Romulans that he could tell. Sev- 
eral attempts have been made to recruit a k’manatrum agent 
from among those reportedly located in The Triangle, but 
without success. A Romulan outcast is still a Romulan, in 
his own mind, and those approached have refused to help 
a government they still think of as ‘the enemy.’ 


MEDICAL AID AND 


ROMULAN MEDICAL PHILOSOPHY 


Medical practices of the Romulans are similar to those 
of the Federation. Romulan doctors are very well trained and 
will usually work very hard to repair an injured comrade. 
They are relatively unconcerned, however, with bedside 
manner. Romulan physicians tend to be hard, practical, and 
very businesslike, an image fostering more respect than a 
friendly, concerned attitude. 

Romulan medical personnel usually are not sent into 
combat. Not that Romulan physicians abhor violence or kill- 
ing, because they as capable of killing as any other Romulan 
race. Romulan physicians are not assigned to direct combat 
duties because of the time and training required to train 
them. Losing a physician in combat would be an unaccepta- 
ble waste of resources. This does not mean that they will 
not endanger themselves at all. In a pinch, a Romulan medical 
officer is every inch a fighting soldier, and many have died 
alongside their comrades to prove it. 

A Romulan physician will fight his enemies savagely to 
reach an injured comrade, regardless of the extent of the 
injuries. If the comrade cannot be saved, the doctor will con- 
sider himself duty-bound to save the patient from the dis- 
honor of falling into the hands of the enemy — alive. In fact, 
allowing a fellow Romulan to be captured alive and not killing 
him first would be, to the Romulan, a disgrace second only 
to surrendering to the enemy. All Romulan physicians in the 
field carry swift-acting drugs for patients who request mercy- 
killing. 

The same release would be routinely available to any 
Romulan who was injured or afflicted in a way that would 
make them incapable of functioning normally. No adult cap- 
able of rational decision would be forced to accept 
euthanasia, but the Romulan Way does not allow support 
and aid for the handicapped. Romulans do not consider the 
loss of limb use as necessarily being a handicap. Strength 
of mind is as valuable a commodity to the Romulans as 
strength of body, particularly if the stricken individual has 
useful skills that he or she can teach to others. Many Romu- 
lans who are injured or otherwise physically limited become 
teachers or fill other non-physical pursuits. Euthanasia would 
only be chosen by a Romulan if he felt he could make no 
useful contribution to Romulan advancement, but if this were 
so, he would most likely accept euthanasia rather than be- 
come a burden to his family. 
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—____The Romulan Imperial Navy— 
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ORGANIZATION 


The Romulan Imperial Navy is divided into four divisions, 
as shown on the accompanying organizational chart. Unlike 
Star Fleet, each division has its own substructure to supply 
its needs. Rather than have one scientific research unit re- 
sponsible for supporting all the operating forces, one medical 
command, or one quartermaster corps, the Romulans found 
that their unique priorities made it more efficient for each 
division to handle all its own affairs. Because each division 
usually operates in different parts of the galaxy, rarely work- 
ing with any other division, this makes some sense. 

Though it might appear that this duplication of effort 
might make cooperation more difficult, it is not so, largely 
because all Romulans have the same goals and do not let 
petty rivalries or jealousies interfere. 

EXPLORATION DIVISION 

The Exploration Division’s task is to explore unknown 
areas of space. Extensive surveys are made, as the Romulans 
are not looking just for M-class planets to inhabit, they are 
looking for raw materials to fuel their economy. Its vessels, 
mainly smaller manned and unmanned scoutcraft, explore 
unknown regions, mapping as they go. Their data continually 
is sent back to the nearest exploration base or larger ship. 

The Exploration Division is the most sought-after spot 
in the Romulan armed forces. The exploration team that 
makes an important discovery is sure to be respected. All 
Romulans look upon these groups as being the surveyors 
for their “Road to the Stars.” 
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Because there are not enough manned vessels to cover 
all of the exploration projects, the Exploration Division makes 
extensive use of unmanned probes and landers. Many 
‘mother’ ships are in use, carrying as many as 150 unmanned 
landers. When they reach a new star system, they launch 
several landers at a time, one to each planet holding promise 
for either settlement or mining. If the first unmanned lander 
returns promising data, then several more landers are sent 
to explore various sites on the planet. Only if enough convinc- 
ing data is received is a manned party sent to do further 
investigation. The advantage of this method is that it uses 
much less man-power and enables a very small group to 
examine an entire solar system quite thoroughly. The disad- 
vantage is that the unmanned probes might overlook unusual 
situations outside their programming. 


OUTPOST DIVISION 

After exploration, the Outpost Division handles the next 
step in the ‘road building’ process. This division group main- 
tains a wary eye on all borders of the Empire, not just along 
UFP or Klingon zones of influence. This division is considered 
to have the second best assignments in the navy, as this 
group is “next to the gods.” 


The Outpost Division constructs, places, and mans the 
Star Empire’s outposts, which take many forms. The most 
common outpost is a small base, possibly domed, on a small 
planet or asteroid. Many of these asteroids have been hol- 
lowed out and fitted with impulse drive, allowing them lim- 
ited movement. Other outposts are deep-space stations or 
satellites. 
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COLONIZATION DIVISION 

Although colonization is vital to the survival of the Romu- 
lan race, the Colonization Division is the smallest in the navy. 
The only naval personnel in this division are assigned to 
armed escort vessels and small ground units used to protect 
beginning settlements. The division moves and protect more 
people than any other, but the majority are non-military. 

Many cultures colonize to relieve overpopulation. The 
Romulans, on the other hand, need the resources that col- 
onies can provide, and so most Romulan colonies are mining 
or farming settlements. The Colonization Division forces es- 
tablish a small colony, transport settlers there, and protects 
it while it gets organized. 

When itis running efficiently and the route to it is deemed 
relatively safe, the colony is turned over to private ventures. 
The division’s military personnel that helped settle the colony 
are given the option of staying or moving on to settle a new 
world. Most move on unless they have acquired a family in 
the process. 


MILITARY DIVISION 

The Military Division, by far the largest arm of the Romu- 
lan navy, carries out the normal duties associated with milit- 
ary forces. It is responsible for the offensive and mobile de- 
fensive needs of the Romulan people. It organizes and mans 
primarily pre-emptive strikes against a world or culture that 
does not wish to cooperate with Romulan directives. The 
Military Division’s policy is to remove a problem before it 
becomes worse. Thus, ‘problem’ worlds or cultures are elimi- 
nated as threats; frequently the whole culture is not elimi- 
nated from existence, but any of the culture’s groups that 
may be a thorn in the Romulan side are eliminated. 

Whereas the Outpost Division provides an early-warning 
system, so to speak, the Military Division provides the needed 
mobile line of defense. It can respond to an offense anywhere 
along it's borders within a reasonable amount of time. The 
division's main forces, fleets capable of handling most prob- 
lems that may arise, are stationed just within the borders of 
the Romulan sphere of influence. 

Ground forces and internal security forces are also in 
this division. Internal security is much different and smaller 
than in many forces, as the Romulans do not have much of 
a problem with their own people. 


IMPERIAL SENATE 


REGIONAL SENATORS 
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RANK AND POSITION 


Romulan rank structure seems confusing without the 
knowledge that ranks in the Romulan service are not meant 
as a gauge of achievement as much as a reminder of in- 
creased responsibility. The rank an officer attains is deter- 
mined solely by need. A very good officer, respected and 
admired by all, may never be promoted past Centurion if 
there is not a need for a Sub-Commander with his particular 
skills. No Romulan would think that this lack of promotion 
marked the individual as incompetent or otherwise undesir- 
able. Indeed, a less-experienced officer might be promoted 
before an older officer if the younger man had skills or train- 
ing that made him a better choice for the job at hand. 

All Romulans in their compulsory 5-year tour hold the 
rank of Equatoriam. Only if they remain in the military do 
they attend Advanced Officers’ training and attain the rank 
of Secundam. Further experience brings an increase in rank 
to Trinam. 

In keeping with their resistance to artificial honors, the 
Romulan military uses fewer distinct ranks than either UFP 
Star Fleet or the Klingon military. These ranks are listed in 
the accompanying table. 


Equatoriam 
Secundam 


Sub-Commander 
Commander 


Trinam 
Centurion 


A Romulan who is not in line of command, such as a 
medical officer, usually will not rise above the rank of Centur- 
ion, though more years of service will confer greater status 
even if rank remains the same. Because each one commands 
a ship, outpost, or group of men, there are a limited number 
of Sub-Commanders; no full-fledged star vessel will be di- 
rectly commanded by a lesser rank. Also, if a Sub-Comman- 
der is assigned to command a vessel, no other person of 
that rank will be assigned to that same vessel; all other offi- 
cers will be Centurions or below. A Commander is usually 
found in charge of a group of ships or larger unit, or perhaps 
in command of one particularly important ship or outpost. 
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Rank Insignia 

Though rank insignia are used, they are worn rarely ex- 
cept outside of a Romulan’s vessel or current assignment 
area. Sash color normally is enough to distinguish those 
ranks that are due extra respect and military courtesies. 
Romulans are expected to know their superiors on sight, 
which is not much of a problem because most serve on the 
same vessel or atthe same station for along period of time. 
Decorations 

There are very few decorations for duty in the Romulan 
forces, as all Romulans are expected to do a good job in the 
performance of his duty. There are no decorations like Terra’s 
Purple Heart or Good Conduct Medal, but there are a few 
decorations for outstanding service. Two of these are de- 
scribed and illustrated below. These are never worn on the 
uniform, but are displayed in the privacy of one’s quarters. 


D’takaran (The Great Comet):This decoration is given to one 
who makes a great advance in exploration or scouting, such 
as the finding of a large deposit of valuable resources or of 
a habitable planet nearer the core. The only way a Romulan 
wins this award is to discover something that contributes 
greatly to building the “Road to the Stars.” 


Ranam Valassa (Shining Star):This award is given to a great 
hero for service above and beyond the normal call of duty. 
Terra’s Medal of Honor is an equivalent. 
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Although the STAR TREK TV series, professional and 
fan fiction, and the recent movies all provide information on 
the Klingons, much of it is fragmentary, opening up as many 
questions as it answers. To create a more complete picture 
of Klingon history, culture, technology, physiology, psych- 
ology, and religion, we had to use those fragments as the 
basis for logical speculation. Though care has been taken 
to avoid contradicting the TV episodes or movies, most of 
the 'holes' in Klingon background had to be filled in by the 
authors’ imaginations. 

Dave, Greg, and | were not the only ones facing the 
problem of creating, from whole cloth, an entire background 
for the Klingon race. Even as STAR TREK: The Role Playing 
Game was being prépared several years ago, author John 
M. Ford was negotiating with Pocket Books to produce a 
STAR TREK novel whose central characters were Klingons, 
with action taking place largely against the background of 
the Klingon Empire. 

Ford (known as "Mike" to his close friends) and | were 
roommates during my graduate school days and for a time 
thereafter. Mike introduced me to roleplaying games when 
Dungeons and Dragons™ was first released, and taught me 
my first lessons about being a good gamemaster. He was 
also one of the shakers and movers of the Indiana Univer- 
sity Science Fiction Club, and we often travelled to SF 
conventions together. Neither of us was totally aware that 
our lifetime careers were being shaped in these years. Mike 
has since become a well-known science fiction author, with 
several novels and short fiction works to his credit, includ- 
ing the novel The Dragon Waiting, winner of the World 
Fantasy Award. My own first published work in roleplaying (a 
very early Dragon article) was completed while we were 
roommates, and | have remained in the field ever since. 

It was perhaps inevitable that our professional paths 
should cross again, as Mike's interest in roleplaying has 
continued (when his schedule of science fiction writing 
permits). He has been the author of a number of roleplaying 
adventures, as well as articles for such magazines as The 
Journal of the Traveller's Aid Society (now Challenge maga- 
zine) and Autodue! Quarterly. In the field of gaming, he is 
known for his somewhat bizarre sense of humor (and for 
leaving player characters in the most incredibly dangerous 
positions without warning)). 

When we discovered we were working on parallel pro- 
jects, we couldn't resist a collaboration of sorts. Thus, the 
research on the Klingon Empire for his novel The Final Re- 
flection (Pocket Books) also became the basis for much of 
the background included in our first edition of The Klingons. 
(Some of the background material given in the player's book 
is presented as excerpts from An Informal Guide to the 
Klingon Empire, by J. Ford and E. Tagore. This fictional 
book was published during the time of the Enterprise's five- 
year mission, and was based on the findings of the Commit- 
tee on the Klingon Estimate, a UFP study group. These ex- 
cerpts are set off from the rest of the text and are credited.) 
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Ford, meanwhile, was able to draw on material we had 
generated on the STAR TREK universe when designing the 
basic game. In this way, both the novel's characters and 
player characters in the game inhabit a universe that is 
consistent and mutually supported with rich detail. Indeed, 
The Klingons is not just a game supplement, but also an 
important reference work on the Klingon Empire. 

The Final Reflection went on to become one of the finest 
pieces of STAR TREK fiction ever written. It has changed 
the way the Klingons are viewed by STAR TREK fans every- 
where, and | strongly recommend it to anyone interested in 
roleplaying with the Klingons. (See if you can pick out Greg, 
Dave, and myself as Klingons in the final chapter of the 
novel!) 

The authors find Klingon society to be a fascinating alien 
culture. We do not, by any means, admire Klingon ideals 
and practices! As Mr. Spock would say, "Finding a culture 
fascinating does not imply approval." To understand all is 
not necessarily to forgive all. (We don't suggest that you be 
a Klingon, only that you try playing a Klingon!) In writing 
this, I've become convinced that the Klingons are too fas- 
cinating to waste just as foes. Try playing from the Klingon 
perspective and see why they are among the most popular 
characters in the STAR TREK universe. 

—Guy W. McLimore, Jr. 
Fantasimulations Associates 
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_Gamemaster Hints 


It might seem easy to gamemaster a free-wheeling 
Klingon Empire-based campaign, as opposed to the 
more structured UFP-centered game series. In truth, 
however, guiding a group of Klingon player characters 
presents unique problems and situations that 
sometimes make it more difficult, not less, to have 
a Klingon campaign. 

Once again, gamemaster and players must first 
decide on a setting for the campaign — usually a ship 
of the Klingon Imperial Fleet. The D-7 Battlecruiser — 
backbone of the Klingon fleet and the most frequent- 
ly encountered near the UFP — is a popular choice, 
and has many advantages. Most times, D-7 bat- 
tlecruisers are deployed in squadrons of three, but 
near the Federation it is not uncommon to find them 
singly. (Such ships are officially assigned to a 3-ship 
squadron, but in truth spend most of their time on lone 
patrol...) 

For groups of experienced players, a ship such as 
a D-11 or D-18 destroyer (both from the Klingon Ship 
Recognition Manual — Volume 1, available from 
FASA) provides a setting for a challenging campaign. 
Such ships are moved around a lot to trouble spots, 
making such a campaign likely to be somewhat 
combat-oriented. 

For smaller groups, a campaign may be based on 
a K-23 or K-26 escort ship (also from the Klingon Ship 
Recognition Manual — Volume 1...).. These ships, as 
their name suggests, escort convoys and merchant 
vessels. This can be exciting work, especially in areas 
of space disputed by the Romulans. 

On most Klingon vessels, the relationship between 
officers and crew is radically different than on Federa- 
tion Star Fleet vessels. Klingons tend to move around 
a lot, especially as junior officers. This is attributable 
both to the ambition of junior officers and to the 
paranoia of the High Command (who prefers not to 
let a popular or crafty officer get too much of a toehold 
in the heirarchy...). Thus, it is unlikely that player 
characters will have had time to develop much trust 
or loyalty among their own crew as the campaign 
begins. 

This lack of trust is important to the tone of the 
campaign. All Klingon officers serve under the shadow 
of doubt. Junior officers all await their chances to sup- 
plant their superiors, sometimes actively plotting their 
downfall. As if danger from downranks wasn’t bad 
enough, a player character must also watch out for 
trouble from upranks, where a superior officer may 
decide that you are too efficient, popular, or crafty and 
arrange an ‘‘accident’’ that removes you from con- 
tention for his position. Finally, the eyes and ears of 
Imperial Security are everywhere. You can never be 
sure that a quiet, unassuming non-player crewman is 
not secretly monitoring your conversations and mak- 
ing reports to Imperial Security. 
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and Suggestions— 


Of course, monitoring internal security is the job of 
the Security Officer aboard ship — a very important 
and powerful job in the Empire. Security officers tend 
to be loners without friends, at once distained and 
feared by the military types. Most internal spying will 
be controlled and ordered by this officer, who may or 
may not be a player character. If the players are inex- 
perienced, or having trouble thinking like Klingons, it 
may be best to have the Security Officer as a non- 
player character. This character can be set up in an 
adversary role to the player-character Captain, ques- 
tioning everything he does and making sure he toes 
the line politically. 

In campaigns with experienced characters, the 

Security Officer may be a player character. The adver- 
sary relationship may still exist, of course. Also, there 
may be other clandestine operatives of the Imperial 
Security branch not known to the Security Officer. 
The assignment of these operatives is to watch the 
Security Officer himself. If he and the Captain get too 
chummy, and begin to plan operations not in the in- 
terest of the Empire, the clandestine agent may step 
in, or call in other help. 
*1* An interesting arrangement for groups of ex- 
perienced players is to choose a junior officer from 
among the player characters to actually BE a 
clandestine agent of Klingon Imperial Security. Before 
the campaign starts, the player is secretly informed 
of his status and provided with TWO character sheets. 
The sheet he uses most of the time shows only his 
cover identity, while his HIDDEN sheet shows his ac- 
tual rank and capabilities (usually higher). 

This can get very interesting as the campaign pro- 
gresses, if the covert agent's player is clever, subtle 
and really into his role. Complications arise when such 
a player requires a saving roll on a skill or statistic that 
is actually higher than his public role (and public 
character sheet) would indicate. All rolls are attemp- 
ted on the publicly-known score levels. If the roll fails, 
(but would have succeeded using the character’s true 
capabilities) the player chooses whether or not to 
reveal his greater abilities. In situations where the roll 
doesnot represent a life-or-death situation, the player 
may simply accept the “failure” to protect his cover. 
Where the roll is important, though, the player may 
simply say ‘ʻI made that roll’’ and continue play. If the 
roll is questioned, the gamemaster simply confirms 
that the roll is O.K. without comment. This, of course, 
risks making the other players suspicious. 

It is the gamemaster’s job to keep Klingon players 
nervous about their status, one way or the other. 
Player characters should be encouraged to keep an 
eye on their superiors’ jobs — watching for a chance 
to advance. Outright assassination of superiors is very 
rare, except when such assassination is sanctioned 
by higher level officers who will protect the assassin. 
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(Of course, it is possible for a high-ranking officer to 
encourage you to assassinate your immediate 
superior, only to double-cross you and claim you acted 
alone. Thus, he removes BOTH of you by turning you 
over to Security!) 

A safer way to advance is to set your superior up 
with bad advice or incorrect intelligence. When he fails 


©) an important mission, your unfavorable report may 
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lead him to be reassigned, busted in rank, or — in very 
extreme cases only — termninated, allowing you to 
move up. Be careful, however, as your own subor- 
dinates may have the same thing in mind. 

To protect one’s own position, it is common for 
ranking officers to gather damaging information on 
subordinates — information that will be revealed if the 
ranking officer is double-crossed or mysteriously is kill- 
ed in the line of duty. Sometimes, it is safest to HOLD 
damaging reports to be used later if necessary. 

The Klingon High Command unofficially encourages 
such behavior (though officially you can lose your 
command and your life if underhanded actions come 
to light when you are in disfavor). After all, it is to the 
High Command’s advantage to keep officers too busy 
to consider moving in on them! Too much infighting 
makes crews inefficient, however, so High Command 
will act to remove an officer who is too ambitious or 
too much of a troublemaker. 

If it sounds like it’s hard for a gamemaster to keep 
a good balance of power and paranoia — you are cor- 
rect! Running a Klingon-based campaign requires ex- 
cellent role-playing and even better gamemastering. 
But the results can be very rewarding when it works. 


Klingon approaches to various outer-space 
assignments are a bit different than the practices of 
their Star Fleet counterparts. The Klingons tend to be 
more free-wheeling and less concerned with the rights 
of individuals and cultures when such rights interfere 
with the demands of the Empire or with attainment 
of personal prestige. The good gamemaster will still 
keep the players from running roughshod over the 
galaxy, however, by making sure their assignments 
have built-in complications. 

Of course, the simplest ‘‘complication’’ to imple- 
ment is adventures set in the Organian Treaty Zone. 
If the players’ ship is assigned in this area, normal 
Klingon diplomatic tactics (orbital bombardment, 
Marine occupation forces, torture of citizenry, etc.) 
will not be tolerated. Not only must a commander fear 
Organian action, but he must fear Imperial interven- 
tion! The Empire cannot risk a treaty violation that can 
be traced to them, and will punish severely any com- 
mander who takes too many chances. 

In the Treaty Zone, characters must approach 
assignments such as first contact, negotiation of 
alliances and treaties, planetary exploration and ex- 
ploitation, etc. from a more relaxed military posture. 
This is not to say that they must completely emulate 
the Federation’s policies — rather they must use every 
legal advantage they can grab — and then create a 
few ‘‘advantages”’ without getting caught! This re- 
quires shrewd planning by Klingon commanders (and 
a watchful eye by gamemasters). 


As a gamemaster, don’t fall into the practice of 
endlessly frustrating all the sneaky tricks the Klingon 
players think up. After all, in this campaign the 
Klingons are the ‘‘good guys’’ and should not lose 
every time. Failing assignments on a regular basis is 
a good way to bore players. A clever plan deserves 
to succeed. On the other hand, it is best not to let 
players gain too much of an advantage, especially in 
important diplomatic conflicts with the Federation. 
Maintain the balance of power in important concerns. 
(Unless, of course, you plan to allow the campaign 
to develop into a variant STAR TREK universe where 
the Klingons get the upper hand! If you and your 
players have a secret desire to blow up the Enterprise 
and move in on Federation space — have fun!) 

The best place for Klingon adventures, however, 
may be deep within the Empire itself. There, the usual 
foes are other factions of Klingons, competing for Im- 
perial concessions and power. Starship captains and 
crews are often used as pawns in such struggles, but 
a determined ‘‘pawn’’ can cleverly play one faction 
off another and be promoted to a ‘’queen”’ of battle 
with a powerful faction of his own. The long-term goal 
of a ship commander may be to found his own line 
and gain enough Imperial attention and power to 
become an influential Klingon noble in his own right. 
Attainment of such a goal should come after much 
clever campaigning, which will no doubt include 
several setbacks and a large number of dangerous 
assignments. The best way to accumulate power in 
the Empire is to establish a reputation that makes 
others afraid to cross you and eager to do you favors 
(to receive favors in return later). That means you 
must accept dangerous work and gather glory for the 
Empire (which will reflect on you as well.) 

The nature of Klingon campaigns will lead to the 
demise of more player characters than is normal in 
UFP-based games. Thus, it may be best for players 
to have more than one character each. One character, 
usually the one with higher rank and position, is a 
primary character who is ‘‘played’’ most often. The 
other should be a junior officer, who may or may not 
be attached to the same department. Both may be ac- 
tive in the same adventure, and a good player should 
take advantage of opportunities that arise for either 
to increase in status or glory. 

In some cases, two characters played by the same 
player may be friends or even linebrothers. Such 
characters will watch out for each other to some ex- 
tent, and may act out of revenge if the other is double- 
crossed. Some characters may be neutral to each 
other. Every now and then, a player gets a kick out 
of playing two characters whose ambitions and posi- 
tions put them at odds with one another at times. The 
ultimate in role-playing comes when one of a player’s 
characters backstabs the other at critical moment to 
further the character’s own ambitions. Gamemasters 
should set up such situations only with experienced 
role-players who can be counted on to stay in 
character even when the situation goes against him. 
‘Gamemasters should NEVER allow a single player to 
hold two very powerful characters — especially if they 
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are natural adversaries like a Captain and Security Of- 
ficer. That would be too much temptation for even the 
best role-players! 

Remember when helping players create characters 
that Klingons can be as three-dimensional as Star Fleet 
characters. Klingons have hopes, fears, likes, dislikes, 
families, friends, ambitions and personality quirks. En- 
courage individuality within the Klingon mold. Too 
much eccentricity, however, would only be tolerated 
in the most efficient and valuable officers. Still, there 
is plenty of room for variation. 
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Once you have a campaign background and a set 
of well-developed characters, you can plan adventure 
situtions. Some of these will be very similar to those 
encountered by Federation vessels, but the Klingon 
approach to the problems will be different. An 
unknown derelict vessel presents an intriguing 
mystery to both UFP and Klingon Empire crews, but 
the UFP group would be thinking about aiding sur- 
vivors and investigating the causes of the accident 
while thew Klingons would be interested in salvaging 
valuable bits of alien technology or looting other items 
of interest — and in protecting Imperial security by 
capturing and interrogating survivors. 

The typical medical emergency call would come to 
Klingons as well as UFP crews, but would be handled 
differently. Is it important to rescue all members of 
an agricultural colony stricken by an unknown virus? 
Perhaps it would be better to save important com- 
mand personnel and let the servitor race who does the 
actual work die off — especially if the planet is con- 
trolled by a rival line whose fortunes would be crippl- 
ed if that happened. Of course, one must take precau- 
tions against retribution and make the ‘‘rescue effort” 
at least look sincere to the Imperial Council... 


Captains called upon to undertake mysterious mis- 
sions had better be very careful in doing so. Is the mis- 
sion all it seems to be? Is the ship and crew being us- 
ed as part of a power play by an ambitious noble? If 
so, how can you get your share if the mission is suc- 
cessful, or protect yourself if it fails. (And what would 
it be worth to rival factions to assure the mission's 
failure...) Of course, the whole thing may be a trap 
set by Imperial Security to check your loyalty. 

The possibilities for twists on familiar STAR TREK 
plotlines are endless. How would the Klingons have 
handled Korob and Sylvia in Catspaw or Trelane, the 
Squire of Gothos? Could they have been resourceful 
enough to stop The Doomsday Machine? Even some 
of the published STAR TREK adventures from FASA 
could be reworked for Klingon player groups. (Notably 
The Vanished; raising the possibility that the alien I’Iglii 
might encounter the Empire’s forces, too.) Use these 
ideas as springboards to your own brand of STAR 
TREK universe adventure. 
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Klingo 


It is impossible to imagine what STAR TREK would have 
been like without the Klingons. Just as Tom Sawyer needed 
Injun Joe and Holmes required the contrast of Moriarty, 
Captain Kirk would not be the same without Kang, Koloth, 
Kor, and their kin. 

In STAR TREK, however, the Klingons were more than 
just a foil for the good guys. It may have begun that way, 
but before long, something in their portrayal sparked the 
fans' imaginations. Indeed, the Klingons became more in- 
triguing than any other alien race in STAR TREK, except for 
the Vulcans. Fans wanted to know who they were and how 
they came to be that way. 

The TV series responded with excellent, detailed char- 
acterizations of some individual Klingons. Captain Koloth, 
played brilliantly by actor William Campbell, was almost 
charming in a sneaky way. Jovial and sarcastic, he 
obviously enjoyed his battle of wits with Kirk in "The Trouble 
with Tribbles". Commander Kor, on the other hand, led his 
Organian occupation force with ruthlessness and deadly 
precision in "Errand of Mercy". (The actor John Colicos went 
on to create another memorable portrayal as the treach- 
erous Baltar in TV's Battlestar Galactica.) In "Day of the 
Dove", Kang was portrayed by the unforgettable Michael 
Ansara, no stranger to the villain's role. As the commander 
of a disabled Klingon ship whose crew is brought aboard the 
Enterprise, Kang showed that even a hard-boiled Klingon 
officer can learn to make peace—if he must. More recently, 

However strong were the portrayals, the TV series 
revealed only a few tantalizing looks at Klingon culture and 
history. In "The Savage Curtain", for example, we meet 
Kahless the Unforgettable, the Klingon who created his 
race's traditions of treachery and tyranny, but we learn 
virtually nothing else of Klingon history. Klingon technology 
is revealed in bits and pieces in the series, but Klingon 
social customs remain a mystery. 


Klingon 
Epithets___ 


As players get “into” their Klingon characters, they 
will no doubt begin to express varying degrees of 
animosity for other cultures, particularly the Federa- 
tion. We present here a short discussion of favorite 
Klingon epithets, for providing a little color to Klingon 
campaigns. 

Of course, the favorite derisive terminology for 
representatives of the Federation is ‘‘earther’’. This 
term is applied by Klingons to any member of the 
human race, whether or not the individual was born 
on Earth. The name is more derisive than it sounds, 
as it implies that Earth dominates the Federation — 
such domination by anyone but the Empire being an 
intolerably insulting idea to a Klingon. The term is 
never applied to members of races not physically 
similar to humans. 

Vulcans are both respected and despised by the Em- 
pire. They are respected for their technological ac- 
complishments and their stoicism, but their pacifistic 
nature and vegetarianism is anathema to Klingons. 
Thus, a Klingon will often publicly denounce the 
Vulcans, but will rarely underestimate them. Vulcans 


are known as “‘leaf-eaters’’ and ‘calculating 
machines’’, but Klingons are quite aware that they can 
trust what a Vulcan tells them, since Vulcans do not 
lie directly (though they may conceal the truth). To 
a Klingon, lying is a way of life, and the compulsive 
truthfulness of the Vulcans somewhat unnerves the 
average Klingon — though a Klingon will take advan- 
tage of this trait when it suits his purposes. 

Andorians, known as fierce warriors, are not 
respected by Klingons because of their acceptance of 
the Federation. Klingons see the Andorian moves 
toward peace as signs of fundamental weakness in 
an otherwise respectable warrior culture. Once 
komerex — a growing empire — the Andorians are 
now khesterex — a dead culture — in Klingon eyes. 
Thus, they are fit only for conquering or extermina- 
tion. There is a hint of sadness in Klingon relationships 
with the Andorians — a touch of regret that the two 
will not meet in glorious battle after all. 

The greatest insult a Klingon can pay another is to 
refer to him as a slave. The concept of “slave” is 
much different than the concept behind the 
klingonaase word kuve — literally ‘’servitor’’. To the 
Klingons, there is no shame in being a servitor to 
another race. Indeed, it is their philosophy that the 
great majority of races are predestined and intended 
to be the servitors of the Klingon race. This is a respec- 
table position, bringing honor to the person who does 
it well. A “slave”, on the other hand, is one who 
serves when he was intended to conquer. He serves 
from weakness and cowardice. The Andorians may 
fall into this category eventually, the Klingons believe, 
whereas the Vulcans were never intended as con- 
querors and may serve honorably. The decision is less 
clear for the human race, and this point is the subject 
of a continuing debate by what passes for 
philosophers among the Klingons. In any case, to call 
a Klingon a ‘‘willing slave’’ is the deadliest of insults. 

Finally, remember that traditional human insults 
may not mean the same thing when translated into 
klingonaase. ‘Your mother wears army boots” would 
probably come out as “your maternal parent wore the 
footgear of a soldier” in klingonaase, and be con- 
sidered a compliment to the military standing of one’s 
line. References to the legitimacy of one’s birth are 
not likely to be understood at all, due to differing 
Klingon customs of marriage/mating. 

Insults are an artform among Klingons. The best 
canonical example of which is the speech delivered 
by zan Korax in The Trouble with Tribbles. (Zan, by 
the way, is the klingonaase equivalent of the military 
term ‘‘Mister’’ as applied to an officer of either sex.) 
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DESIGNING KLINGON 
ADVENTURES 


Star Fleet adventures or campaigns using Klingons as 
NPCs may occur any time after Reference Stardate 1/5105, 
date of official first contact between the Federation and the 
Klingon Empire, up to the present. When setting adventures 
during the pre-war period, the Four Years War, or the time of 
the STAR TREK TV series, however, the gamemaster must 
take care that events are consistent with the political and 
technological situation in the Klingon Empire at the time. 


PRE-WAR ADVENTURES 

In designing adventures set in the period prior to the 
Four Years War, the gamemaster must limit how much 
background knowledge of the Klingons that the player 
characters may use. Remember that the UFP knew very 
little about the Klingon Empire before the Four Years War. 
For example, Federation commanders had little or no knowl- 
edge of Klingon tactics and weaponry. Also, the existence 
of Klingon/Human Fusions was largely unknown to the UFP, 
and so all pre-war encounters would be with Imperial Race 
Klingons. Finally, both sides strictly observed the neutrality 
of the Orion Colonies. 

Before the Four Years War, Federation vessels were 
equipped only with laser (not phaser) beam weaponry, and 
the only effective spaceborne projectile weapon was the 
accelerator cannon. Hand lasers were the standard sidearm 
of Star Fleet. Klingon vessels were equipped with low-power 
disruptors, and did not have torpedo-type weapons. The 
standard Klingon sidearm was a low-power hand disruptor, 
often of the sonic type. (For more detail on early ship- 
mounted weaponry, see the STAR TREK Ship Construction 
Manual, 2nd edition.) Though pre-war Klingon vessels were 
already equipped with transporter devices, Federation 
vessels were not until just before the war. 

Scenarios set during this era would typically involve 
encounters between single ships of each side, or planetside 
meetings (often in Orion ports). Just prior to the war, the 
Federation made several attempts to open formal diplomatic 
relations with the Klingon Empire, and these might provide 
the basis for an adventure or two. 


FOUR YEARS WAR ADVENTURES 

The events of the Four Years War provide a fertile 
background for adventuring. During this time, the UFP made 
its first important discoveries about the nature of Klingon 
society, as well as meeting them in open and unrestrained 
battle for the first time. Gamemasters interested in this 
period should consult FASA's supplement The Four Years 
War, which provides in-depth coverage of that conflict. 

The UFP encountered both Imperial Race and Klingon/ 
Human Fusions during the war, with most encounters being 
of a military nature. Thus, scenarios set in this era would 
likely involve either naval engagements, ground assaults, 
or both. As a number of Star Fleet Intelligence operatives 
were assigned to the Triangle during the war, adventures 
involving undercover work within the Triangle and along the 
borders are also possible. 

Phaser weaponry first came into use as shipboard and 
hand weapons during the latter part of the Four Years War, 
though the hand weapons did not become standard issue 
until several years later. Klingon weaponry of the time 
consisted of more powerful versions of the microwave 
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disruptor. Some sonic disruptors were also still in use as 
hand weapons. Both sides used transporters during the 
Four Years War. 


POST-WAR ADVENTURES 

Post-war encounters with the Klingons would be similar 
to those portrayed in the STAR TREK TV series, and almost 
inevitably lead to conflict. These situations range from 
depiction of the Klingons as conquerors prior to the Pax 
Organia ("Errand of Mercy"), as troublemakers attempting to 
influence the development of inhabited worlds ("A Private 
Little War"), as galactic rivals in competition with the UFP for 
resources and allies ("Friday's Child"), and as tricksters 
attempting to sabotage UFP development efforts in the 
Organian Treaty Zone ("The Trouble with Tribbles"). These 
and other similar themes would make for interesting 
Klingon/UFP adventures. 

Gamemasters must keep in mind that adventures 
taking place in the first ten years after the signing of the 
Organian Peace Treaty may not involve open warfare or any 
other armed hostilities (unless they occur along the Klingon 
Neutral Zone, which is not covered under the treaty). 
Rather, these adventures would involve more subtle con- 
flicts challenging individual commanders and crews to use 
wit and wisdom rather than weapons to deal with problems. 
Most Klingons that UFP personnel encounter at this time are 
Klingon/Human Fusions. Imperial Race Klingons would 
generally be met only much deeper into the Central Empire. 

The UFP used phasers during the post-war period, both 
as shipboard and as hand weapons. Photon torpedoes also 
came into widespread use as weapons systems on larger 
Star Fleet vessels at this time. Klingon warships used larger 
and more powerful disruptors, but did not yet have photon 
torpedo technology. The first high-energy hand disruptors 
also came into use in this era. 
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Klingon Empire 


Life in the Klingon Empire, particularly for military 
officers, is often tense and dangerous, as much because of 
opposition from the UFP and the Romulans as because of 
one's own people! The wise Klingon never makes a move 
without checking his back and covering his tracks. In the 
Empire, one is expected to rise in power and prestige by 
grasping opportunities and by exploiting the momentary 
weaknesses of one's rivals. Thus, every Klingon player 
character should be alert to turn any situation to his 
advantage, certain all the while that his fellow Klingons are 
just as alert to any opportunity to take advantage of his 
mistakes. Surveying all this is the even more watchful eye 
of Imperial Security, recording what everyone does in order 
to protect the Empire. And don't forget Imperial Intelligence, 
the Emperor's own secret service. 


This is not to say that Klingon player characters should 
constantly be at each other's throats, which would be a 
waste of time and manpower, and, therefore, inefficient. 
Wasting the Empire's resources is no way to get ahead, and 
so the game design should promote teamwork—up to a 
point. When preplanning an adventure, the astute game- 
master will also try to create opportunities for decisive per- 
sonal action by individual players, too. 

When Klingons are to be the player characters, the 
gamemasters must, of course, tailor adventures to their 
interests. Now it is the UFP characters who become 'the bad 
guys’ trying to block the player characters at every turn. 
Cardboard villains do not make for good adventures, 
however. A worthy adversary is one who is intelligent, and 
an exciting plotline usually sets up a conflict between the 
goals and motivations of individuals or groups. 

Hints for Planetside Adventures 

When a Klingon starship commander discovers a prom- 
ising new world, he will usually beam down an Exploration 
Team to the newly discovered planet. Such teams are 
always well-armed and heavily guarded by Marines, but also 
include scientific and command personnel. The job of an 
Exploration Team is to determine if the planet offers any- 
thing valuable to the Empire and to learn what obstacles 
might stand in the way of obtaining it. 

Within the Treaty Zone, such teams must be careful to 
avoid treaty violations—or at least, avoid being caught in 
such violations. To avoid repercussions by the Organians, 
the Empire will severely discipline any violators they catch. 
(Getting caught is usually the result of being reported by a 
Federation team or other observers.) 

Exploration teams will report the existence of native 
cultures, as well as of exploitable resources and planetary 
dangers. Such teams rarely have the authority to violate the 
treaty by taking military action on their own, but an 
ambitious and bold commander might try it anyway for a 
particularly rich find. If he is successful, the Empire will not 
quibble about methods. Failure, on the other hand, will bring 
punishment for endangering the Empire. 

An Exploitation Team may be dispatched, either from 
the same or another ship, if a planet is found to be valuable 
in some way. Such teams may set up mining camps, 
observation posts, and so on. If it is done in violation of 
treaty, however, these teams know they are on their own if 
caught by UFP observers. Space is vast, however, and 
such violations may go undetected for months or years. 
Exploitation teams may suffer if the exploration teams failed 
to notice or to report dangerous conditions, however. 

If the Klingons detect a native civilization on a new 
world (either from space or by an exploration team), a First 
Contact Team may be dispatched. It is up to this team to 
negotiate with the native civilization for treaties and trade 


agreements, if permissable under the Treaty regulations on 
contacting native cultures. First contact teams will attempt 
to present an alliance with the Empire as highly desirable, 
hoping to win over the locals before the UFP represent- 
atives get a chance to state their case at all. First contact 
teams must be led strongly by officers who are not too 
trigger-happy, or they may ruin their chances with a new 
native culture. 

On uninhabited worlds with exploitable resources, a 
colonization effort may be mounted. Klingons often import 
servitor-race colonists to do the hard, dangerous work of 
proving a new colony. Many times, these ‘colonists’ are pol- 
itical prisoners or people unwillingly transported from other 
Klingon-dominated worlds. Such colonies are administered 
initially by a Klingon military governor and are guarded/ 
protected by Klingon Marines assigned to that governor. 
Once a colony is established, the Klingons may set up 
leaders from the dominant servitor race as a civilian puppet 
government. This situation can change in an eyeblink, 
however. If the colony does not adhere to Empire policy or 
fails to meet Empire production quotas, the Klingons will 
immediately send in troops and a new military governor to 
rectify matters. 

Outside the Organian Treaty Zone, there is no 
prohibition on conquering inhabited worlds by force. These 
raids of conquest are usually handled by the Imperial 
Klingon Expeditionary Forces backed by the Imperial Navy. 
Such assignments are highly prized (though dangerous), 
because the leaders are often rewarded by grants of lands 
or exploitation rights on conquered worlds. Military gover- 
nors are usually appointed from among the victorious 
commanders as well. 

After taking over a world, the Klingons will garrison it 
heavily, and military leaders take over administering the 
planet's affairs. If all goes well, they will later establish a 
military governorship, and finally, a civilian government (if 
the natives continue to be docile). The Empire will respond 
to rebel activity with increased military presence, however. 

The security-conscious Klingons have pushed the 
borders of their exploratory efforts beyond their capability 
to exploit them. Thus, there exists a line of uncolonized fron- 
tier outposts at the fringes of explored space. Assignment 
to these posts is often a form of punishment for failure or 
serves to exile those whose ambitious nature worries their 
superiors. Troublemakers are often sent on dangerous 
assignments into unknown territory, in the hopes that they 
will die gloriously and thus advance the Empire without 
threatening their superiors. Sometimes, such assignments 
can backfire if the ‘exile’ beats the odds and returns with a 
rich prize for the Empire—if he can manage to keep his 
superiors from grabbing the credit for it. (Remember the well- 
known UFP joke: "How many Klingons does it take to install 
a light panel?" "Two. One to install the panel and one to 
shoot him and take the credit.") 
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KLINGONS VS. ROMULANS 

Of course, the Klingons have other adversaries 
besides the UFP. There's plenty of excitement to be had 
along the Romulan/Klingon borders at any time from 
Reference Stardate 0/0001.30 (long before Terrans had left 
their home system) right through the events of STAR TREK 
IV. Indeed, the gamemaster can run entire campaigns 
where Humans never enter into the game at all, if players 
and gamemaster are knowledgeable and skillful. For a 
wealth of background information to help in creating 
Romulan adversaries for Klingon players, see the FASA 
supplement on The Romulans. 

Campaigns set before 2/0902 can be filled with combat 
action, as the players deal with a continuing series of border 
disputes between the two Empires. These disputes cool 
down a bit after the first technological exchange treaties, 
but only on the surface. Even after the treaties, both sides 
conduct raids (mostly as ‘privateers’, without official 
sanction of their governments) on each other's merchant 
shipping and frontier outposts and settlements. A Romulan 
Captain on such missions would have to be crafty, 
experienced, and very lucky, indeed! 

Adventures or campaigns can also be run with player 
characters on either side of the conflict. Experienced 
gamemasters with large player groups might occasionally 
find it interesting to have some players running Romulan 
characters and others running Klingons. This is guaranteed 
to be difficult to gamemaster, but richly rewarding in terms 
of fun and excitement. It is not recommended for game- 
masters with weak hearts, fragile egos, or easily strained 
friendships among the players! 


ORGANIAN TREATY ZONE ADVENTURES 

One of the most important limiting factors on the 
conquering spirit of Klingon characters has been the 
Organian Peace Treaty, forced upon both the Empire and 
the UFP by the powerful energy beings of the planet 
Organia. According to the Treaty, signed in Stardate 
2/0801, no UFP or Klingon starship may fire upon the other 
along that part of the Klingon/UFP border known as the 
Organian Treaty Zone. The Organians not only forbade 
hostilities, but also used their power to completely disable 
weapons in the Zone. Since Stardate 2/2107, however, the 
Organians have apparently ceased their active policing, 
and warships of both sides now may cross the Zone. No one 
knows why the Organians have withdrawn their attention or 
if they may suddenly decide to intervene again. However, it 
has heated up the tensions that have always existed here. 

During the period from 2/0801 to 2/2107, at least, the 
treaty required that the Klingons and the Federation keep 
hands off inhabited worlds in the Treaty Zone until such time 
as those planets were intellectually prepared to enter the 
interstellar community. (This was official UFP policy 
anyway, but the Organians used their power to strictly 
enforce it within the Treaty Zone.) When a civilization was 
deemed ready, both the UFP and the Empire could approach 
it with offers of membership, trade agreements, and so on. 
The planet's government or populace then had a choice of 
whether to form an alliance or remain independent. 
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In the case of a planet that had no native civilization 
(broadly defined to include sub-intelligent species capable 
of developing true sapience), the Organians awarded the 
world to the side capable of developing and using the 
world's resources most efficiently. The Klingons are very 
efficient, especially in mining and matter transmutation. The 
UFP, on the other hand, is more advanced in agriculture and 
energy resource development. Thus, the success rate was 
split almost evenly between the Empire and the UFP. The 
Organians reviewed each case periodically to see that 
resources were being used with continuing efficiency for 
non-combat purposes. 

Either power could maintain bases and non-military 
installations in the Treaty area (such as the UFP's privately 
owned K-7 space station). In practice, though, the Klingon 
Empire maintains only a very few refueling facilities there 
because the treaty dictates that crews of either side may 
claim emergency aid and/or shore leave rights at any such 
installations. Because most Klingon facilities are ‘military’ 
by definition, they are not too anxious to entertain foreign 
visitors there. 


Thus, Klingon planetary adventurers must ‘walk on 
eggs' within the Treaty Zone during the period of active 
Organian enforcement, in order not to risk a treaty violation 
that would result in disarmament by the Organians. The Em- 
pire will not tolerate any activity that endangers the treaty 
(out of pure fear of the Organian power), and will punish sev- 
erely any Klingon who acts in a way that does so. However, 
one of the quickest ways to get ahead in the Empire is to win 
a moral victory over the UFP in the Organian Treaty Area. 
That means commanders must be especially devious, 
perhaps skirting the ragged edge of a treaty violation in 
pursuit of an advantage (as in the episode "The Trouble with 
Tribbles"). If successful, these commanders can look for- 
ward to vastly increased prestige and substantial material 
rewards. 


KLINGON NEUTRAL ZONE 

On the Triangle side of the Orion colonial star systems 
(whose neutrality is respected by the Empire for reasons of 
its own) lies a small section of the Klingon/UFP border still 
referred to as the "Klingon Neutral Zone". Most of the area 
originally under that name is now part of the Organian Treaty 
Zone. Like the Triangle, much of this area was at first con- 
sidered mostly useless, as few habitable planetary systems 
lay within it. Because neither the Empire nor the UFP was 
anxious to develop it, conflict was rare. Indeed, this area 
was not included in the Organian Treaty negotiations for 
that reason. 

After Stardate 2/1003, when rich deposits of dilithium 
and other minerals were discovered in the zone, Klingon 
warcraft eventually began to patrol it heavily, keeping just 
on their side of the Zone. Violators of their border were 
pursued and destroyed as a matter of course. As yet, the 
Organians have not expressed a desire to extend the 
Treaty Zone, but too many incidents in the Neutral Zone 
might bring this option to their attention. 
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Klingon Empire 


Gamemasters must keep in mind that adventures 
taking place in the first ten years after the signing of the 
Organian Peace Treaty may not involve open warfare or any 
other armed hostilities (unless they occur along the Klingon 
Neutral Zone, which is not covered under the treaty). 
Rather, these adventures would involve more subtle con- 
flicts challenging individual commanders and crews to use 
wit and wisdom rather than weapons to deal with problems. 


The UFP used phasers during the post-war period, both 
as shipboard and as hand weapons. Photon torpedoes also 
came into widespread use as weapons systems on larger 
Star Fleet vessels at this time. Klingon warships used larger 
and more powerful disruptors, but did not yet have photon 
torpedo technology. The first high-energy hand disruptors 
also came into use in this era. 


CIVILIAN CHARACTER ADVENTURES 


Gamemasters will find FASA's Trader Captains And 
Merchant Princes supplement especially useful in designing 
adventures or campaigns based around merchants or other 
civilian characters. Setting such adventures near Klingon 
space (either in the Organian Treaty Zone, Orion space, or 
the Triangle) makes the possible developments even more 
exciting. 

Merchant or civilian adventures in the Organian Treaty 
Zone would occur during the trade boom that resulted from 
the signing of the treaty, which permitted many independent 
traders to become involved in UFP/Klingon efforts to 
develop uninhabited planets in the zone. The treaty's 
prohibition against attacking by civilian vessels was a boon 
to merchants, because it freed them to use less-expensive, 
unarmed ships in these lucrative new markets. 

Prohibitions against combat do not prevent conflict, 
however! Civilian Federation merchants are often the target 
of Klingon sabotage and treachery, because the UFP's 
development efforts in the Zone depend on reliable supply 
lines. (Being Captain of the regular grain freighter going to 
Sherman's Planet is a way to make big bucks, /f you can 
keep the Klingons out of your hair and the tribbles out of the 
quadrotriticale!) Don't forget the many story possibilities 
involving other non-Star Fleet specialists such as private 
security personnel, detectives, gamblers, corporate trouble- 
shooters, and so on. 

When it comes to Orion space, there's always adven- 
ture to be found. The same smiling Orion contact man who 
gives stalwart UFP secret agents crucial information on the 
evil plans of the Klingon Empire is often the same one who 
then provides scheming Imperial spies with secret plans 
stolen from UFP files! Those contemplating adventures in 
the streets and alleys of Orion spaceports will want to 
consult FASA's supplement on The Orions, which decribes 
in detail the galaxy's most devious merchants and their 
somewhat piratical society. 

Of course, some of the best independent adventuring 
territory is in the Triangle, that slice of space caught 
between the borders of the three great powers represented 
by the United Federation of Planets, the Romulan Star 
Empire, and Klingon Empire. In this rough and rowdy frontier 
area, the small but feisty independent governments main- 
tain their freedom from the influences of the Big Three. The 
few rules that do exist in the Triangle get broken with amaz- 
ing regularity, and non-Star Fleet player characters can 
always find a quasi-legal way to turn an extra credit if they 
do not mind ducking a few disruptor bolts now and then. 


Gamemasters contemplating adventures in the Tri- 
angle should consult FASA's supplement The Triangle, 
which includes complete maps and world logs for the region, 
plus background information on the various powerful groups 
competing for control there. The companion volume, The 
Triangle Campaign, contains a pre-generated campaign 
background that includes NPCs, adventure situations, 
plotlines, and everything else needed to set several lengthy 
campaigns in this wild and woolly region of space. Those 
who intend to spend a lot of time in the Triangle will probably 
also want to become familiar with FASA's The Romulans 
supplement, for the Star Empire is just as anxious for its cut 
of the pie in this part of the galaxy, too! 


KLINGON-BASED ADVENTURES 


The best adventures will likely be those where Klingon 
player characters must solve problems created by their own 
unique society. This tests the players’ cleverness and 
ability to roleplay an alien lifestyle and background. Can 
players deal with a crisis and work together while still not 
quite trusting those around them, and while always keeping 
one eye open for the minions of Imperial Security? Sure 
they can, and that is what makes playing a Klingon fun. 

Remember though, that player characters may be 
Klingons, but the players are not. Where the story demands 
specialized knowledge of Klingon life, the adventure must 
present that information, so that the players have some 
basis for trying to think like a Klingon. 


PLANETSIDE ADVENTURES 

Klingon starship crews, particularly those of the 
Imperial Klingon Expeditionary Forces and the Exploration/ 
Colonization Fleet, face many of the same situations as 
Star Fleet crews. They are likely, however, to approach 
these situations in a very different and usually more direct 
manner. The clever gamemaster will draw on certain 
aspects of the interstellar political situation to prevent the 
Klingons from simply shooting their way out of every 
encounter, however. 

Klingon player characters may be the officers of an 
exploratory vessel, just as with Star Fleet adventures. 
Many of the same guidelines apply to both Klingon and Star 
Fleet campaigns, but Klingon adventures should reflect 
different cultural goals and values. For example, explor- 
atory vessels of the Empire will be looking for planets to 
exploit, not potential allies. What's more, Klingons will 
usually consider the intelligent races they may encounter to 
be either potential enemies or potential servitors. 

Adventures that consist merely of raids of conquest 
usually turn out to be boring and futile, unless spiced with 
unusual situations. Much more interesting are adventures 
that pose problems that the characters must solve while 
working within the Klingon system. If the characters must 
stop a revolt, it is more challenging if the scenario requires 
that they balance force with careful diplomacy. Similarly, 
the problem of detecting a traitor will be more fun if the game 
requires the use of guile and trickery to uncover the spy 
rather than merely chasing him all over the ship in a running 
disruptor battle. 
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CREATING TYPICAL KLINGON NPCS 


At times, the gamemaster will have to create incidental 
Klingon characters, particularly opponents, that the player 
characters encounter in a Star Fleet-based campaign. In a 
Klingon-based campaign, he may need a quick character- 
creation system even more, because there is no need to 
generate a full-blown character for every NPC the player 
characters run into. 

Most of the time, all that the game requires is the NPC's 
name, rank/title, race, gender, key attributes, key skills, 
and key equipment or knowledge. The following tables 
provide an abbreviated method for creating typical Klingon 
NPCs. Most of the time, the gamemaster can do so on the 
spot, simply by making the die rolls indicated. For most 
combat situations, however, he should roll up these quick 
NPCs in advance. Otherwise, he would be slowing down the 
game at an exciting moment if he waited till the last minute 
to create them. 


QUICK ATTRIBUTE SCORES 
STR 55+2D10 CHA 30+2D10 
END 50+2D10 uc 20+2D10 
INT 45+2D10 psi 10+2D10 


DEX 45+42D10 
SIGNIFICANT SKILLS 

Thought Admiral 

Administration 40 + 2D10 
Gaming 60 + 2D10 
Leadership 60 + 2D10 
Negotiation/Diplomacy 50 + 2D10 
Starship Combat Strategy/Tactics 60 + 2D10 
Captain - 
Administration 40+ 2D10 
Gaming 40 + 2D10 
Leadership 50 + 2D10 
Starship Combat Strategy/Tactics 50 + 2D10 
First Officer 

Administration 30 + 2D10 
Gaming 30 + 2D10 
Leadership 40 + 2D10 
Starship Combat Strategy/Tactics 40 + 2D10 
Communications Officer 

ST Comm Op 40 + 2D10 
Computer Operation 20 + 2D10 
Damage Control Procedures 20 + 2D10 
Language, Galacta 10+2D10 
Navigation/Helm Officer 
ST Nav 40 + 2D10 
Starship Helm Operation 40 + 2D10 
Starship Sensors 10 + 2D10 
Weapons/Defense Officer 

Deflector Shield Technology 40 + 2D10 
Starship Combat Strategy/Tactics 10 + 2D10 
Starship Weaponry Operation 40 + 2D10 
Ship's Chief Engineer 
ST Eng 50 + 2D10 
Any Technical Specialty 50 + 2D10 
Any Technical Specialty 40 + 2D10 
Any Technical Specialty 30 + 2D10 
Ship's Engineer 

ST Eng 40 +2D10 
Any Technical Specialty 40 + 2D10 
Any Technical Specialty 30 + 2D10 
Any Technical Specialty 20 + 2D10 
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Ship's Security Officer 
Cbt, H-T-H 

Cbt, Marks, Mod 

ST Security Proc 
Small Unit Tactics 


Ship's Security Guard 
Cbt,H-T-H - 
Cbt, Marks, Mod 
ST Security Proc 


Small Unit Tactics 


Medical Officer 
Medicine, Klingon 
Chemistry 
Psychology Klingon 
Biology 


Medical Technician 
Medicine, Klingon 
Chemistry 
Psychology Klingon 
Biology 


Science Officer 
Computer Operation 
Starship Sensors 

Any Science Specialty 
Any Science Specialty 


Science Specialist 
Computer Operation 
Starship Sensors 

Any Science Specialty 
Any Science Specialty 


Combat Operations Officer 
Cbt, H-T-H 

Cbt, Marks, Mod 

Small Unit Tactics 

Zero-G Operations 


Combat Operations Soldier 
Cbt, H-T-H 

Cbt, Marks, Mod 

Small Unit Tactics 

Zero-G Operations 


Combat Engineer 

Cbt, H-T-H 

Cbt, Marks, Mod 

Personal Weapons Technology 
Demolitions 

Any Technical Specialty 

Any Technical Specialty 


Administrator 
Administration 
Gaming 

Leadership 
Negotiation/Diplomacy 


Diplomat 
Administration 
Gaming 

Language 

Leadership 

Cbt, Armed, Knife 
Negotiation/Diplomacy 


50 + 2D10 
50 + 2D10 
50 + 2D10 
40 +2D10 


50 + 2D10 
50 + 2D10 
40 + 2D10 
30 + 2D10 


50 + 2D10 
40+2D10 
30 + 2D10 
40+ 2D10 


40 + 2D10 
20 + 2D10 
20+2D10 
40+2D10 


40 + 2D10 
30 +2D10 
50 + 2D10 
30 + 2D10 


30 +2D10 
20 + 2D10 
35 + 2D10 
25 + 2D10 


60 + 2D10 
60 + 2D10 
60 + 2D10 
40+2D10 


60 + 2D10 
60 + 2D10 
30+ 2D10 
40+ 2D10 


30 + 2D10 
30 + 2D10 
30 + 2D10 
20 + 2D10 
40+2D10 
30 + 2D10 


50 + 2D10 
40+2D10 
40+2D10 
30 + 2D10 


40+2D10 
40 + 2D10 
20 + 2D10 
20 + 2D10 
30 + 2D10 
50 + 2D10 
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Adventuring planetside for the Klingon player 
character is likely to be a bit different than for the Star 
Fleet player character, and gamemasters need to be 


C clever (and aware of certain aspects of the interstellar 


political situation) to keep such adventures from 
becoming a turkey shoot. Klingon starship crews, par- 
ticularly those of the Imperial Klingon Expeditionary 


Z Forces and the Exploration/Colonization Fleet, face 


many of the same situations as Star Fleet crews. They 
are likely to approach these situations, however, in 
a very different (and usually more — ahem — 
‘‘direct’’) manner. It is up to the gamemaster to see 
to it that the situation prevents the Klingons from 
simply shooting their way out of every encounter. 


PLANETARY ADVENTURE AND THE PAX ORGANIA 


The most important limiting factor for Klingon 
characters is the Organian Peace Treaty, forced upon 
both the Empire and the UFP by the incredible energy 
beings of the planet Organia. (See a discussion of this 
treaty later in this supplement.) In the Organian Trea- 
ty Area, no UFP or Klingon starship may fire upon the 
other. It is not only forbidden, it is IMPOSSIBLE to use 
starship weapons in this zone — any attempt to do 
so would bring instant disarmament of BOTH sides by 
the Organians. 

Thus, problems must be settled here by negotiation, 
and through manipulation of events in a more subtle 
manner. Inhabited worlds in the Treaty Area are to be 
strictly left alone until such time as they are intellec- 
tually prepared to enter the interstellar community. 
(This is UFP policy anyway, but it is strictly enforced 
within the Treaty Area by Organian power...) When 
a civilization is prepared, it may be approached by 
BOTH the UFP and the Empire with offers of member- 
ship, trade agreements, etc. The planet’s government 
or populace then has a free choice as to alliance, 
agreement, or total neutrality, if they prefer. 

Planets without native civilizations (and the 
category of ‘‘native civilization” is broadly interpreted 
by the Organians to include sub-intelligent species 
capable of developing true sapience) are awarded by 
the Organians to the side capable of developing them 
and using their resources most efficently. In the words 
of Commander Spock of the U.S.S. Enterprise, ‘The 
Klingons... ARE very efficient,” especially in mining 
and planetforming. The UFP, on the other hand, is 
more advanced in agriculture, and energy resource 
development. Thus, the divisions have been about 
half-and-half for the Empire and the UFP. The Orga- 
nians review each case periodically to see that 
resources are used with continuing efficiency, for non- 
combat purposes. 

Either side may maintain bases and non-military in- 
stallations in the area (such as the UFP’s privately- 


owned K-7 Space Station). In practice, though, the 
Klingon Empire has only a very few refueling facilities 
in the Treaty Area. This is perhaps partly because 
most Klingon facilities are ‘‘military’’ by definition, and 
partially because crews of EITHER side may claim 
emergency aid and/or shore leave rights at any such 
installations. 

Thus, within the Treaty Area, Klingon planetary 
adventurers must ‘walk on eggs’, and not risk a trea- 
ty violation that would result in disarmament at the 
hands of the Organians. The Empire will not tolerate 
any activity that endangers the treaty (out of simple 
fear of the Organian power...), and will punish severe- 
ly any Klingon who steps out of line in such instances. 

However, one of the quickest ways to get ahead 
in the Empire is to win a moral victory over the UFP 
in the Organian Treaty Area. This means commanders 
in this area must be especially devious, perhaps skir- 
ting the ragged edge of a treaty violation (as happen- 
ed in the episode The Trouble with Tribbles) in pur- 
suit of an advantage. Such activities are highly 
dangerous. To protect the treaty, those who fail such 
missions are severely punished by the Empire. But 
those who succeed find rich rewards and much 
prestige is the result of their efforts. 
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On the other side of the Orion colonial star systems 
— whose neutrality is respected by the Empire for 
reasons of their own — lies a smaller section where 
the UFP and the Federation touch borders — the last 
remaining section still referred to as the ‘‘Klingon 
Neutral Zone’’, since most of the area once covered 
by that title is now part of the Oranian Treaty Area. 
Early on, much of this area — like the “Triangle” form- 
ed by the interface of UFP, Klingon and Romulan 
space — was considered mostly useless. Few in- 
habitable planetary systems and even fewer 
developable resources lie in this area. Thus, neither 
the Empire or the UFP was anxious to develop it and 
conflict was rare. Indeed, this area was not included 
in the Organian Treaty negotiations for that reason. 

Later (after the events of the STAR TREK TV series), 
a number of planets in this area were found rich in 
dilithium and other valuable minerals — minerals 
which advances in mining technology had made prac- 
tical to dig out. Eventually, it was patrolled heavily by 
Klingon warcraft — keeping just on their side of the 
Zone — and violators were pursued and destroyed as 
a matter of course. As yet, the Organians have not 
expressed a desire to extend the Treaty Zone, but too 
many incidents in the Neutral Zone might bring this 
option to their attention. 


TYPES OF PLANETSIDE ADVENTURE 


A EXPLORATION team would be the initial group 
to beam down to a newly-discovered planet. Such 
teams are always well armed and heavily guarded by 
Marines, but contain also scientific and command per- 
sonnel. The job of a Exploration team is to determine 
if the planet is worth exploiting by the Empire, and 
finding out what obstacles stand in the way of such 
exploitation. 

Within the Treaty Zone, such teams must be careful 
to avoid treaty violations — or at least being caught 
in such violations. If caught, they will be severely 
disciplined by the Empire to avoid a confrontation with 
the Organians. The only way to be caught, usually, 
is to have treaty violations reported by a Federation 
team or other observers. 

If a native culture exists, such teams will report the 
fact, as well as reporting on exploitable resources and 
planetary dangers. Such teams rarely have the 
authority to violate treaty or take military action on 
their own, but an ambitious and bold commander 
might try it anyway for a particularly rich find. If suc- 
cessful, the Empire will not quibble about methods. 
Failure brings punishment, however, for endang??ing 
the Empire. 

If a planet is found to be valuable in some way, an 
EXPLOITATION team may be dispatched, either from 
the same or another ship. Such teams may set ?p min- 
ing camps, observation posts, etc. If such is done in 
violation of treaty, such teams know they are on their 
own if caught by UFP observers. Space is vast, 
however, and many such efforts go undetected for 
months or years. Exploitation teams may suffer if the 
exploration teams failed to notice or report dangerous 
conditions. 
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If a native civilization is detected on a new world 
(either from space or by an exploration team), a FIRST 
CONTACT team may be dispatched. It is up to this 
team to negotiate with the native civilization for 
treaties and trade agreements, if such are allowed by 
the Treaty-determined regulations on contacting 
native cultures. First Contact teams will make alliance 
with the Empire as attractive as possible, hoping to 
win over the locals before the UFP representatives get 
a chance to state their case at all. First Contact teams 
must be strongly led by officers who are not too 
trigger-happy, or they may riun their chances with a 
new native culture. 

On uninhabited worlds with exploitable resources, 
a colonization effort may be mounted. Klingons often 
import servitor-race colonists to do the hard, 
dangerous work of proving a new colony. Many times, 
these ‘‘colonists’’ are politiocal prisoners or others 
who are unwillingly transported from other Klingon- 
dominated worlds. Such colonies are first ad- 
ministered by a Klingon military governor and guard- 
ed/protected by Klingon Marines assigned to that 
governor. Once a colony is established, it is possible 
that a civilian puppet government will be established, 
with leaders of the dominant servitor race present. 
This situation can change in an eyeblink, with a new 
military governor and troops being sent if the colony 
does not adhere to Empire policy or fails to meet Em- 
pire production quotas. 

Outside the Organian Treaty Area, inhabited worlds 
may be conquered by force. These raids of conquest 
are usually handled by the Imperial Klingon Expedi- 
tionary Forces backed by the Imperial Navy. Such 
assignments are highly prized (though dangerous), 
since leaders of such efforts are often rewarded by 
lands or exploitation rights on conquered worlds. 
Military governors are usually appointed from among 
the conquering leaders as well. 

Conquered worlds are first subject to occupation by 
a strong force and are administrated by military 
leaders. This is eventually reworked into a military 
governorship and finally into a civilian government if 
the new acquisition behaves itself. Rebel activity will 
cause the Empire to increase the military presence, 
however. 

The security-conscious Klingons have pushed the 
borders of their exploratory efforts beyond the area 
they can yet exploit. Thus, a line of frontier outposts 
is established at the fringes of explored space, where 
no colony efforts yet exist. Assignment to these posts 
is often a form of punishment for failure, or exile for 
those whose ambitious nature worries their superiors. 
Troublemakers are often sent on dangerous 
assignments into unknown territory, in the hopes that 
they will die gloriously and thus advance the Empire 
without threatening their superiors. Sometimes, such 
assignments can backfire if the ‘‘exile’’ beats the odds 
and returns with a rich prize for the Empire. (If he can 
manage to keep his superiors from grabbing the credit 
for it. Remember the well-known UFP joke: “How 
many Klingons does it take to install a light panel?” Two. 
One to install the panel and one to shoot him and take the 
credit. 
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Klingon Empire 


EXTENT OF THE EMPIRE 


The map on p151 shows the explored and controlled 
extent of the Klingon Empire as of Reference Stardate 
2/2401. The Empire's expansion originally remained cen- 
tered near the Klingon homeworld of Klinzhai, but has 
recently pushed more to spinward as the Klingons feel out 
the limits of the UFP boundaries. Unlike the steady spher- 
ical growth of the UFP, Klingon expansion has been in fits 
and starts as first one, then another powerful line or con- 
sortium of lines seized and claimed valuable areas. 


THE FOUR QUADRANTS 

During their early expansion efforts, the Klingons divid- 
ed the galactic reaches into four quadrants. They named 
each of these with one of the first four letters in the Klingon- 
aase alphabet, though UFP scholars refer to the quadrants 
as Alpha, Beta, Gamma, and Delta. All then-existing Klingon 
linefamilies were divided into four groups, and each group 
was awarded one quadrant to explore and exploit. 

Klingon competitiveness doomed this idea very early, 
however. Lines fought both inside and outside the quadrant 
boundaries, making a mockery of the arrangement. Now, 
any line may have holdings in any quadrant, but the original 
quadrant boundaries survive as astrographic divisions of 
the Empire. 

The linefamilies controlling Quadrant Alpha were quite 
successful in exploring and exploiting the region in the early 
days of the Empire. Indeed, their efforts led to an encounter 
between the Klingons and a Romulan scouting party at Delta 
Khinah II in Stardate 0/0001.30, the Empire's first confronta- 
tion with another interstellar expansionist civilization. The 
result was the First Klingon/Romulan War, which lasted 
three years. The war inflicted such heavy losses on both 
sides that the expansion efforts of both races were slowed 
dramatically. Klingon expansion has been stalled here ever 
since, with occasional clashes swaying the boundaries 
temporarily. 
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Quadrant Beta exploration came later, as ships pushed 
out along the Klingon/Romulan border looking for undis- 
puted systems of value. Much of the border lies along an 
area known as the Triangle by the Klingons and as the 
Wedge by the Romulans. The Klingons and Romulans have 
disputed this area ever since the two groups met. However, 
neither side can muster enough strength to accomplish 
more than an occasional rebellion or skirmish. There are 
strong independent groups in the Triangle, including a rene- 
gade Klingon government claiming to be the Klingon Empire 
in exile. As Federation influence is also strong here, both 
Klingons and Romulans are cautious about how hard they 
push their expansionistic efforts. 

Pushing further along this border brought the Klingons 
to encounter the Orions and then the Federation. The 
Orions have proved valuable to the Klingons as trading part- 
ners, allowing them access to many UFP items and secrets 
that otherwise would be difficult or impossible to come by. 
The UFP itself has proven to be a thorn in the Klingon 
Empire's side, however, and something of a puzzle, too. 
The Klingons are mystified by the Federation's non-aggres- 
sive expansionist policies, because they believe in the 
policy of taking what they want. Though they have tested 
the might of the UFP again and again, the Klingons have 
never been able to make much permanent headway into 
UFP space. A Neutral Zone now exists along the UFP/ 
Klingon border from Orion space to the Triangle. 

Quadrant Delta has expanded more than any of the 
other three quadrants. Though the Organians have stabil- 
ized this portion of the UFP/Klingon border as the Organian 
Treaty Zone, Klingon expansion efforts have been quite 
successful in areas away from the UFP border. 

Quadrant Gamma borders neither the Federation nor 
the Romulans, but expansion here has been more limited 
than in any other quadrant. In Stardate 1/8203, the Klingons 
encountered the Kinshaya, who became the most serious 
threat to expansion that the Empire has ever faced. Indeed, 
the threat is so severe that the Klingons have slowed their 
coreward expansion to a snail's pace. Instead, they have 
been building enormous defensive bases here and expand- 
ing their military might so as not to be caught with their back 
door open. The Klingons are moving cautiously in this area, 
taking one planet at a time and entrenching themselves 
firmly on it before going on to the next. 

The Empire is now in a period of consolidation, putting 
all efforts into building the mightiest military force the galaxy 
has ever known. They are always testing their opponents, 
gathering new intelligence about tactics and weaponry. 
Sooner or later, they expect to find a gap where one or more 
of their rivals is weak. And when that gap is found, the 
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The expansion of the Klingon Empire centers 
roughly on the Klingon homeworld of Klinzhai. Unlike 
the UFP, the expansion of the Empire has not been 
as a slowly growing sphere, but in fits and starts as 
first one powerful line or consortium of lines grabbed 
and held valuable properties. 

Early in their history of expansion, the Empire divid- 
ed the galactic reaches into four quadrants {not to be 
confused with the ‘’quadrants’’ used for UFP galac- 
tic navigation), named for the first four letters in the 
klingonaase alphabet, but called ‘‘alpha’’, ‘‘beta’’, 
”delta”’, and ‘‘gamma’”’ by UFP historians. All then- 
existing lines were divided into four groups, and each 
group was awarded one quadrant to explore and 
exploit. 

Klingon competitiveness doomed this idea quite ear- 
ly, however. Lines fought both inside and outside 
quadrant groups, and the quadrant/line arrangements 
crumbled. Now, any line may have holdings in any 
quadrant, but the quadrant divisions survive as 
geographical divisions of the Empire. 

The lines holding Quadrant Alpha were quite suc- 
cessful in the early days of the Empire, and much ex- 
ploration and exploitation took place here. This led the 
Empire into its first confrontation with another in- 
terstellar expansionist civilization — the Romulans. 
The Romulans are older foes of the Klingons than the 

' UFP, with a hotly-contested dispute over a certain 
area rich in valuable star systems being finally settl- 
ed (during the five-year mission of the U.S.S. Enter- 
prise under Capt. Kirk) by a Romulan/Klingon treaty. 
The Romulan conflicts have left interests in this area 
tied up for some time, however, and it is not as well 
developed as the Empire would like: 

Quadrant Beta exploration came later, as ships 
pushed out along the Romulan/Klingon border look- 
ing for undisputed systems of value. Much of this 
border (in an area known as ‘’the Wedge’’ by the 
Romulans and ’’the Triangle’’ by the Klingons) is com- 
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posed ot useless systems incapable oT supporting ute 
and devoid of military, agricultural or mining value. 
Mostly, the Romulans and Klingons have both left this 
area undeveloped by unspoken agreement. Pushing 
along this border led the Klingons, eventually, to en- 
counter the Federation and the ‘‘neutral’’ Orion-col- 
ony worlds in the vicinity of Rigel. Recognizing early 
the UFP threat, the Klingons craftily supported the 
Orion neutrality with trade agreements and 
technological aid, knowing that direct action in this 
area would invite UFP use of force. Besides, the 
Klingons reasoned, the Orion pirates would be a thorn 
in the side of the UFP that might serve someday as 
an important distraction. 

In later years (by the time portrayed in the film, 
STAR TREK Il — The Wrath of Khan), the area bet- 
ween the useless “‘Triangle’’ and the Orion worlds 
would be found to contain worlds rich in valuable 
minerals. War threatened to break out here, leading 
the UFP and the Empire to eventually establish a 
stronger military presence here. This area remains as 
the “sore spot’’ between the UFP and the Empire that 
may someday erupt. 

Quadrant Gamma borders neither the Federation nor 
the Romulans, yet Klingon expansion in this area has 
remained somewhat limited. The reasons for this lack 
of expansion remain unknown to the Federation, but 
it is postulated that the Klingons may face other op- 
position on this side that is as yet not known to the 
UFP. 

Quadrant Delta is the site of most of the Klingon 
Empire expansion in recent years. This section also 
borders the UFP, and an early Klingon Neutral Zone 
was established in this area. An almost-inevitable war 
here was nonetheless averted by the intervention of 
the Organians. The Organian Treaty Zone, backed by 
Organian mental power, still enforces the peace in this 
sector. The Klingons, however, have followed the UFP 
borders here and opened up new colony worlds and 
conquered holdings beyond UFP-held space. 
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Defense Complexes A 


The Empire has constructed ten major defense com- 
plexes to act as supply bases, manufacturing centers, and 
major headquarters stations. The base at H'Renn is the 
oldest and largest of these. By Imperial decree, there is 
none at Klinzhai (other than the planetary defense complex 
at Darbva, which was not designed to be an interstellar war 
center). This precedent was established early in the 
Empire's history. Because of the continual warring over the 
seat of the Empire, it became obvious that the constant skir- 
mishes were a threat to badly needed production centers. 
Though Klinzhai has not seen war in many years, the Empire 
maintains this rule to preserve the homeworld's security. 

Defense complexes are interior defenses, and not 
intended as frontier installations. Each is charged with 
coordinating military efforts in its region, and with supplying 
those efforts if the Empire is invaded. The Klingons have 
built and scattered these installations more because of their 
own inner squabbles than as a defense strategy against the 
Romulans, UFP, or others. With ten defense complexes now 
in existence, the Empire still has enough to fall back on if a 
splinter group should seize one of them. Security near 
these is tighter than at any other place in the Empire. No 
ship can approach insystem without being detected and 
challenged. Non-military vessels may not even enter the 
system except at the fringes where waystations have been 
constructed to conduct necessary business. 

Each defense complex is a major industrial world or 
system run entirely by the naval force in control of that 
particular area of space. Arms are stockpiled here, and 
many ships are built in orbital facilities. The resident popula- 
tions are military in nature, with dependents allowed at some 
facilities. Most worlds have upwards of a million inhabitants. 

Three new facilities are in the planning and construc- 
tion phase. Two of these are on the 'western' fringes of 
expansion, while the third is more centrally located. 
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Border Outposts @ 


Border outposts are located at various points along the 
Klingon frontier. These stations serve as manned listening 
posts to warn the Empire of an invasion. They also serve as 
supply depots for vessels patrolling the nearby area, or as 
waystations for vessels preparing to slip across a border. 
The Klingons are constantly constructing more of these 
along both the Romulan and UFP borders. 

Star Fortresses @ 


These are major bases located near the Empire's 
borders. They provide full orbital ship construction and 
repair, rest and recreation facilities, communications relay 
equipment, and regional headquarters for military forces in 
the area. Star fortresses have been placed even in systems 
where there are no planets suitable for colonization. The 
bases are always supplemented by orbital facilities and are 
defended by in-system defense boats. 

Star fortresses have resident populations of 50,000 to 
150,000 personnel, including dependents. Despite their 
size, they are not normally intended as permanent facilities, 
although a few have developed into such. There are a few 
permanent bases along the Romulan and Kinshaya borders. 
Normally, as borders change and the Empire grows, the star 
fortresses are stripped and abandoned, with defense of the 
area being relegated to a more conventional base or patrol 
by ship. Occasionally, a star fortress is converted into a 
defense complex, training center, or repair station. 

Frontier Outposts O 


Frontier outposts are similar to border outposts, but are 
normally located along non-Romulan or non-UFP areas. Built 
on small asteroids or planetside, these facilities are 'bare- 
bones' operations. They are built to serve as waystations, 
small repair facilities, and early warning and reaction posts. 
They do not have assigned system-defense ships, but 
there is usually at least one armed vessel to be found at a 
facility, where it is undergoing repairs or delivering much- 
needed supplies. Frontier outposts also serve as bases for 
exploration vessels preparing to venture across estab- 
lished borders. 

Resident populations are usually less than 5,000, with 
no dependents allowed. Due to border changes, these facil- 
ities are often mothballed as the Empire expands. When no 
longer viable as frontier outposts, the facilities are occasion- 
ally converted for storage and other uses. 
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Klingon Empire 


———— KLINGON HOME SYSTEM 


This information is presented for gamemasters only. It 
is accurate and complete. Federation player characters are 
NOT to have access to it. 


System Name: K'lai Klinzhai (Klinzhai's Star) 
Number of Class M Present: 1 (originally 2) 


LIFE AND CIVILIZATION LOG: 

Code: 999983-76 
Dominant Race: Klingons 
Life Form: Mammalian 

Technological Index 

Space Sciences Index: 9 
Physical Sciences Index: 9 
Engineering Index: 9 
Planetary Sciences Index: 9 
Life/Medical Sciences Index: 8 
Psionics Index: 3 
Sociopolitical Index 
Social Science Index: 7 
Cultural Attitude Index: 6 

World Name: Klinzhai 
Position In System: 5 
Number Of Satellites: 0 
Planetary Gravity: 1.4g 
Planetary Size 

Diameter: 18,200 km 
Equatorial Circumference: 56,000 km 
Total Surface Area: 714,000,000 sq km 
Percent Land Mass: 20% 
Total Land Area: 142,800,000 sq km 
Planetary Conditions 
Length Of Day: 28 hours 
Atmospheric Density: Terrestrial 
General Climate: Tropical 
Mineral Content 
Normal Metals: 31% 
Radioactives: 3% 
Gemstones: Trace 
Industrial Crystals: 5% 
Special Minerals: Trace 


KLINZHAI 


The planet Klinzhai is heavily cloud-covered, producing 
a ‘greenhouse effect’ that accounts for its tropical temp- 
eratures and high atmospheric humidity. Lush jungles, 
forests, and tropical grasslands cover its many islands and 
two major and one minor continents. Klinzhai has no real 
deserts, though some areas are simply too wild and 
desolate for Klingons to inhabit on a permanent basis. 

Weather in the populated areas ranges from temper- 
atures that would kill an unprotected Human, even with 
short exposure, to conditions that would be comfortable for 
most Terrans (but that Klingons find somewhat cold). 
Temperatures vary by little more than 15 percent each way, 
even between the 'hot' and 'cold' seasons. On Klinzhai, at 
most latitudes, rain is a daily occurrence because of the 
atmosphere's extreme saturation (90-95 percent humidity). 
Only once in awhile is the sky clear enough to make the sun 
or the stars visible. 

The main land mass of Klinzhai (known simply as "the 
continent") is now the seat of Klingon government, though 
the cradle of Klingon civilization is actually the Northern 
Islands (formerly the komerex Nevre) and the Crescent 
Islands. The mainiand was settled by the Crescent 


Islanders only after the race already had a thriving maritime 
civilization. 


MAJOR CITIES 

The final unifying war on Klinzhai is commemorated by 
the preservation of the ruins of Khal City, the only place a 
nuclear device was ever detonated in war on the planet's 
surface. New Khal City is now the capital of Klinzhai and 
home of the Imperial Council. It is heavily fortified, and only 
five Humans have ever been here by invitation, including Dr. 
Emanuel Tagore, who was once a guest of the Empire as a 
Federation diplomatic envoy. 

By tradition, however, the Emperor's home is in the city 
of Kahless, founded and named at the time of that Emperor. 
Kahless City is perhaps the best defended location in the 
Empire, better protected against ground assault than even 
the major planetary defense complex at Darbva. No non- 
Klingon except the most trusted kuve has ever been 
admitted to the Imperial Complex at Kahless City. 

The city of Takta (meaning "Sentry") is the oldest city 
still standing on the mainland. It is a center of trade, has a 
major military base, and is the home of many skilled 
artisans. Klingon art being what it is, most is dedicated to 
themes of battle and glory. 

"Southwatch" is the closest possible translation of the 
name of a city that has grown up around a major Klingon 
naval base. Once the most important sea-going naval base 
on the planet, it has declined in importance since the 
opening of the Northguard Naval Station in the Far Islands. 

For security reasons, the only non-military spaceport 
on Klinzhai is located at Aval, a full continent away from the 
capital. The "foreign quarter" of Aval adjoins the spaceport. 
Orions and other races that move in and out of the Klinzhai 
system on trade or diplomatic business rarely are allowed to 
travel out of this quarter. 

The Darbva Defense Complex is the nerve center of 
planetary defense operations, buried deep below the 
highest mountain range on Klinzhai, somewhere in the cen- 
ter of this desolate continent. Darbva means "underworld", 
in the sense of a place set apart for death and decay. It is 
high, cold, mostly ice-covered, and practically unapproach- 
able except through heavily defended submarine channels 
and by space-to-surface transporter. The complex is linked 
to the many orbital defense stations around Klinzhai. 
Darbva is as near to impregnability as mortals can get. 

Klinzhai is also perhaps the best-defended planet in 
the known galaxy. The natural distrust and paranoia 
of Klingons is at its peak in Klinzhai’s defenses against 
attack. This is only natural, as Klinzhai itself is the hub 
of Klingon civilization and the seat of its government. 
Vulcan made contact with the Klingons long before 
the rest of the Federation, yet it has no official records 
of the location of Klinzhai. Despite this, there are 
Vulcans who have been there and returned. The cir- 
cumstances of these visits are not discussed by 
Vulcan officials or individuals. 

The "New Continent" is a place of lush jungles and 
excellent farming. The line families that made the first land- 
ings here have mostly held on to their property, maintaining 
vast plantations worked by thousands of Kuve. The only 
large city is Distanda ("First Landing"), the family seat of 
several distinguished Klingon lines. 
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Northguard Naval Base 


© Vie 
Far Islands 


Slivi ("Hated One") is a penal colony worked only by 
non-Klingon prisoners and a very few of the worst Klingon 
criminals. The island is a deathtrap, inhabited by the most 
savage animal (and plant) species that Klinzhai has to offer. 
Only Slivi's rich uranium deposits make it worthwhile to 
maintain any permanent settlement in this place of death. It 
is said that being sentenced to the mines at Slivi is a life 
sentence, no matter how short the prison term. Indeed, very 
few prisoners have ever lived through their sentence and 
been released. Most have fallen victim to unsafe mining 
conditions, deadly plants and animals, and brutal Klingon 
guards (themselves prisoners of one sort or another, as no 
Klingon lives here voluntarily). 

The vast Klingon oceans are dotted with small islands, 
and so fishing is the number-one occupation among low- 
status Klingons. Many islands are military reservations. 
One such, an unnamed jungle island in the Southern 
Islands, is the home of "Deathstrike", the fiercest guerrilla 
fighters in the Imperial Marines. This super-elite force of 
exactly 256 Kilngons lives only for their training and for 
battle. Six are assigned to the Emperor's personal guard on 
a rotating basis. The others are ready, on a moment's 
notice, to mobilize from their private island spaceport to any 
trouble spot in the Central Empire. The cream of the Imperial 
Marines competes once a year for the privilege of being 
among the 750 Klingons dropped with gravbelts onto the 
island. In this little exercise, called "six days of death", the 
Deathstrike defend their island from intruders, who will 
outnumber them three to one. Casualties among the Death- 
strike corps are filled from among the surviving attackers 
after six days of fighting. This is the only way Deathstrike 
members are recruited, and the only way they are "retir 


Complete scientific data on the Klingon Homeworld 
of Klinzhai is not available; “in fact, Klinzhai‘s precise 
location is: ‘not ‘known to the Federation. However, the. 
following composite portrait may be deduced. 
' Klinzhai‘s star is brighter and hotter than Sol, perhaps 
an F7 or F8 spectral class. The orbital distance is longer, 
making the primary an intense pinpoint of light, capable of 
‘causing blindness if looked at even briefly. ; 

L However, Klinzhai is almost totally. shrouded i in clouds, 
and the sun is rarely visible directly. Nor are the stars; 
there is evidence that Klingons see a starry night sky less 
than one night in a hundred. As might be’ expected, “the 
naked stars“ are objects of reverence, even awe, in the 
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Klingon’ re “There'is a belief that any act dóne under 
ithe stars has- special ‘significance. This helps to explain the: 


dominant role of the TY 
the naked stars: 

“The cloud blanket creates a pronounced greenhouse 
ien Mean temperature is some 15 degrees Celsius above 
Earth's, and ‘global humidity is very high. The planet is 
reportedly - quite lush, with extensive forests, jungles and 
swamps and no deserts. The oceans have been developed, 
ibut the polar c op are: ignored. (except, perhaps as military. 
reservations). 

Klinzhai‘s daya is GOMIeWhae longer. than Earth's and the 
year is about 10% longer than the Federation Standard 
Year (Solar Year). The year is not divided into months 
(see next paragraph for possible explanation), though there 
are “‘thot‘* and “‘cold“ seasons — possibly misleading terms 
as the annual variation in temperature is small. There is 
snow only in the highest latitudes. 

The literature of Klinzhai does not mention a moon. 
This would mean that the planet‘s oceans are subject only 
to the weak solar tides. This suits the speculation that life 
evolved longer in the oceans, perhaps to the fringes of in- 
telligence. 


An Informal Guide to the Klingon Empire 


KOBEK 


World Name: KOBEK (‘destroyed’) 
Position In System: 6 (now an asteroid belt) 
Number Of Satellites: 1 
Planetary Gravity: 0.7g 
Planetary Size 

Diameter: 9,100 km 

Equatorial Circumference: 28,000 km 

Total Surface Area: 357,000,000 sq km 

Percent Land Mass: 32% 

Total Land Area: 114,240,000 sq km 
Planetary Conditions 

Length Of Day: 26 hrs 

Atmospheric Density: Terrestrial 

General Climate: Warm Temperate 
Mineral Content 

Normal Metals: 48% 

Radioactives: 7% 

Gemstones: 3% 

Industrial Crystals: Trace 

Special Minerals: Trace 
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NOTEWORTHY PLANETS 


World Log: DELTA KHINAH II 


System Data 
System Name: Delta Khinah 
Map Coordinates: 16.00S 7.23E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: 2 
Number Of Satellites: 2 
Planetary Gravity: 8g 
Planetary Size 
Diameter: 10,400 km 
Equatorial Circumference: 32,000 km 
Total Surface Area: 408,000,000 sq km 
Percent Land Mass: 34% 
Total Land Area: 139,000,000 sq km 
Planetary Conditions 
Length Of Day: 32 hours 
Atmospheric Density: Terrestrial 


General Climate: 
Mineral Content 


Warm temperate 


Normal Metals: 1% 
Radioactives: Trace 
Gemstones: 22% 
Industrial Crystals: Trace 
Special Minerals: 8% 
Cultural Data 
Dominant Life Form: Khinahni 
Technological/ 
Sociopolitical Index: 999794-75 
Planetary Trade Profile: CFFDDDE/C(C) 


World Log: SELTA AVASTAM 


System Data 
System Name: Selta Avastam 
Map Coordinates: 13.14S 7.79E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: 10 
Number Of Satellites: 2 
Planetary Gravity: .6g 
Planetary Size 
Diameter: 7,800 km 
Equatorial Circumference: 24,000 km 
Total Surface Area: 306,000,000 sq km 
Percent Land Mass: 57% 
Total Land Area: 174,000,000 sq km 
Planetary Conditions 
Length Of Day: 24 hours 
Atmospheric Density: Terrestrial 
General Climate: Warm temperate 
Mineral Content 
Normal Metals: 62% 
Radioactives: Trace 
Gemstones: 9% 
Industrial Crystals: Trace 
Special Minerals: 9% 
Cultural Data 
Dominant Life Form: Klingon 
Technological/ 
Sociopolitical Index: 999794-75 
Planetary Trade Profile: BBEDCDE/B(C) 


Noteworthy Facts: The Klingonaase name of this planet 
means "bravado". The natives of Delta Khinah Il were the 
first to become a servitor race of the Klingon Empire. The 
planet was also the site of the Empire's first encounter with 


Noteworthy Facts: This metals-rich world was traded to the 
Klingons in one of the Klingon/Romulan technology ex- 
change treaties. Lying just beyond the Klingon side of the 
border, it marks the furthest penetration of a Klingon colony 
into Romulan space. 


the Romulan Star Empire. 
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World Log: VILLIAM III 


System Data 
System Name: Villiam 
Map Coordinates: 11.92S 7.65E 


Number Of Class M Present: 1 


Planetary Data 

Position In System: 3 

Number Of Satellites: 1 

Planetary Gravity: 1.3g 

Planetary Size 
Diameter: 16,900 km 
Equatorial Circumference: 52,000 km 
Total Surface Area: 663,000,000 sq km 
Percent Land Mass: 9% 
Total Land Area: 60,000,000 sq km 

Planetary Conditions 
Length Of Day: 24 hours 
Atmospheric Density: Terrestrial 


General Climate: 
Mineral Content 


Cool Temperate 


Normal Metals: 1% 
Radioactives: Trace 
Gemstones: 24% 
Industrial Crystals: Trace 
Special Minerals: 3% 
Cultural Data 
Dominant Life Form: Romulan 
Technological/ 
Sociopolitical Index: 999995-87 
Planetary Trade Profile: GGGFGGG/C(E) 


Noteworthy Facts: Unsuitable for mining and with an atmos- 
phere too thin for agriculture, this planet is notable only for 
its place in Klingon/Romulan history. Located outside the 
sphere of Klingon influence, this world was the site of the 
first Klingon/Romulan conferences on technology exchange 
agreements, and the first treaties were signed here. 
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World Log: KANNAGA 


System Data 
System Name: Sinnawa Lotos 
Map Coordinates: 9.41S 4.58E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: 6 
Number Of Satellites: 0 
Planetary Gravity: 1.5G 
Planetary Size 
Diameter: 19,500 km 
Equatorial Circumference: 60,000 km 
Total Surface Area: 765,000,000 sq km 
Percent Land Mass: 51% 
Total Land Area: 390,150,000 sq km 
Planetary Conditions 
Length Of Day: 31 hours 
Atmospheric Density: Thin 
General Climate: Tropical 
Mineral Content 
Normal Metals: 12% 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Klingon 
Technological/ 
Sociopolitical Index: 999794-75 
Planetary Trade Profile: DEFEDFF/C(D) 


Noteworthy Facts: Kannaga (named by the Klingons) is a 
metals-poor world that is, however, of immense value to the 
Empire for its proximity to Federation space. It is the 
closest major base the Klingons have to the UFP, and they 
have sent a great many colonists to Kannaga. Over the 
years, these settlers established cities that have grown 
quite large. 

The Klingons maintain heavy patrols in the area and will 
intercept any vessel entering the system. If they grease the 
right palms, however, legitimate traders may be given the 
right to land and carry out trade. Seven Battle Groups are 
based directly at Kannaga, with many more passing through 
on a regular basis. Large numbers of ground troops are 
usually based here, with a major chunk of the planet given 
over to training areas. 


əJsıdwg uou 


© World Log: K'KAARR 


Klingon Em 


World Log: PHILLO'TOK V 


System Data 
System Name Lothos 
Map Coordinates: 13.32S 7.61E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: 10 
Number Of Satellites: 0 
Planetary Gravity: 1.2g 
Planetary Size 
Diameter: 15,600 km 
Equatorial Circumference: 48,000 km 
Total Surface Area: 612,000,000 sq km 
Percent Land Mass: 4% 
Total Land Area: 24,480,000 sq km 
Planetary Conditions 
Length Of Day: 32 hours 
Atmospheric Density: Thick 
General Climate: Warm Temperate 
Mineral Content 
Normal Metals: 37% 
Radioactives: 25% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Klingon 
Technological/ 
Sociopolitical Index: 999794-75 
Planetary Trade Profile: EBDEDFF/C(X) 


Noteworthy Facts: K'Kaarr is the Klingon base nearest to 
the Romulans, making it the scene of much intense fighting 
over the years. The Klingons maintain a primarily military 
presence here with few civilians. The small equatorial land 
masses have been transformed into barracks for Klingon 
ground troops. At any given time, there are at least ten 
Battle Groups in the system, with more passing nearby at all 
times. 


System Data 
System Name: Phillo'tok 
Map Coordinates: 9.89S 3.17E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: 5 
Number Of Satellites: 2 
Planetary Gravity: .9g 
Planetary Size 
Diameter: 11,700 km 
Equatorial Circumference: 36,000 km 
Total Surface Area: 459,000,000 sq km 
Percent Land Mass: 96% 
Total Land Area: 440,640,000 sq km 
Planetary Conditions 
Length Of Day: 29 hours 
Atmospheric Density: Terrestrial 
General Climate: Warm Temperate 
Mineral Content 
Normal Metals: 20% 
Radioactives: 13% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Orion 
Technological/ 
Sociopolitical Index: 999994-77 
Planetary Trade Profile: BBBCCCD/B(C) 


Noteworthy Facts: This system was the site of the first 
Klingon/Orion meeting in 0/7202. The planet was later taken 
over by the Klingons with the Orions' blessings and was 
established as a trade center between the two. For a few 
years, the center flourished, but in later years was used 
only rarely. Over time, the Klingons nearly withdrew from 
this area. 


158 


World Log: TDAKKA V 


System Data 
System Name: T'Dakka 
Map Coordinates: 17.26S 3.87W 
Number Of Class M Present: 1 
Planetary Data 
Position In System: 5 
Number Of Satellites: 0 
Planetary Gravity: 1.0g 
Planetary Size 
Diameter: 13,000 km 
Equatorial Circumference: 40,000 km 
Total Surface Area: 510,000,000 sq km 
Percent Land Mass: 62% 
Total Land Area: 316,200,000 sq km 
Planetary Conditions 
Length Of Day: 25 hours 
Atmospheric Density: Terrestrial 
General Climate: Arctic 
Mineral Content 
Normal Metals: 21% 
Radioactives: 11% 
Gemstones: Trace 
Industrial Crystals: 8% 
Special Minerals: Trace 
Cultural Data 
Dominant Life Form: Klingon 
Technological/ 
Sociopolitical Index: 999794-75 
Planetary Trade Profile: GBBDCCE/B(C) 


World Log: AXANAR 


System Data 
System Name: Delta Orcus 
Map Coordinates: 2.46S 0.47W 
Number Of Class M Present: 1 
Planetary Data 
Position In System: 1 
Number Of Satellites: 0 
Planetary Gravity: 1.12g 
Planetary Size 
Diameter: 14,330 km 
Equatorial Circumference: 50,420 km 
Total Surface Area: 645,124,000 sq km 
Percent Land Mass: 11% 
Total Land Area: 70,963,000 sq km 
Planetary Conditions 
Length Of Day: 27 hours 
Atmospheric Density: Terrestrial 
General Climate: Arctic 
Mineral Content 
Normal Metals: 10% 
Radioactives: 9% 
Gemstones: Trace 
Industrial Crystals: Trace 
Special Minerals: 12% 
Cultural Data 
Dominant Life Form: Axanarian 
Technological/ 
Sociopolitical Index: 677663-46 
Planetary Trade Profile: DDBFEEE/D(D) 


Noteworthy Facts: T'Dakka, or "Place of Death", is the site 
of the first meeting between the Klingons and the Kinshaya. 
The system was discovered in 1/8203. Several scouting 
groups were lost here before a lone surviving vessel 
escaped with only a few crewmen alive. The Klingons had 
finally met their match in the Kinshaya, and this strong 
enemy brought the Empire's expansion efforts in this area 
to a halt. The Empire is now building major star fortresses 
and bolstering its forces in this area to prevent further loss 
to the demon race. 
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Noteworthy Facts: Delta Orcus was the site of the signing of 
the Treaty of Axanar on Stardate 1/9806.13, which ended 
the Four Years War between the Federation and the 
Klingons. The system lies within UFP borders. (See FASA's 
Return to Axanar and The Four Years War for further 
information.) 
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© World Log: MASTOCAL 


World Log: KOSTNER 


= System Data System Data 
Q System Name: Sigma Kinna System Name: Delta Cyanna 
= Map Coordinates: 8.87S 3.00E Map Coordinates: 8.48 S 9.19W 
LU Number Of Class M Present: 1 Number Of Class M Present: 1 
Planetary Data Planetary Data 
= Position In System: 9 Position In System: 10 
= Number Of Satellites: 2 Number Of Satellites: 2 
c Planetary Gravity: 1.29 Planetary Gravity: 1.4g 
I= Planetary Size Planetary Size 
Z Diameter: 15,600 km Diameter: 18,200 km 
Equatorial Circumference: 48,000 km Equatorial Circumference: 56,000 km 
Total Surface Area: 612,000,000 sq km Total Surface Area: 714,000,000 sq km 
Percent Land Mass: 31% Percent Land Mass: 3% 
Total Land Area: 189,720,000 sq km Total Land Area: 21,420,000 sq km 
Planetary Conditions Planetary Conditions 
Length Of Day: 21 hours Length Of Day: 28 hours 
Atmospheric Density: Thick Atmospheric Density: Thick 
General Climate: Warm Temperate General Climate: Tropical 
Mineral Content Mineral Content 
Normal Metals: 33% Normal Metals: 45% 
Radioactives: 10% Radioactives: 29% 
Gemstones: Trace Gemstones: Trace 
Industrial Crystals: 6% Industrial Crystals: 11% 
Special Minerals: Trace Special Minerals: Trace 
Cultural Data Cultural Data 
Dominant Life Form: Klingon Dominant Life Form: Klingon 
Technological/ Technological/ 
Sociopolitical Index: 999794-75 Sociopolitical Index: 999794-75 
Planetary Trade Profile: ECEDDDE/B(B) Planetary Trade Profile: GABCCDE/B(B) 


Noteworthy Facts: At the time of its completion in 2/0109, 
Mastocal was the largest Klingon naval base yet built. From 
here, the Klingons intended to extend their influence into 
Federation space, using Mastocal as their base of opera- 
tions. The Organians interfered with their plans, putting a 
halt to the intended war. The Empire is still building up 
Mastocal, however, sure that one day they will find a way 
around the Organians into the Federation. 

Mastocal is essentially one large planet-wide base. 
There are training facilities, planetside and orbital repair 
facilities, R & R facilities, and manufacturing plants for 
smaller weapons and tools of war. No shipbuilding facilities 
are maintained here, although extensive repairs can be 
made to any size vessel in the Klingon navy. 


Noteworthy Facts: Kostner is the base for Klingon 
expansionism ‘westward’ past the UFP borders. Although 
agriculturally poor, the planet more than makes up for it in 
production of raw minerals and crystals. The Klingon Navy 
has established a rather large base here, including orbital 
ship repair facilities. The Klingons are currently transform- 
ing Kostner into a defense complex, but completion of 
primary shipyards is not expected for ten more years. 
Ground force barracks and training centers, however, will 
be completed shortly. 
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World Log: KASKALL 


System Data 
System Name: K'Korran 
Map Coordinates: 18.13S 4.97E 
Number Of Class M Present: 1 
Planetary Data 
Position In System: 8 
Number Of Satellites: 3 
Planetary Gravity: 1.3g 
Planetary Size 
Diameter: 16,900 km 
Equatorial Circumference: 52,000 km 
Total Surface Area: 663,000,000 sq km 
Percent Land Mass: 6% 
Total Land Area: 39,780,000 sq km 
Planetary Conditions 
Length Of Day: 25 hours 
Atmospheric Density: Terrestrial 
General Climate: Tropical 
Mineral Content 
Normal Metals: 39% 
Radioactives: Trace 
Gemstones: Trace 
Industrial Crystals: 16% 
Special Minerals: 12% 
Cultural Data 
Dominant Life Form: Klingon 
Technological/ 
Sociopolitical Index: 999794-75 
Planetary Trade Profile: GBCDDEE/C(C) 


- apparent. 
nology respectively made larger, stronger units easier to as- 
“semble and more necessary. 


Noteworthy Facts: Kaskall is the largest coreward base 
established to date by the Klingons. The planet is being 
heavily mined for its vast mineral wealth. Otherwise, the 
only activity is the construction of a large, planetside 
militarv base and orbital naval facilities. 
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years old. 


EARLY HISTORY OF THE KLINGON RACE 


From fragmentary evidence, Klinzhai‘s original civili- , 


zation seems to have been based on personal followings, 


with the size of a political unit determined by the number 
of individuals the unit‘s leader could control. These units 
tended to split and coalesce freely, usually with some 


: bloodshed at the transition. The rate of coalition increased 


as the principle of “safety in numbers“ became more 
Advances in communication and weapons tech- 


The family lines gathered 
strength because of their natural cohesive qualities. 
- Eventually — roughly eight hundred to a thousand 


years ago — major geopolitical states formed. Some of 
these seem to have been ocean-based on ship flotillas or 
floating (possibly even submerged) cities. 
-authors of this work (Tagore) hypothesizes that the rivalry 


One of the 


between the present-day Klingon Naval and Marine force is 
rooted in long-ago conflicts between ocean-dwelllers and 
land-dwellers. Each of these states called itself Komerex 


“the word we translate as ““Empire“. 


We do not know when the Klingons developed nuclear 
weapons. The usual assumption, that they came very late, 
is based on nothing but cultural arrogance; Federation 
technology is NOT always in advance of Klingon. Perhaps 
the multipolar Komerexi kept a balance of terror. Without | 
question there were wars and nuclears may have been used. 
But Klinzhai is not devastated. Beyond this, Klingons and 
Klingon literature do not say. 

There seems to be a connection between the develop- 
ment of starflight and the final coalition into the present 
system of a sole Emperor and advisory Council. The “Span 
Hypothesis suggests that, with the immensity of space 
established, those Klingons who could take the long view 
(always a minority, but sometimes an influential one). 
realized that it was no longer necessary of worlds to fight 


self-destructive wars over the division; there was enough - 


Universe for many Empires. 

The present system is between three and four hundred 
There have been at least thirty Emperors; the 
exact number is not known. Klingon Emperors are not 
automatically venerated (see_the comments on Klingon 


“religion: elsewhere in its document), thonen all Klingons 


know of the most famous ones. 

The historically greatest Emperor — possibly the first 
sole Emperor — was Kahless of the line Riskadh, known as 
Kahless the Unforgettable (in translation, more éxactly, - 
“Kahless-who-is-not-forgotten”). Kahless was killed in-a 
huge fleet action against the Romulans. He had sworn to 
return with his ship or die with it, and in a symbolic gesture 
tied his hand to the arm of his command chair. Since then, 
“Kahless‘s Hand“ (kahlesste Kaase) has been a common 
Klingon exclamation. Similarly immortal are ‘“Keth‘s 
hundred years“ and ‘‘Kahha‘s crown“. 

(Interestingly enough, Kahless is depicted in Klingon 
art as physically similar to the Human-fusion Klingon sub- 
race. It has always been thought that the Human-fusion 
Klingons — or fusions with Human-like races — came later 
in Klingon history. This belief may have to be re- 
examined.) (Especially in view of Kirk and Spock‘s encoun- 


ter with an image of Kahless in The Savage Curtain . =e 


Designer‘s Note) 
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KLINGON HISTOR 


This information is presented for gamemasters only. It 
is accurate and complete. Players who will be roleplaying 
Federation characters should not have access to this 
material. 


EARLY HISTORY 


Unlike Romulans, Humans, Vulcans, and others, the 
Klingon race was not created by an ancient and vanished 
race known as the Preservers. According to Federation 
theories, this ancient race seeded pre-human beings on 
many planets throughout this part of the Milky Way galaxy. 
Using genetic tailoring, the Preservers altered the physi- 
ology of each seed race to suit the conditions of the planet 
that would become its home. Though Humanity undeniably 
developed on Earth, the Vulcans and Romulans (who are an 
offshoot of the Vulcan race) may have come from the same 
ancestry as modern Humans, with their copper-based blood 
chemistry a result of radical genetic alteration. 

The Romulans consider their connection to the Preserv- 
ers (who they know as the Great Brothers) to be an estab- 
lished fact. To the Vulcans and Humans, it is an interesting 
and compelling theory, backed up by much evidence 
gathered on many worlds. Though Klingon archeologists 
have discovered Preserver race ruins on their home planet, 
Klingons do not believe in the non-Klinzhai origins of their 
race. In this, they are correct. (Klingons have been known, 
however, to claim otherwise to gain access to Preserver 
technology in the hands of Humans and others.) 

The Klingon race evolved from primate-like bipeds 
native to Klinzhai's jungles, without help from the Preser- 
vers. It is likely that the Preservers knew of the existence 
of the sub-intelligent species that evolved as the Klingons, 
however. Indeed, the Preservers may have copied some of 
what they saw developing on Klinzhai, which might explain 
the resemblance of Humans and other Humanoid bipeds to 
Klingons. In STAR TREK's time, no one is sure, or will ever 
be sure. 

Early Klingon civilization consisted of small tribes ruled 
by leaders who based their authority on strength and 
fighting ability. As organization became necessary for more 
efficient group defense, these tribes coalesced into larger 
units that were expansionistic and battle-hardened. The 
jungles of Klinzhai weeded out the weak, producing a 
society of warrior/hunters. The need for ever larger hunting 
grounds to feed ever larger tribes made war a way of life. 

With land at a premium, the people of Klinzhai made full 
use of the seas much earlier than did Terrans. Mighty na- 
vies eventually linked Klinzhai's many small island groups, 
creating a number of societies dependent on the sea for 
their existence. The split between the two major cultures 
that developed reached a peak with the consolidation of the 
so-called komerex Nevre ("Northern Empire") and the falgav 
akkavna ("Crescent Islanders"). The komerex Nevre was a 
sea-going culture based in the northern islands of Klinzhai. 
The falgav a'kavna were culturally similar, but had devel- 
oped in the island grouping in the hollow of the planet's 
largest land mass. 


After fighting a number of major wars, the Northern 
Empire swallowed up the Crescent Islanders, and went on to 
offer the first serious challenge to the major shore-based 
empire, known only as komerex Klingon ("Empire of The 
People"). The war between these two empires raged on and 


off for hundreds of years. Names and political divisions 
changed, but the conflict remained constant. 

Eventually, the former Northern Empire (now calling 
itself simply komerex dexiKlingon, “Empire of the True 
People", developed nuclear weapons. The advance from 
firearms to nuclear devices came in a much shorter period 
than on Earth, due to the accidental discovery of a process 
to extract uranium and other rare radioactives from 
Klinzhai's soupy sea water. 

Paradoxically, it was the impatience to use nuclear 
weapons that was the undoing of the True People's sea- 
going empire. They used their one and only nuclear device 
to destroy Khal City, the enemy capital. Instead of crushing 
the land-dwellers, the attack actually unified the many 
factions in the city. The True People had no time to 
manufacture more nuclear weapons before their opponents 
launched a massive assault against them. Half of the True 
People's military leaders took advantage of the chaos, 
switched sides, and ended up in charge of much of the 
victorious land dwellers’ occupation army. Ironically, it is 
the conquered True People’s language that survived, 
eventually to become modern Klingonaase. The conquerors 
simply found it easier to learn the new language than to 
seek out all the little island clusters to teach the natives the 
language of the land-dwellers. 

A shaky coalition of military leaders now held the reins 
of government. As yet, there was only a military council and 
no single Emperor, but the name komerex Klingon, or 
Klingon Empire, first came into use officially at this time. 
The turncoat military took over nuclear technology, using it 
to develop the first efforts at space travel. This placed 
space exploration firmly in the hands of what was to become 
the Klingon Navy. The ground-based forces of the original 
land-dwellers became today's Klingon Imperial Marines. The 
Imperial Marines enforced a total ban on the use of nuclear 
fission as a weapon on the ground, and so Klinzhai never 
suffered any further use of nuclear weapons on its surface. 
Instead, nuclear energy carried them into space to fight 
other battles. 


KOBEK CONQUEST 


The Klingon Empire lost no time in taming the only other 
habitable world of their system, a planet called Kobek after 
an ancient hero of the sea-dwellers. The Kobek colonies 
gained in power and wealth, until the influence of their 
governor rivalled that of the Klingon Emperor himself. 
Obviously, this state of affairs could not continue forever. 

Kobek's governor (whose name has not survived num- 
erous Official ‘revisions’ of Klingon history) illegally created 
a huge stockpile of nuclear weapons and biological agents. 
This required him to bribe Marine officials on a massive 
scale, which seriously weakened the economic base of his 
holdings. Inevitably, someone did not stay bribed, and so 
the Klingon Emperor Kag'dan learned of the danger. In 
typical Klingon fashion, he acted decisively (and without a 
lot of forethought), sending in the Navy to destroy the 
stockpile in its secret location. The result was a detonation 
of incredible force that released deadly biological agents. At 
least 80 percent of Kobek’s population was dead within two 
Terran weeks. 
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To make matters worse, the explosion changed the 
planet's axial tilt and orbit, making it eccentric and wobbly. 
Klingon astronomers soon determined that Kobek was 
doomed. Within 40 Terran years, tidal stresses from the new 
eccentric orbit tore the planet apart. Though losing an entire 
colonized world was an enormous setback to Klingon expan- 
sion efforts, scientific observations of the explosion led 
eventually to the discovery of controlled antimatter reaction 
and the development of warp drive. 


UNIFICATION 


Ironically, it was the development of warp drive that 
cemented the Imperial form of government and created the 
Klingon Empire in its present form. After the destruction of 
Kobek, the coalition of military leaders nearly tore itself 
apart from within. There were many minor reasons for the 
squabbles, but the underlying cause was the lack of any 
better targets of conquest. There were no new frontiers for 
the Klingons. No other world in their system was even 
marginally fit for colonization. The coalition leaders began 
looking at each other's personal lands as possible prizes to 
be won. 

Only one leader looked out, not in. A rugged and 
ruthless young warrior, he nevertheless had settled for a 
position in the military government as controller of the Mili- 
tary Sciences operations for the fledgling Empire. Though 
his peers and elders thought him unambitious and foolish, 
this Klingon would prove to be the craftiest and most 
ruthless of all. 

His ‘harmless' position actually accomplished two 
things: it kept him from being a target, and it gave him 
control over some of the finest minds in the Klingon Empire. 
He used those minds and his access to secret data 
gathered during the destruction of Kobek to solve the riddle 
of matter/antimatter power generation. 

Next, he secretly diverted funds from research pro- 
jects to the construction of a small orbital station, using a 
matter/antimatter pod for power. Once the station was safe- 
ly in orbit, bearing most of the scientists responsible for the 
project, the ruthless leader had every other person who 
knew of the station killed, which included more than 2,300 
Klingons. 


Now in a position to deliver his single demand to his 
fellow members of the ruling council, he insisted that they 
name him as sole Emperor or suffer the horrible consequen- 
ces of a huge matter/antimatter explosion in close orbit. 
Though the council members were willing to risk it, their sub- 
ordinates were not. They ended up putting their own leaders 
to the sword and swearing fealty to the new Emperor. 

There followed one of the bloodiest purges in Klingon 
history, during which the new Emperor executed anyone he 
considered untrustworthy. Some believed the Emperor 
would soon fall to ambitious young Klingons suffering from 
the boredom accompanying a lack of worlds to conquer. The 
new matter/antimatter power source opened the way for the 
development of warp drive, however, and so ambitious 
young Klingons soon turned their eyes to space instead. 

In his lifetime, this first Klingon Emperor saw his people 
united under one banner, and then saw that banner carried 
to the stars. He accomplished his goals through utter ruth- 
lessness and bold action. For this, the Klingon people 
vowed he would always be remembered, as indeed he is. His 
original linename is unknown. On the day he became 
Emperor, however, he founded a new name. He was, of 
course, Kahless epetai-Riskadh. 
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EARLY EXPANSION 


Under the leadership of Kahless, the Klingon Empire 
leaped outward from its home system to colonize all the 
habitable systems within reach. The Klingons’ first warp 
drive vessels were fairly slow, capable of no more than 
Warp 3. Though many such vessels never returned from 
space, there were always more ambitious young Klingons 
wanting to seek fortune and fame as part of the expansion 
effort. 

Kahless' sons and other adoptees of the new Riskadh 
line commanded many of these missions. It was the way 
Kahless could reward their loyalty while keeping them safely 
out of the way of his political ambitions at home. This 
practice was eventually to prove fatal to the line, however. 
Kahless was first and foremost a warrior, not a politician. He 
longed for battle, which came sooner than he expected. 

In its first decade of expansion, the young Empire met 
with only token resistance. The first Klingon contact with 
another sentient species occurred when Empire scoutships 
landed on Delta Khinah II. The pre-tribal aborigines of that 
world thought the Klingons were gods, and so the Klingons 
lost no time taking advantage of the fact. The Khinahni 
became the first kuve, later serving as heavy laborers on a 
number of Klingon colony worlds. 

The Klingons were not the first space travellers to 
encounter the Khinahni, however. Years before, a small 
Romulan scout had discovered the system, recording from 
orbit the presence of a pre-tribal culture on the planet. At 
the time, the Romulan Star Empire did not have the ships or 
the men to secure a settlement on Delta Khinah II, and so 
they made no attempt to conquer it. On Reference Stardate 
0/0001.30, the Romulan scoutship L'Sattak returned for a 
second survey. It was immediately attacked and destroyed 
by two much larger Klingon vessels, but not before 
transmitting a distress message that included log tapes of 
the incident. 

The colonization convoy travelling about 20 solar days 
behind the Romulan scout picked up the message. By the 
time they came out of warp near Delta Khinah, the Romulans 
were battle-ready. The small Klingon fleet had not yet 
received requested reinforcements, and so the Romulans 
wiped them out in a fierce attack. The Romulans were 
unprepared for a ground assault, however, and so had to 
remain in orbit to await ground troop transports. 

When word reached Kahless of the discovery of 
another space-travelling race—one that had bested his 
occupation fleet—he turned the reins of government over to 
his eldest son and personally led the relief fleet into battle. 
So began the first Romulan/Klingon War. 
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THE ROMULAN ENEMY 


Kahless' forces and the Romulan fleet battled one 
another in 17 star systems over the next three years. 
Klingon military hardware was superior to Romulan equip- 
ment, but the Romulans’ ferocity in battle made up for it. In 
war, Kahless was in his element at last. A brilliant battle 
commander, he came to respect the Romulans’ devotion to 
their cause, while hating them for standing in the way of his 
conquest. When his eldest son (who had been maintaining 
the Klinzhai government in Kahless' absence) died accident- 
ally, Kahless was summoned home. His craving for battle 
was so strong, however, that he dispatched a message 
naming his son's top assistant, Kagran epetai-D'kariv, as 
temporary regent—and kept on fighting instead of returning 
home. 

Kahless had decided to run the Romulans out of the 
sector once and for all. After identifying the major Romulan 
outposts there, he launched a crushing two-pronged attack 
against them. Though the Klingons lost most of their 
vessels in the battle, they managed to wipe out completely 
the two critical Romulan outposts. It was in this battle that 
Kahless, swearing to return with his ship or not at all, led the 
final assault with his left hand tied to the arm of his 
command chair. He made good on his promise, too, dying on 
the bridge of his flagship when it was breached by Romulan 
fire. As none of his sons survived the battle, either, 
Kahless's line died with him. (It is rumored that one son was 
forced to commit suicide to remove the last Riskadh heir 
and to open the throne to others. This was never proven, 
because the new Emperor had no reason to inquire too 
closely into the matter.) The greatest of all Klingon 
Emperors had won his last battle at the cost of his line and 
his life, but he lives on as a legend. 

The loss of the two major outposts left the Romulans 
unable to maintain a foothold in the sector, and so they 
withdrew to an area just outside the disputed territory. The 
Klingon Empire, now ruled by the temporary regent Kagran, 
had lost much of its naval might. What forces remained were 
needed to hold onto current territory. The expansion efforts 
of both sides slowed to a crawl. 


GROWTH OF AN EMPIRE 


After the First Klingon/Romulan War, it fell to Emperor 
Kagran to rebuild the shattered Imperial economy. His 
strategy was to impose huge taxes on the most powerful 
lines, which amounted to little more than confiscation of 
these families' wealth. It is little wonder that Kagran became 
the first in a long line of assassinated Klingon rulers. The 
mystery is how he managed to survive for almost 24 years 
before his son Kader replaced him. 

The one legacy of Kagran's rule is a genetic experiment 
that eventually had a profound effect on Klingon society. In 
an attempt to understand what made Romulans tick, Klingon 
scientists fused the genetic structure of their race with that 
of the Romulans, creating a strain of beings that combined 
many of the physical advantages of both. The plan was to 
infiltrate Klingon/Romulan Fusions into Romulan ranks over 
a period of years, but the scheme was abandoned as too 
costly in the long run after Kagan's fall from power. The 
Klingon/Romulan Fusions were sent to the border areas, 
and aided in many border clashes. 


Kadar, the new Emperor, was a cautious ruler. The 
Imperial Council had accepted him purely for the sake of 
compromise and they only left him on the throne because he 
was easily manipulated. His reluctance to commit to any 
clear course of action paralyzed Klingon exploration and 
exploitation efforts for almost 15 years, however, and led 
ultimately to his own downfall. 

Bored with years of peace, the military eventually 
forced a confrontation. Marine General Milvi epetai-Javvic 
seized the throne, the only non-Naval officer ever to do so. 
Despite his intention to revitalize the Empire's expansion 
efforts, the Navy was hostile to Milvi, and so he was able to 
accomplish nothing. Finally, Milvi secured the cooperation 
of the Imperial Navy by turning over his eldest son to be 
trained as one of the Navy's own. Kamtav epetai-Javvic 
succeeded to his father's throne, putting it back in Navy 
hands once again. 

It was under Kamtav's rule that the Klingons made first 
contact with the Orion colonial governments. In that con- 
tact, the Emperor made a fatal error of judgment that 
permitted the wily Orions to outwit him. Failing to recognize 
the true scope and wealth of Orion holdings, Kamtav settled 
for military occupation of a minor trade center in the colony 
worlds. The Orions offered little resistance, and so the 
Emperor appointed only a military governor who never really 
attempted to wield any control over the powerful Orion trade 
families. The Orions actually benefited from their status as 
an official Klingon ‘protectorate’, and the Klingons never 
committed enough forces to the area to significantly limit 
the average Orion citizen's freedom. Orion/Klingon trade 
enriched the Orions, and did bring the Klingons access to 
resources they needed to rebuild their fleet to better than 
pre-war size. 

The military governorship did not last four full years 
before being downgraded to a civilian governorship. When 
the Romulans began new expansion efforts into the dis- 
puted areas between the two empires, it forced the Klingons 
to turn their attention away from the Orion worlds almost 
completely, though the Orion Colonies remained an impor- 
tant source of war materials. Orion vessels provided the 
transport of these war materials, which freed Klingon ships 
for war duty. Though the Emperor believed the idea origin- 


ated with him, it was actually the Orions who suagested it to 
keep Klingon warships out of their space and to maintain 


their independence from Klingon rule. The expected second 
Klingon/Romulan War never quite happened, but the Orions 
used the state of military tension to keep the Klingons 
turned away from Rigel for quite some time. When the newly 
formed Federation finally contacted the Orion worlds, the 
Orions also managed to keep that superpower from 
encountering the Klingons for many years. 

In the meantime, Emperor Karvan had ascended the 
throne, and had turned the Empire toward other borders. 
There now began a slow expansion away from Romulan and 
Orion space, which netted the Klingons many colony worlds 
and a few servitor races. Among these races were the Jaak, 
semi-reptilians who had developed telepathy to a high art. 
Because the Klingons believed any species that could read 
their minds could not be trusted and therefore could not be 
controlled, the Imperial Council of powerful lineleaders even- 
tually petitioned the Emperor to have the Jaak destroyed. 
The order was carried out, using chemical poisons designed 
to kill reptilian forms. The action strengthened a few large 
lines who had already liquidated most of their holdings on 
the planet Jaaketh. The minor line of Havrk was financially 
ruined by the mass destruction of the Jaak, however. 
Angered at this downturn in their House fortunes, some 
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members of the Havrk line forced Emperor Karvan into a 
power struggle that ended with his death in single combat 
with General Kagga, the line chief of the Havrk. 

The succession of the minor lineleader Kagga to the 
throne did not sit well with the coalition of the most powerful 
lines in the Imperial Council. They faced a quandary, 
however, for Kagga was a respected military man who could 
not simply be eliminated. By right of combat, he was entitled 
to the throne, but he was also a traitor who must die. The 
Council resolved the paradox in typical Klingon fashion. 
Kagga's crown was tattooed about his head and then he 
was seated as Emperor for one hour—after which, he was 
executed. (Thus, there arose the phrase "Kagga's Crown", 
for any painful victory.) 

Kagga's death left the succession to the throne 
unclear. There now followed a period of unrest, with five 
Emperors either retiring or being assassinated within the 
next 25 years. This period of uncertainty kept the Empire 
from benefiting from or even of learning that hostilities had 
broken out between the Romulans and the Federation, 
whose existence was still unknown to the Klingons. The 
Romulan War also kept the Federation too occupied to 
explore space beyond the Orion systems, which would have 
revealed the Klingon Empire to them. The succession to the 
throne of Keth, the longest-lived Klingon emperor, settled 
the question in time for the Klingons to make a few 
successful raids against the weakened Romulans. 


ENTER THE FEDERATION 


Once the Klingons had settled their internal problems, 
the Orion worlds hastily signed a number of mutual 
protection pacts with the UFP, knowing that the Klingons 
would now return in force to the Orion sphere. They did not 
join the Federation, however, in order to keep open their 
options. By closing many of their trade connections with the 
UFP, the Orions again kept the Federation from discovering 
the Klingon presence. This helped to postpone the inevit- 
able meeting between Humans and Klingons for another 20 
years. When it finally occurred, only the Klingons realized 
the importance of the first meeting. 


In 1/3308, Federation Merchant Captain E. A. Jacoby 
and his crew encountered Klingon traders led by retired 
naval officer Kassam on an Orion colony world. While the 
Klingons were pumping Jacoby and crew for extensive 
information about the UFP, Jacoby realized only that he had 
met (rather informally and in something of a drunken haze) 
yet another trading partner of the Orions. He remained 
unaware that this new race represented the mightiest 
interstellar empire known. Though Jacoby claimed to have 
filed the proper reports of his encounter to the UFP Con- 
tacts Bureau, those records were never found. Meanwhile, 
the Klingons, alerted to the presence of what they at first 
termed "the Human Empire", began squeezing the Orions for 
information. They watched for lone ships manned by 
Humans and captured them to make genetic studies of the 
Human race, with an eye toward the creation of Klingon/ 
Human Fusions. The Klingons hoped that this tactic would 
serve as successfully as it had against the Romulans. 

Klingon agents continued to gather intelligence about 
the UFP, but it was 18 years before the UFP discovered the 
Klingons. On Stardate 1/5101.18, the independent trader 
Millie Sue exchanged fire with an unknown scout vessel. 
Though the trader damaged and chased away the unknown 
attacker, the exchange left the Millie Sue without the capa- 
bility for faster-than-light travel. Two nearby Star Fleet 
warships managed to rescue her, but the Federation now 
began to demand information from the Orions about this 
aggressive spacefaring race. 


165 


The first official UFP/Klingon encounter occurred when 
the USS Sentry confronted the Klingon cruiser Devisor near 
Gamma Demetrius about four months later, in 1/5105.02. 
There was only a brief exchange of fire, but the Klingons 
now began a series of attempts to capture key bits of UFP 
technology for study. They were actively preparing for war, 
because the Empire knew that two expansionist cultures 
would inevitably have to clash. The question was not if, but 
when. 

The first officially recorded hostilities between the UFP 
and the Klingon Empire occurred on Stardate 1/6110.21. 
Two Klingon warships fired without warning on the USS Phan- 
tom, which was patrolling Orion space disguised as a large 
merchant vessel. The Phantom jettisoned its dummy cargo 
pod and engaged the Klingon attackers, destroying one and 
crippling the life support system of the other. A boarding 
party from the Phantom attempted to rescue the survivors 
and to gather information, but the Klingons exploded their 
ship to avoid revealing too much about themselves. All 
survivors and the rescue party were killed in the blast. 

After this, Klingon warships were more cautious about 
approaching Federation vessels. All but the boldest com- 
manders avoided UFP convoys, while the Empire began a 
series of hit-and-run raids to gauge the enemy's strength. 
This half-war prevailed until Stardate 1/8203, when the 
Klingon Empire discovered a more urgent problem lurking at 
their back door. 


THE DEMON WAR 


Klingon expansion along the Empire's coreward border 
had been relatively peaceful, largely because the Klingons 
had never encountered any serious challenges. On Star- 
date 1/8203.04, all that changed. 

While exploring a rift area of space where few stars 
existed, a large Klingon exploratory force disappeared with- 
out a trace. An Imperial investigation followed, but then the 
exploratory force also vanished. Four expeditions later, a 
single ship returned, commanded by a minor officer named 
Konj. He reported that deep in the rift, a superior force of 
vessels of unknown design had ambushed his well-armed 
scout force. Though the Klingon force had fought well, they 
were slaughtered by the enemy's globe-shaped black ves- 
sels. Konj explained how his own ship, a supply and support 
vessel, had stayed behind the others, but was able to 
sweep out to the flank to pick up wreckage from an 
exploded enemy ship. They brought aboard what appeared 
to be the body of an alien crewman. Resembling a demon of 
ancient Klingon legend, the being was covered with short, 
greenish-black fur and had massive arms webbed with huge 
folds of flesh, which resembled giant wings. 

To the everlasting regret of the Klingon support crew, 
the alien was still alive. Hardy enough to resist vacuum for 
long stretches, the enemy soldier awakened from a death- 
like coma soon after they brought him aboard. With his mas- 
sive strength and powerful claws, he killed many crewmen, 
including most of the ship's officers, before he was in turn 
killed by massed disruptor fire. Had Konj not brought back 
the body of the dead alien for study, it is unlikely anyone 
would ever have believed his story. No other ship in his task 
force escaped slaughter by this new race's powerful 
vessels. 
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The Klingons named the race the Kinshaya ("demon- 
possessed") because of their physical prowess and berserk 
fighting style. The Klingon fleet mobilized along what 
became known as Demon's Rift. The largest task force ever 
assembled by the Empire, its mission was to search for and 
to attack the Kinshaya. Instead, the Kinshaya fleet found 
its way out of the Rift and attacked a major Klingon base 
scant days before the task force was to be deployed. 

The resulting war was the bloodiest in Klingon history. 
Between Stardates 1/8203 and 1/8703, the Demon War 
occupied all available Klingon forces in a fight, literally, for 
the survival of the Klingon race. Though the Kinshaya were 
the closest thing to a nightmare the Klingons had ever 
faced, here at last was an enemy the Klingons could totally 
understand psychologically—a race that would destroy any 
being not of their own kind. The Kinshaya ships matched or 
exceeded the capabilities of Klingon vessels, far outclass- 
ing even the new multi-purpose D-7A. 

Though the Kinshaya were singleminded in battle, 
never surrendering and never giving up, it was this very qual- 
ity that helped the Klingons even up the odds. Simply put, 
the Kinshaya seemed not to understand the concept of stra- 
tegic defeat. When their considerable battle losses eventu- 
ally forced them to slacken the pace of attack, the major 
fighting began to wind down into scattered warfare. The 
border incidents, skirmishes, and other hostile encounters 
between the two races continue to this day, but neither side 
has attempted to escalate again to a second all-out war. 

To maintain a strong military presence against the 
Kinshaya, the Klingons built up their forces, adding newer, 
more powerful capital ships to their fleet. These were soon 
to prove just as useful against another dangerous foe. 


THE FOUR YEARS WAR 


Though their coreward expansion was blocked by the 
presence of the Kinshaya, the Klingons had now impres- 
sively built up their fleets because of the Demon War. 
Because the Empire must either grow or die, some Klingons 
turned their sights toward their rimward border, which lay 
along Federation space, believing that the Empire could 
easily overwhelm the UFP. 

Emperor Karhammur, however, did not wish to risk 
another failure in another war. Militant factions of the 
Council continued to apply pressure, and so the komerex 
zha, the Great Game of Empire, soon was running at full 
steam once more. The Emperor was forced to prepare for 
combat, because he wanted to avoid a split in the Council 
that could lead to his assassination. 

When the UFP showed a willingness to negotiate, the 
Klingon High Command interpreted it as a sign of weakness, 
further proof that they could overcome this foe. Meanwhile, 
the High Command had mapped out a plan to seize and hold 
a key area of UFP-controlled space with minimum casu- 
alties. To carry out the plan successfully, the Klingons 
would need to infiltrate a small fleet into UFP space, and 
they chose the planet Axanar as their base. There, they 
could secretly establish a biogenetic laboratory to develop 
a Klingon/Axanarian hybrid race, which would become an 
ally to divide the UFP's attention in the coming battle. (To 
this day, the UFP does not recognize this purpose of the 
Axanar expedition. See FASA's adventure scenario Return 
to Axanar for the story, and The Four Years War for a more 
detailed examination of the UFP view of this incident.) 


On a mission to evaluate Axanar's sociological develop- 
ment in 1/9403, the Sawyer Class USS Gulliver accidentally 
discovered the Klingon presence in Federation space. 
Though the Gulliver was destroyed, this encounter tipped 
the Klingons' hand before they were ready to implement 
their plan. Two months later, the USS Xenophon, under 
Fleet Captain Garth, fared better, disabling a Klingon cruiser 
eight parsecs from Axanar and then diverting to Axanar in 
time to monitor the growing Klingon task force. 

Though badly outnumbered, Garth's small fleet of ships 
defeated the Klingon fleet at the Battle of Axanar in 
1/9408.29. Klingon Admiral Kkorhetza refused to withdraw, 
declaring an alliance with Axanar against the UFP. With war 
formally declared, Garth and Kkorhetza met again on 
Stardate 1/9409.30 in the Second Battle of Axanar, during 
which Kkorhetza was defeated and forced to surrender. 

Almost from the very first day, the Klingons fought a 
war of power rather than tactics. With the High Command 
firmly convinced that they might yet break the UFP's spirit, 
they committed ship after ship and fleet after fleet to 
punishing frontal assaults against UFP positions. At first, 
they were winning through sheer numerical superiority. The 
Klingons would eventually fall before the UFP's superior 
tactics, however. The Attack of Convoy Y-162 near the 
Rebonet system was the first genuine Federation fleet 
victory, and showed what the UFP could do with strategy 
when the numbers were in their favor. 

The Klingons wasted too much strength early in the 
war, leading to chaotic disorganization and a lack of 
reinforcements in the later stages. By Stardate 1/9705, 
they had made their deepest penetrations into UFP space, 
but it was a line they could not hope to hold. Newly 
constructed Star Fleet ships and the development of the 
phaser and photon torpedo by busy UFP science teams late 
in the war sealed the Klingons' fate. Having learned that the 
Klingon defenses were centered at the planet Kolm-an, the 
UFP mounted a massive assault, Operation Argus Redoubt. 
This operation broke the back of the Klingon resistance. 

Ironically, it was Emperor Karhammur who took the 
brunt of the blame for defeat in a war he had never wanted in 
the first place. The target of a failed coup attempt during the 
war, Karhammur watched as his rival for power, Admiral 
Kamato, escaped Klingon justice and fled into the Triangle. 
There, Kamato founded the Imperial Klingon States, an 
independent government claiming to be the legimate Klingon 
government in exile. Karhammur had too many enemies, 
however, and was forced to abdicate soon after the Treaty 
of Axanar ended the Four Years War. 


POST-WAR PERIOD 

Federation colonists began flooding almost immedi- 
ately into the new territories won by the Treaty of Axanar. 
As the tide of settlers grew, it moved ever closer to Klingon 
space. Indeed, many civilian vessels, explorers, scouts, 
and colonial transports began to cross the border in their 
search for a new life on the frontier. Though the Klingons 
destroyed many of these intruders to the last man, it did not 
stem the tide. Population pressure was building on the 
Federation's coreward border, and sooner or later, some- 
thing would have to give. 

The Klingons, meanwhile, had begun almost immedi- 
ately to rebuild their military strength, driven as much by the 
fear that the Romulans would take advantage of their weak- 
ened stance as they were by the pressure on their border 
with the Federation. 
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The rebuilding took ten years, during which time the 
Klingons never forgot the humiliation they had suffered at 
the hands of the UFP. Klingon/Human Fusions used this 
period to gather power, which divided the Empire into the 
Inner Empire, controlled mostly by the Imperial Race, and 
the Outer Empire, controlled mostly by Fusions. By this 
time, Imperial Race Klingons were rarely seen along UFP 
borders. 

Construction of a major new naval star fortress on the 
planet Mastocal was completed by Stardate 2/0109. The 
UFP was not idle along the borders either, completing the 
new Star Base 27 facility more than a year earlier. When the 
Mastocal base opened, the Federation responded by 
beginning construction of Star Base 12, which became 
operational in Stardate 2/0705. By this time, both sides 
were ready for war, almost eager to get it over with once and 
for all. It was not to be. 


ORGANIAN CONFLICT 


The Klingon High Command decided on a different 
tactic to begin what they believed would be the last war with 
the Federation. While skirmishing all along the border with 
the Federation, the Klingons chose Organia, a peaceful 
agricultural world populated by Human-like pacifists, as the 
target for a massive ground action that would secure the 
planet as a supply center for their next massive thrust into 
UFP space. UFP security was better than the Klingons 
dreamed, however, and the Federation dispatched the 
cruiser USS Enterprise to warn the Organians of the 
invasion and to offer an alliance. 

An acceleration of the invasion timetable placed the 
Enterprise alone on the scene when Commander Kor and 
the Klingon invasion fleet arrived. The outgunned cruiser 
was forced to withdraw, stranding Captain James Kirk and 
First Officer Lieutenant Commander Spock on the surface. 
The two tried to mount a two-man guerrilla war against the in- 
vaders, but were unable to interest the pacifistic Organians 
in resisting the Klingon occupation forces. 

Yet, all was not as it seemed. Faced with possible harm 
coming to the two Star Fleet officers, and the return of the 
Enterprise with reinforcements to challenge the Klingons in 
orbit, the Organians revealed their true nature as powerful 
energy beings with great mental powers. They forbade the 
two sides to fight, disabling the weapons of both fleets. This 
angered both sets of commanders, whose respective vast 
military powers were now useless. 

In this way, the Organians forced the Klingons and the 
Federation to accept the Organian Peace Treaty. That 
treaty forbade military action along the Klingon/UFP border 
extending from the Orion Colonies well into the unexplored 
frontier. The Organians used their power to enforce this 
treaty, whose intention was to protect the rights of 
sentients in the area. Uninhabited worlds would be awarded 
for colonization and exploitation to either the UFP or the 
Klingons, based on which could most efficiently develop 
them. The two superpowers had no choice but to accept the 
treaty, for the Organians promised to disarm both sides in 
the event of further hostilities. 

The whole affair annoyed the Federation, but it 
positively demoralized the Klingon Empire. For the first time 
in Klingon history, they had met a foe against whom 
physical force was not only useless but impossible. The 
very existence of the Organian race dealt a crippling blow to 
the belief system that supported Klingon culture. Though 
every living Klingon would deny it, their whole race feared 
the Organians, who were powerful beyond belief, and 
pacifistic beyond comprehension. The Klingon mind could 
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not conceive ot the two traits coexisting. [hough the treaty 
did not apply to the short Klingon/UFP border between the 
Orion colonial holdings and the Triangle, the Klingons 
initially laid low in that area, except for a few minor border 
skirmishes. They were afraid that the Organians would 
extend their control to the Neutral Zone as well. 

After a period of vast reorganization, the Klingon 
Empire reacted to the situation in the only sane way an 
organism can respond to an intolerable state of affairs— 
they ignored it. The situation was such a blow to Klingon 
pride that they had to tell themselves that they were 
voluntarily cooperating with the Organian peace effort in 
order to gain an advantage over the UFP. 


In fact, it was this illusion that gave the Klingons an 
early advantage in the development of worlds in the Treaty 
Zone. Klingons are both pragmatic and efficient by nature, 
and so they changed their tactics from the rape of worlds to 
the careful cultivation of every single scrap of resources 
they could obtain from them. Indeed, their efforts were so 
masterful that at first they outdid the UFP. 

In addition, the Klingon military turned the pent-up 
resentment of their treaty-bound officers into a desire to 
embarrass and interfere with the UFP at every opportunity. 
Battle leaders quickly became agents of espionage and 
deceit. Frontal assaults gave way to sabotage, and declar- 
ations of war to a battle of nerves. At this, too, the Klingons 
proved adept. They simply accepted that the rules had 
changed, but knew that the Great Game still continued in a 
quieter, subtler, and perhaps even more dangerous way. 


KLINGON/ROMULAN ACCORDS 


It was this shift in Klingon Imperial policy that made the 
Emperor and the Imperial Council take another look at their 
relations with the Romulan Star Empire. The Klingons 
concluded that they could use this ancient foe as a wedge 
against the UFP, if the game were properly played. Within a 
year of the signing of the Organian Peace Treaty, the 
Empire was also drafting a series of secret agreements with 
their former adversaries, the Romulans. 

Because the UFP had been a source of never-ending 
technological surprises, the first series of Klingon/Romulan 
agreements dealt mainly with technological exchange. The 
two governments believed that by pooling their sciences 
they would no longer be at a high-tech disadvantage against 
the UFP. The Romulans, chronically short of ships, got a 
number of D-7 Class vessels (and built more based on 
them), while the Klingons received technical data on 
Romulan plasma weapons that eventually permitted them to 
match Federation photon torpedo weaponry with a similar 
system of their own. 

Klingon/Romulan relations did not actually improve, 
however. In fact, border incidents between the two contin- 
ued at the same steady pace. Over the next ten years, 
more Klingon/Romulan agreements bolstered each side, but 
it was only a case of two deadly enemies realizing they 
needed one another to survive against a third common foe. 
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Stardate —12/01 ca. 

The first Klingons develop on Klinzhai from primate-like 
ancestors. 
Stardate -9/55 ca. 

Large extended-family tribal units are organized. 
Stardate -6/80 ca. 

Split between sea-dwellers and land-dwellers occurs, 
with little contact between the two after this date until the 
Great Consolidation centuries later. 

Stardate —4/37 ca. 

Development of the komerex Nevre (Northern Empire) 
and falgav a'kavna (Crescent Islanders) as the two major 
sociopolitical groupings among the sea-going peoples of 
Klinzhai. Wars rage between these two groups for decades 
before the Northern Empire swallows up the Crescent Island- 
ers in about Stardate —4/60. The new sea-going empire 
begins a series of actions against the land-based komerex 
Klingon (Empire of the People) that will last for centuries. 
Stardate —1/0110 

The former Northern Empire (now known as the kom- 
erex dexiKlingon, or Empire of the True People) develops 
nuclear weapons and attacks the capital of their land-based 
foe with their one operational bomb. Within three years, the 
land-dwellers, sparked to new heights of outrage and 
hatred, overwhelm the sea-dwellers completely. In the end, 
many sea-dweller’* leaders switch sides and become naval 
commanders in the komerex Klingon (Klingon Empire), 
which soon controls the entire planet. In this era, the first 
Klingon space explorations take place. Scientists had long 
theorized that Kobek was the only other habitable planet in 
the system, and it was colonized in this period. 

Stardate —1/4812 

A planned rebellion on Kobek is put down decisively, 
but the detonation of the Kobek weapons stockpile de- 
stroys all life on that world, and changes its orbit. 

Stardate —1/8804 

Forty years after the Kobek detonation, that poisoned 
world finally breaks up from the tidal stresses of its new 
orbit. 

Stardate —1/9001 

Kahless epetai-Riskadh launches the daring coup that 
makes him the first sole Emperor of the Klingon Empire. The 
nearly perfected warp drive soon points the Empire toward 
the stars. 

Stardate —1/9403 

Natives of Delta Khinah Il become the first Klingon 

servitor race. 


Stardate 0/0001.30 

The Romulan scoutship L'Sattak returns for the second 
Romulan survey of Delta Khinah, and discovers the Klingon 
presence there. The scoutship is destroyed, but not before 
transmitting its log tapes to a colonization convoy trailing it 
by 20 solar days. With days to prepare, the large Romulan 
force obliterates the small Klingon garrison at Delta Khinah 
ll, starting the first Klingon/Romulan War on Stardate 
0/0002.01. 
Stardate 0/0306.15 

Klingon forces crush Romulan resistance at their two 
major outposts, forcing a Romulan withdrawal from the dis- 
puted area. Emperor Kahless is killed in the final battle, and 
the Riskadh line ends, along with the First Klingon/Romulan 
War. 
Stardate 0/0402.22 

Kagran epetai-D'kariv, temporary Imperial Regent, offi- 
cially takes the throne after being confirmed by the Imperial 
Council. Within two years, he has ordered six new taxes to 
pay for a secret breeding experiment that fuses Klingon 
cells with certain Romulan genetic material. Though the 
breeding experiment is unpopular at first, it proves useful in 
infiltrating Klingon agents into Romulan-held areas. 
Stardate 0/0912.21 

The Romulans begin a period of slow, cautious expan- 
sion in the direction of the Klingon Empire. The expansion 
ends 40 years later, setting the boundaries for what is today 
known as the Triangle, where many of the recurring skir- 
mishes between these two powers and the UFP take place. 
Stardate 0/2802.10 

Kagran's son Kadar succeeds to the throne as a 
compromise candidate to quiet conflict between factions in 
the Imperial Council. Kadar spends much of his reign trying 
to keep all sides content, resulting in little real exploration 
and expansion for the next 15 years. 
Stardate 0/4211 

Growing dissatisfaction among the military finally 
forces the D'kariv line from the halls of power. General Milvi 
epetai-Javvic of the Imperial Marines takes the throne, the 
only non-Naval officer ever to hold that office. He begins 
exploration funding again, but the Imperial Navy opposes 
him at almost every turn. To regain control over the entire 
military, Milvi agrees to let his oldest son be trained as an 
officer of the Imperial Navy, thus assuring that the next 
Emperor will again be a naval officer. 
Stardate 0/5807 

Kamtav epetai-Javwvic succeeds his father on the 
Imperial throne, and carries on with the exploratory efforts. 
The Klingon military backs the new Emperor, and so con- 
quest begins anew. 
Stardate 0/7202 

The Orion colonial governments make first contact with 
the Klingon Empire. They cleverly conceal the real value of 
their location in space and their mineral wealth, however, 
avoiding Klingon domination by convincing the Empire that 
the Orions have more to offer as independent allies. After a 
minor show of force, the Council assigns a figurehead 
Klingon governor to the Orion Colonies; he never actually 
attempts to exercise control, and his position is mostly that 
of a trade liaison. The average Orion is totally unaware that 
the colonies are ‘officially’ a Klingon protectorate. They do 
recognize a rich new market when they see one, and so 
start to trade with the Klingons. Meanwhile, the controlling 
Orion trade families remain watchful to assure that the 
Empire does not become too interested in Rigel's wealth. 
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Stardate 0/7312 

Emperor Karvan orders the destruction of the Jaak, a 
semi-reptilian servitor race of telepaths, because he finds 
them too untrustworthy. A power struggle results, with Kar- 
van caught in the middle. Finally, the Emperor is slain in sin- 
gle combat by General Kagga, a respected military leader 
holding commissions in both the ground forces and Imperial 
Navy. Kagga's prestige gains him the throne—for exactly 
one hour, after which he is executed for treason. There will 
be five weak Emperors chosen and removed in the next 25 
years, and many of the recently resumed colonization 
efforts again fall idle. 
Stardate 0/7610 

The Klingons withdraw their figurehead governor from 
the Orion worlds, beginning a period of benign neglect. 
Conflict has heated up between the Romulans and Klingons 
along their common border (though no war is ever actually 
declared), leaving the Empire no time for an area it per- 
ceives as only marginally useful. Klingon trading vessels 
become rare in Orion space, with the Orions using their own 
vessels to conduct most of the trade in war materials with 
the Klingons. The Orions claimed that this would free Kling- 
on vessels for war efforts. Their real reason for suggesting 
the policy was to rid their space of the Klingon presence in 
order to build up their own military more effectively without 
tipping the Empire to their actual strength. 
Stardate 0/8706.06 

The Articles of Federation are signed, but the Rigel/ 
Orion interests do not join the Federation, thus avoiding 
restrictive entanglements for the time being. The Orions 
also maintain the secret of the existence of the Klingon Em- 
pire. The Klingons are just one of many cultures with whom 
the Orions trade, and so they continue to go unnoticed by 
the newborn Federation. 
Stardate 1/0003 

The ascendance of Keth epetai-Rivaki to the Imperial 
Throne begins a new era of Klingon expansionism and 
prosperity. 
Stardate 1/0910 

By this time, the Klingons have begun to perfect 
shipboard disruptor technology, which they are deploying 
throughout their fleet. With the Romulan War now over, the 
Orions realize that the UFP and the Klingon Empire must 
eventually encounter one another. At this moment, how- 
ever, the Klingon military is occupied with raids against the 
weakened Romulan border. The Orions nevertheless fear 
that the Klingons will soon turn their attention again in the 
direction of Rigel and her interstellar holdings. Realizing that 
any contact between the UFP and the Klingon Empire must 
inevitably lead to armed conflict, the Orions hastily nego- 
tiate several non-aggression and trade treaties with the 
UFP, but still do not join the Federation. 
Stardate 1/1818 

Most Orion trade families close their operations with 
the UFP, in the face of Klingon trade vessels returning to 
the Rigel colonies. Through masterful timing of ship arrivals, 
the Orions keep the Klingons and UFP unaware of each 
other's presence for many years, despite UFP displeasure 
at the closing of many Orion ports. 
Stardate 1/2412 

Faced with threats that the UFP will revoke its non- 
aggression agreements because of the closure of Orion 
ports to even emergency traffic, the Orions reopen their 
ports to UFP shipping on a limited basis. They also sign new 
treaties with the UFP. These agreements provide the Orion 
worlds with a promise of protection from outside aggression, 
but bind the Orions only to not directly attacking the UFP. 
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This opens the door for the Orions to trade with both sides if 
and when the Klingon Empire and UFP meet in conflict. 
Stardate 1/3308 

The Federation merchant captain E. A. Jacoby and his 
crew encounter some Klingon traders led by retired Naval 
Officer Kassam on an Orion colony planet. The traders are 
aware that they have made contact with a previously un- 
known species, but the Klingons hide the true importance of 
the incident, all the while pumping the traders for information 
on the UFP. As an experienced trader, Captain Jacoby has 
encountered a number of new races (all customers of the 
Orions) in past visits to Orion ports, and so he simply 
passes along the routine UFP contact material. I hough 
Jacoby claims to have filed the proper reports to the UFP 
Contacts Bureau, those records are never found. Mean- 
while, the Klingons begin a crash program to learn all they 
can about this potential rival that they call the “Human 
Empire". They capture a number of Federation ships, inter- 
rogate the crews, and begin exploring the possibility of 
creating Klingon/Human genetic fusions. 
Stardate 1/5101.18 

Though any number of independent traders have 
encountered Klingons in Orion ports, the UFP has never 
taken official notice of this new culture, whereas Klingon 
military observers have been gathering data about the UFP 
and Star Fleet for years. On this date, the independent 
trader vessel Millie Sue and a Klingon scout vessel ex- 
change fire. Though the Millie Sue damages and chases 
away the attacking ship, the exchange leaves her without 
faster-than-light capability. Two Star Fleet warships re- 
spond to the trader's distress call and rescue all hands. A 
nearby Klingon destroyer class ship, sent to aid the Klingon 
scout, evades the larger Star Fleet vessels. The encounter 
leads the UFP to press Orion sources for information on this 
previously unknown spacefaring race. 
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Stardate 1/5105.02 

The USS Seniry encounters and confronts the Klingon 
cruiser Devisor near Gamma Demetrius. A brief exchange of 
fire marks the first official contact between the UFP and the 
Klingon Empire. 
Stardate 1/6003.04 

The USS Flying Fortress, a prototype slow transport, is 
hijacked in space by a Klingon war vessel. A Federation anti- 
piracy force intercepts the hijackers as they are towing the 
vessel away, and forces the Klingons to release their 
tractor beam and flee. The badly damaged USS Flying 
Fortress is recovered. 


Klingon Empire 


Stardate 1/6110.21 

Star Fleet disguises a number of warships as merchant 
vessels in a ploy to draw out the Klingon Empire for another 
attack. One of these vessels, the USS Phantom, is fired 
upon without warning by two Klingon warships in Orion 
space. The Phantom jettisons its dummy cargo pod and en- 
gages the Klingon attackers, destroying one and crippling 
the life support system of the second. A boarding party from 
the Phantom attempts to rescue survivors and gather 
information, but the Klingons explode their ship to avoid 
revealing too much, killing all survivors and the rescue 
party. Without substantive evidence to link the attack to the 
(largely still mysterious) Klingon government, the UFP can 
take no direct military action. The deceased commanders of 
the two destroyed ships are awarded Imperial Commenda- 
tions, and their lines gain much in status. 
Stardate 1/8203 

The so-called Demon War between the Klingons and 
the alien race known as the Kinshaya begins along the core- 
ward border of the Empire. The Empire diverts fleets and 
material from the Federation and Romulan borders to meet 
the threat from the Demon's Rift. 
Stardate 1/8610 

Klingons encounter Romulan ships equipped with cloak- 
ing devices, which the Star Empire has recently perfected 
and is using for the first time on its border areas. 


Stardate 1/8610 

Klingons encounter Romulan ships equipped with cloak- 
ing devices, which the Star Empire has recently perfected 
and is using for the first time on its border areas. 
Stardate 1/8703 

The Demon War ends with a whimper instead of a bang. 
A state of prolonged but stalemated hostility exists between 
the two races, with no end in sight. It is almost three years 
before the Klingon military presence along the borders with 
the UFP and Romulan Star Empire is back to its pre-war 
strength, though the Demon War did see the introduction of 
several new ship designs. Klingon/Human Fusion lines gain 
control of most of the UFP/Klingon border areas. 
Stardate 1/9001 

With dreams of expanding into Federation-held space, 
Emperor Karhammur orders the construction of a biogenetic 
laboratory on the planet Axanar, with an eye toward creating 
Klingon/Axanarian Fusions to eventually act as a second 
force against the UFP. Planning begins on a series of minor 
skirmishes to divert UFP attention away from Axanar. 
Stardate 1/9212.21 

The USS Bohr reports observing a three-ship Klingon 
task force in unclaimed space between the UFP and Klingon 
spheres of influence. The small task force is a decoy to lure 
the Bohr from its patrol area and to allow a 20-ship force to 
attack the Arcanis research station. The massacre of 112 
UFP citizens begins a chain of events that will lead to war. 
Having detected two massive Klingon battle fleets in the 
following two months, the Federation begins to prepare for 
war, but hostilities do not begin immediately. Meanwhile, all 
this is a blind to distract the UFP from Axanar, the true 
target of Klingon interest. 


Stardate 1/9408.29 

Captain Garth of Izar defeats a Klingon reinforcing fleet 
headed for the Axanar system, preventing the Klingons 
from establishing a supply line to forces already massed 
there. Unaware of the results of the First Battle of Axanar, 
and secure in the belief that the Axanar research facility is 
safe, the Klingon Empire declares war on the UFP exactly 
one month later, on Stardate 1/9409.29. At the Second 
Battle of Axanar, Garth (his small command now reinforced 
by Star Fleet) defeats the Klingon invasion fleet at Axanar. 
Stardate 1/9705 

Forces of the Klingon Empire make their deepest pene- 
trations into Federation space at the Battle of Thranstor, but 
the Klingon fleet, led by Admiral Kamato, is eventually 
routed by a reinforced Federation fleet armed with the new 
phaser weapons. Following the defeat, the line of Admiral 
Kamato attempts a coup to seize the throne, blaming the 
defeat at Thranstor on a lack of Imperial support. Though 
the coup fails, Kamato escapes with his remaining loyalists 
into the Triangle area. 
Stardate 1/9709.10 

Kamato and his line found the Imperial Klingon States 
in the Triangle. Declaring itself to be the "rightful" Klingon 
government in exile (after a failed coup), the IKS becomes a 
major source of intelligence against the Klingon Empire for 
the rest of the war. 
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Stardate 1/9712.06 

Believing that the Klingons must stop the war now in 
order to strengthen themselves to fight again another day, 
Admiral Komex surrenders himself to UFP authorities and 
informs them of the location of the two major Klingon supply 
bases in the disputed area. 
Stardate 1/9803.20 

In the Battle of Kolm-an, the UFP deals a crushing blow 
to Klingon supply and repair capability, forcing the Empire to 
sue for peace. 


Stardate 1/9806.13 

The Four Years War ends with the signing of the Treaty 
of Axanar. A major force in the treaty negotiations, Admiral 
Komex refuses the UFP offer of asylum and voluntarily 
returns to Klinzhai after the war. He redeems his line's honor 
by presenting himself formally to the Emperor for judgment, 
and is executed in single combat by Kassa, the Imperial 
heir. Komex's claim that he was acting to end a war that was 
destroying the Klingon Empire's ability to rebuild does hit 
home with some influential lines, forcing Karhammur to ab- 
dicate the throne in favor of his son soon after the war. His 
son starts a new line of his own, and the new Imperial 
Household begins to rebuild Klingon military might. 

Stardate 2/0109 

Completion of the new Klingon naval base at Mastocal 
marks the beginning of a return to a pre-war level of battle 
readiness. By Stardate 2/0706, the Klingon Navy is larger 
and more powerful than ever before, and so Emperor Kassa 
pronounces the Empire again ready for war. The Klingons 
choose a potential supply base for a new invasion of the 
UFP. It is the agricultural world of Organia, inhabited by a 
race of Humanoid pacifists. 

Stardate 2/04 

Federation and Klingon forces clash along a wide 
expanse of space claimed by both sides. 
Stardate 2/0801.06 

A Klingon battle group under the command of Captain 
Kor seizes the planet Organia and transports occupation 
forces to the planet's surface. The USS Enterprise 
responds to the threat to Organia. Captain Kirk and his First 
Officer are captured after attacking Klingon military installa- 
tions on Organia. 

Stardate 2/0801.09 

As a Star Fleet task force approaches Organia, the Or- 
ganians reveal themselves as enormously powerful energy 
beings and intervene to end the conflict. Using their mental 
powers, they render the two enemy fleets helpless in space, 
then later impose the Organian Peace Treaty on both sides, 
thus averting a second Klingon/UFP war. The Organian 
Treaty Zone is established by negotiation over the next 
three months. This new zone makes important changes in 
the Klingon/Federation border and results in additional 
territory for both governments. Although both sides honor 
the treaty, the fate of various ‘orphaned’ planets in the 
Neutral Zone remains unresolved. 

Emperor Kassa commits suicide, unable to bear the 
shame of being defeated in such an ignominious manner by 
a pacifist culture. His heirs begin a period of reorganization, 
and Imperial policy begins to make a subtle shift from 
conquest by force to conquest by economic domination. 
Stardate 2/0901 

The Organians decide to discover whether or not 
Humans and Klingons can live and work together. They 
select Sheridan's World as the site of an experimental 
colony composed of both Humans and Klingons. Should the 
project succeed, the Organians will consider lifting many of 
the restrictions to developing other worlds in the region. 
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Stardate 2/0902 

The first Romulan/Klingon non-aggression and techno- 
logical treaties are signed at Villiam Ill, near the Triangle. 
Fearing the growing military might of the UFP, the Romulans 
and Klingons decide to concentrate on this common enemy. 

The Romulans, currently ahead in territory, give up 
many disputed planets as well as plans for an older model 
cloaking device and the plasma weapon. In return, the 
Klingons provide the Romulans with a number of older D-8 
ships equipped with Klingon weapons and engines. Talks 
continue, leading to a series of such agreements, but there 
is no real reconciliation between the two governments. 
Stardate 2/1109 

The second Romulan/Klingon treaty is signed. The Rom- 
ulans gain bases coreward of the Triangle. The Klingons 
gain a much-desired, mineral-rich planet in the Triangle 
itself. Both sides feel they have come out ahead. 
Stardate 2/1202 

The Kinza D'elma naval base is complete. The base is 
built in territory acquired under the Organian Treaty. 
Stardate 2/1204—1210 


The Klingons increase aggression outside the 
Organian Neutral Zone, to which Star Fleet responds with 
vigilance. 

Stardate 2/1403 


A Klingon task force engages a Romulan task force 
near the Triangle. This skirmish, involving a total of eleven 
starships, demonstrates many flaws in the newly designed 
Klingon L-13 Class battleship. ` 
Stardate 2/1702.26 

A strange electrical cloud appears near the Klingon 
base of Mera Zine. Three Klingon D-7M Class cruisers 
attack the cloud and are instantly vaporized, proving the 
object is capable of incredible destruction. (So begins the 
V'ger Incident, on which STAR TREK: The Motion Picture is 
based.) 

Stardate 2/1801 

The third Romulan/Klingon treaty is signed. The Romu- 
lans gain access to new weaponry and advanced mining 
equipment. The Klingons gain a twelve-man scout-size Bird 
of Prey, which they put into widespread use as a raider, and 
on which they base several large ship designs of their own. 
Stardate 2/1805 

The Romulans deliver several S-11 Class scouts to the 
Klingons as part of a technological exchange treaty. This 
vessel, re-equipped with Klingon shipboard systems, 


becomes the K-22A Bird of Prey Class scout. 


Stardate 2/1906 
The K-22B Bird of Prey Class scout enters service. 
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INTERSTELLAR RELATIONS. 


UNITED FEDERATION OF PLANETS 


Relations between the Klingon Empire and the Federa- 
tion have been hostile from the start. Though the Klingons 
knew about the Federation's existence long before the UFP 
learned of theirs, first contact did not occur until Stardate 
1/5105. On that date, a personal warp-driven Klingon 
shuttle made contact with the USS Sentry near Gamma 
Demetrius, and requested temporary political asylum for its 
passengers. When the Klingon warship Devisor demanded 
return of the shuttle and everyone in it, the Sentys com- 
mander reluctantly honored the shuttle pilot's request for 
asylum. The Klingon and Federation vessels then ex- 
changed fire briefly. Similar brief skirmishes and incidents 
continued to occur between Klingon vessels and individual 
Federation picket ships near the Klingon/UFP border, which 
was now under dispute. 

The second major encounter occurred on Stardate 
1/6003.04, when a Klingon starship, modified to transmit a 
Federation scout identification signal, seized the USS 
Flying Fortress, a slow but heavily armed prototype trans- 
port. In a sneak attack, the Klingons were able to destroy 
the transport's bridge, killing all command personnel and 
rendering the weapons systems inoperative. The ship also 
happened to be carrying the first experimental deflector 
shield, although the Klingons never did discover that fact. 
Even though the ship was temporarily in Klingon control, the 
arrival of a Federation anti-piracy task force soon obliged 
the Klingons to release their tractor beam. Though badly 
damaged, the Flying Fortress returned to Star Fleet's 
control, with all its secrets intact. 

More than four decades passed from the time of the 
initial encounter between the Klingon Devisor and the USS 
Sentry and the start of the Four Years War. In that period, 
the Klingons knew of the Federation, a potentially hostile 
government, yet did not declare open warfare against the 
UFP. 

Indeed, a war involving the Federation was postponed 
by a Klingon policy of aggressive expansion far from the 
Federation. In this period, Stardate 1/8203 to 1/8703, the 
Klingon Imperial Forces began a massive shipbuilding pro- 
gram and turned coreward, apparently seeking an easy but 
meaningful gain in territory there. Instead, they met the 
Kinshaya, and fought what the Klingons call the Demon 
War. Though the Empire managed to hold off this alien race, 
the Kinshaya eventually returned to plague them again. The 
major fighting has stopped, but both sides remain on alert. 
The Klingon scouts that have crossed the border have not 
returned, and so the Empire is not anxious to bait the fierce 
Kinshaya. Neither do they intend to turn their backs on this 
fierce warrior race. 


THE FOUR YEARS WAR 

For all practical purposes, the Klingons had been 
thwarted in their attempt at coreward expansion, and so 
turned their sights again toward the Federation. Believing 
the Federation to be a less formidable enemy, the Empire 
now launched a full-scale attack that they believed would 
result in a quick and inexpensive victory. 

The Imperial High Council planned a bold offensive 
against the Federation. Having come under criticism for the 
abortive sneak attack against the Flying Fortress and again 
for the failure to rout the Kinshaya, the Emperor intended to 
silence his enemies by seizing and annexing a large region 
of space currently under Federation control. Having accom- 
plished that, he intended to again turn the Empire's energies 
toward the Romulan Star Empire and the Triangle. Assuming 
that the Federation would relinquish control over the 
disputed area rather than enter a prolonged conflict, the 
Klingons expected the war to be over in a few months, with 
minimal casualties. 

Though there was some concern among the High Com- 
mand over the Empire's ability to wage a prolonged war, it 
was not deemed likely that war against the UFP would last 
more than two years. The Klingons believed that their mas- 
sive ship construction program begun about five years prior 
would give them a quick victory through overwhelming fleet 
superiority. 

Border skirmishes and incidents were commonplace, 
but the full force of Klingon aggression took the Federation 
by surprise, for they were unprepared both psychologically 
and militarily. Nevertheless, war was officially declared on 
Stardate 1/9409.29 when Klingon Admiral Kkorhetza re- 
fused to withdraw from Federation space. 

The Klingons took an early lead. From Stardates 
1/9410 through 1/9504, they won the decisive Battles of 
Andromeda, Genmarx, Lea, Lyclydun, and Janni IV. Though 
somewhat weak in tactical skill, the Klingons made up for it 
in numbers, often outnumbering Federation defending 
forces three or four to one. 

From Stardates 1/9504 through 1/9507, the Klingons 
continued their inexorable penetration of Federation ter- 
ritory, dealing the UFP heavy losses, particularly in the 
Battle of GR-1 and the Assault of Nozseca VIII. Stardate 
1/9507 marked the first significant Klingon defeat, with the 
Attack on Convoy Y-162 near the Rebonet system. In this 
battle, the Klingons did not have superior numbers, and it 
showed what the Federation's superior tactical ability could 
accomplish when the odds were more even. 

Several months later, in Stardate 1/9511, the Klingons 
suffered their worst defeat yet, losing five squadrons to 
UFP forces in the Nostveg Engagement. This was followed 
by another stinging defeat in 1/9601, when the Klingons lost 
30,000 highly skilled ground troops, including a crack 
Klingon Imperial guards battalion, in the Battle of Sinbad IV. 
It was one of the few confontations between ground forces 
in the war. 


By Stardate 1/9602, the Imperial Navy had penetrated 
as deep as 15 parsecs into certain sectors of UFP space, 
but they were now seriously overextended. In 1/9608, the 
Klingons successfully used their new D-10As and D-20As 
against the UFP at the Debacle at Giso. Then, in Stardate 
1/9608, they used chlortheragen in battle for the first time at 
the Battle of Rudgur Ill. A lethal nerve gas, the chemical 
inflicted great agony on its victims before killing them. 

Though Klingon forces were still advancing as far as 
Thranstor on one front and toward Argelius on another, their 
logistical and morale problems had become grave. As 
Imperial forces pushed deeper into Federation space, their 
lines of supply grew longer and more tenuous. Both the 
Battles of Argelius and Thranstor ended up as harrowing 
defeats for a Klingon force that now lacked supplies, 
reinforcements, and organization. 

From Stardates 1/9703 to 1/9711, the Federation won 
most of the twelve major fleet actions that took place. The 
tide of war had shifted in their favor, and numerous Klingon 
task forces were now in retreat. It was at this time that 
Klingon Admiral Komex surrendered and gave the Federa- 
tion information leading to the Klingons’ final defeat at Kolm- 
an, their main center of operations. As Admiral Komex had 
predicted, the Klingons did sue for peace after this battle. 

The Treaty of Axanar was signed on Stardate 
1/9806.13, and opened up new areas of space for the Feder- 
ation. Though defeated, the Klingons had also made terri- 
torial gains during the war. They built a new star fortress at 
Mastocal and continued to consolidate their gains. As a 
result of the war, the gap between the Klingon and UFP 
borders had shrunk, which made future conflicts even more 
likely. 

The Four Years War utterly transformed the Empire's 
thinking about the Federation. Though UFP forces had 
driven, out the Klingon invaders, they had also chosen not to 
penetrate the Empire. Klingons reasoned that if a 
contemptible race chose not to destroy them, it could only 
be because that race held Klingons in such low esteem that 
they could accrue no honor in doing so. By neglecting to 
deliver a crushing defeat to the Klingons, the Federation 
had instead given them an unforgivable insult. The Empire 
would have its revenge. 


THE ORGANIAN CONFLICT 


It was only a matter of time before Klingon/UFP hostil- 
ities heated up to again create a major crisis. This series of 
border battles, skirmishes, and the Klingon seizure of the 
planet Organia is now known as the Organian Conflict. 
Paranoid over the number of Federation colonists poised on 
the edge of their territory, the Klingons launched their fleets 
toward the UFP. As both sides jockeyed for position, the 
planet Organia, populated by simple farmers and peasants, 
gained importance as a strategic location for a base of 
operations. When Klingon and Federation forces clashed for 
control of Organia, the Organians suddenly revealed them- 
selves as beings of advanced mental power who had 
nothing to fear from the Klingons or the Federation, but who 
had a fundamental dislike of war. Backed up by their psionic 
abilities, they imposed a unilateral cease-fire and peace 
treaty. 

The Organians are total pacifists, a concept frustrating 
to the UFP but almost intolerable to the Klingons. Unfortun- 
ately for the war parties on both sides, the Organians had 
the power to back up their demands for peace. They 
imposed a peace treaty forbidding armed hostilities in a 
protected area along the UFP/Empire border near Organia. 


173 


The Organians threatened to immediately disarm both sides 
if armed conflict occurred in the Zone. (Indeed, violators of 
the treaty found that their weapons simply refused to work 
in the Treaty Zone.) 

Organian mental might protected planets in the area, 
and ensured that inhabited worlds would remain off-limits to 
either the Federation or the Empire until the planet's popula- 
tion was ready to choose how to enter galactic society. 
Class M worlds were to be developed under the guidance of 
the side judged able to do so most efficiently. Forces of 
both sides must extend certain courtesies to their opposite 
numbers at bases in the area, including shore leave rights, 
medical attention, and so on. Unable to circumvent Organ- 
ian intervention in any significant way, the Empire had to 
learn more subtle methods of gaining a toehold in this area 
of space. 

The prohibition against conflict did not prohibit ships of 
either side from crossing over into the other, nor did it seem 
to prohibit armed conflict (even ship-to-ship battles) at any 
distance from Organia. Since the imposition of the Treaty, 
both sides have been sending forces of various sizes 
across the Neutral Zone, testing to see what size force 
could cross and still be able to use their armaments. The 
consensus was that a single ship, operating alone, could 
use its weapons freely, which explains the sudden increase 
in the size of Klingon battleships. 

In recent years, however, the Organians have appar- 
ently ceased to police the zone. Neither side knows why or 
if the Organians might change their mind at any moment, but 
they both have taken advantage of the situation. The pros- 
pect of war hovers once more over the two superpowers. 

Beyond the Orion systems lies a small area of space 
where the Empire and UFP meet, which is not covered by 
the Organian agreements. During the early years of Klingon/ 
Federation relations (up through the time of the STAR TREK 
TV series), little conflict occurred here because there 
seemed to be nothing worth exploiting in the area. In later 
years (between the TV series and the time of the first STAR 
TREK motion picture), the strategic location of this area 
near the Triangle would become important. It is the only re- 
maining section of the old "Klingon Neutral Zone", the rest 
having been absorbed by the Organian Treaty area. Any 
ship crossing this zone into the other's territory is fair game 
for attack and destruction, and the Klingon Empire jealously 
guards the border, patrolling with squadrons of its best 
ships. 

Relations with the UFP have not necessarily worsened 
over the years, but have become more and more tense. The 
Subaiesh line, which favors peace with the Federation, has 
lost most of its influence to the Reshtarc line, who are pure 
Imperials and who wish to force confrontation with the UFP. 

At the moment, the Klingons who infiltrate Federation 
space are bent less on outright destruction or even surprise 
attacks than on subterfuge, intelligence gathering, contact- 
ing malcontent groups, and other such missions. They 
seem to be attempting to learn more about Federation tech- 
nology and to come to some sort of Klingon understanding 
of the people and politics of the Federation. Many Klingon 
ships sneak in through Orion free space, and appear 20 
parsecs behind the UFP forces that are watching for them. 
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ROMULAN STAR EMPIRE 


Contact with the Romulans goes back much farther 
than the Empire's dealings with the UFP. To Klingon eyes, 
the Romulans are definitely kKomerex. Though that makes 
them dangerous, it also makes the Romulans seem more 
comprehensible and predictable. 

Most of the conflict between the Romulans and the 
Klingons occurred because of disputes over the area of 
space that lies between them. With so many desirable plan- 
ets in the region, neither side was willing to cede it to the 
other without a fight. The resulting conflicts drained the 
resources of both sides. The Romulans, however, suffered 
from a technological deficiency in warp engine design and 
ship construction facilities, which counterbalanced their 
greater command of space combat tactics and strategy. 

The first Klingon/Romulan contact occurred on Star- 
date 0/0001.30, when three larger Klingon vessels attacked 
a Romulan scout ship near the Romulan colony of Delta 
Khinah II. Finding himself in a no-win situation, the Romulan 
Commander self-destructed his ship, but not before a 
message pod containing his log tapes and visual communi- 
cations with the Klingons was dispatched to the Romulan 
base. 

Though the Klingons were engaged in several other con- 
flicts within and around their borders, they went to war with 
the Romulans in a conflict that lasted more than three 
years. In the midst of this costly, fruitless battle, the 
Romulans tested their newly developed cloaking device with 
an attempted penetration of Federation space ("Balance of 
Terror"). When the attempt failed, the Romulans realized 
that they needed both a technology boost and an end to the 
drain on their resources that the Klingon conflict was 
causing. Also ready to call it quits, the Klingons agreed to 
negotiate a treaty (in their favor, of course). The Romulans 
conceded several small bases, along with mineral rights to a 
large asteroid belt. 

The Klingons and Romulans continued fighting inform- 
ally for many years, neither side pushing for an escalation. 
Though both sides denied the attacks, each carried out 
many small raids against the other, usually with not more 
than three or four attacking ships. Both sides made 
extensive use of privateers and often used armed merchant 
vessels as decoys. This seesaw activity continued for over 
100 years. Much of the fighting centered in the area that 
came to be known as the Triangle, the region where the 
Klingon, Romulan, and UFP areas of influence collide. 


EXCHANGE AGREEMENTS 

The petty bickering ended with the signing of the first of 
three non-aggression and technological exchange treaties 
on Stardate 2/0902. The galactic ramifications of these 
treaties have been immense, because they have allowed 
both sides to concentrate their main effort against the UFP, 
whom the Klingons attempt to portray as a common enemy. 
In reality, the Empire simply wanted to buy some time. The 
Klingons believed that if they and the Romulans jointly 
defeated the UFP, then the Imperial forces could eventually 
overwhelm the exhausted and depleted Romulan forces, 
especially if the Klingons held back and allowed the 
Romulans to do most of the fighting. The Romulans, of 
course, intended the same thing. 

First Klingon-Romulan Treaty 

As a plum to bring the Klingons to terms, the Romulans 
gave up claim to most of the contested areas, particularly in 
the Triangle. Both sides also provided the other with items 
of technology that were supposed to strengthen their posi- 
tion against the UFP. If nothing else, each side also gained 
valuable time to recoup losses and assess the future. 

The Romulans furnished the Klingons with cloaking de- 
vices, older-model versions that the Romulans had equip- 
ped with a fail-safe device that permitted only Romulans to 
operate them. (The device would self-destruct if anyone 
else tried to open it up to learn its secrets. Indeed, the 
Klingons lost several ships in just this way shortly after 
obtaining the device. The Federation, too, lost a ship that it 
tried to equip with a captured cloaking device, as portrayed 
in "The Enterprise \ncident".) 

To this day, the Klingons have not learned to construct 
a cloaking device or how to disarm one. At one point, they 
managed to capture one of the few Romulan cloaking device 
technicians, but even the infamous Klingon interrogation 
methods could not pry the secret from him. The Romulans 
later provided the Klingons with cloaking devices that could 
be installed on smaller ships, which allowed the small 
Klingon spy ships to penetrate deep into UFP space. The 
Romulans did teach the Klingons to operate and service the 
devices, however. 

[NOTE: Klingon commanders do not particularly desire 
ships equipped with the cloaking device. They would rather 
go into battle at full tilt, with shields activated, weapons 
armed, and speed up. Because the cloaking device requires 
so much power to operate, an activated device slows down 
a vessel considerably. To date, the Klingons have obtained 
only about 100 of the devices.] 

The Romulans also gave the Klingons their plasma 
weapon, whose technology the Klingons had coveted but 
been unable to duplicate. Knowledge of the plasma beam 
eventually led to the development of the Klingon version of 
the photon torpedo, which makes the new, uprated D-7 
battlecruisers such a threat. The discovery came purely by 
accident, however. When some Klingon scientists were 
trying to take apart a plasma weapon, it exploded instead. 
Another team of scientists subsequently arrived at the sta- 
tion to study the cause of the explosion, and they inadvert- 
ently discovered photon technology. Through a series of 
controlled experiments, the Klingons soon developed the 


The Romulans gained ships from the accords. Most 
important was the Klingon D-7 Class battlecruiser, though 
they also received ore carriers, repair vessels, and a few 
scouts. The Klingons gave them an older model D-7, which 
carried an earlier version of the disruptor. This was much- 
needed technology for the Romulans, who were able to 
adapt and modify it until their own versions became their 
main weaponry. The Romulans also gained hand disruptors, 
which rapidly became the personal weapon of choice. 

Second Klingon-Romulan Treaty 

With this treaty, signed on Stardate 2/1109.13, no tech- 
nology of importance was exchanged. The main Romulan 
concession was to give the Klingons a much desired base in 
the Triangle, a base that the Romulans felt they were about 
to lose anyway. In return, the Klingons gave up several 
bases coreward of the Triangle. 

Third Klingon-Romulan Treaty 

This treaty, signed on Stardate 2/1801.18, gave the 
Klingons several Romulan S-11 Class scouts. Re-equipped 
with Klingon shipboard systems, this became the K-22A 
Bird of Prey Class Scout. The Romulans, in turn, received 
much-needed mining equipment of a type they had been 
unable to develop. 


CURRENT STATE OF AFFAIRS 

The Klingon-Romulan alliance is shakier today than it 
has been in many years. The Klingons have become more 
aggressive, openly attacking Romulan outposts, probing for 
weak spots and testing defenses for readiness and 
strength. Klingon diplomatic messages have had little real 
diplomacy in them, conveying lightly veiled threats instead. 
The Klingons are readying for a major offensive, although it 
is doubtful if they could achieve real superiority in more than 
asmall sector. 

The Romulans, on the other hand, have taken a defens- 
ive posture. They are biding their time, hoping for a major 
UFP-Klingon conflict. They are more concerned with expan- 
sion coreward, but they are unwilling to give up any more of 
their territory. 


ORION COLONIES 


The UFP/Klingon border skirts along the neutral 
systems of the Orions, near Rigel. Though the Orions are 
comparatively weak, the Empire respects their neutrality, 
and even extends to them favored status in trade and travel 
permits within the Empire. This practice is logical and 
typically Klingon in its craftiness. The ‘neutral’ Orions prac- 
tice piracy and are more of a thorn in the side of the UFP as 
independents than as a conquered or subjugated part of the 
Empire. Indeed, the Orion planets provide a safe haven for 
Klingon agents and a fertile breeding ground for turncoats 
and double agents. Though there is no evidence linking the 
large corporate houses of the Rigellian worlds, it is clear 
that both sides have been helping each other for years. 

One reason that the UFP has not taken more concrete 
action against Orion piracy is that armed action so near the 
Empire's border could easily invite Klingon intervention and 
escalate to full-scale interstellar war. Though no Klingon 
commander or leader would admit it, the Empire allows the 
Orion systems to continue their independence for the same 
reasons. Meanwhile, the Orions enjoy their unique position, 
and whenever possible, play the two sides against each 
other for their own benefit. 


All this may now be coming to an end. For the first time 
in many years, Klingon sentiment is swinging against con- 
tinued affiliation with the Orion merchant guilds. The Drexa, 
a Klingonline, seem to be leading this movement. 

It is not clear whether the Drexa advocate complete 
separation from the Orions or whether they are simply 
alarmed by a growing Orion presence on planets within the 
Klingon sphere of influence. The Klingon Empire is also 
apparently displeased about increased Orion activities 
within the Triangle Zone, despite the fact that Klingons and 
Orions have occasionally acted together in defiance of 
Federation interests. 


IMPERIAL KLINGON STATES 


In recent years, the Imperial Klingon States have 
gained influence among the independent worlds within the 
Triangle Zone. The Klingon Empire previously denied the 
existence of these renegades, but later denounced them as 
traitors, fair game for any Commander wanting to make a 
name for himself. Recently, however, the existence of 
these dissident Klingons has become more than just an 
embarrassment to the kKomerex. The renegade power base 
has grown at the expense of their parent empire, and at the 
Emperor's expense, in particular. The IKS has successfully 
blunted Klingon expansion within the Triangle. IKS agents 
are presently waging a propaganda campaign aimed at 
discrediting the harsh totalitarian rule of the present regime 
in favor of the presumably more flexible and democratic 
alliance of family members in the IKS. 

Tales of freedom of action, rapid promotion, and 
lucrative plunder have motivated many talented Klingon 
officers to join the IKS. By setting themselves up as a rival 
komerex, the IKS is inviting the Empire to retaliate. So far, 
the Empire has taken no direct military action, probably 
because they do not want to give the UFP an excuse to 
enter the Triangle in force under the guise of 'peace- 
keepers’. Intelligence sources suggest that several houses 
are considering forming special hunter-killer squadrons with 
the sole mission of destroying IKS men and materiel. Among 
those house lines, the Juriss have apparently committed 
themselves wholeheartedly to the idea. They are reported 
ready to pledge their entire line holdings to eliminate the 
traitors as soon as the Emperor grants permission. 


GORN ALLIANCE AND 
THOLIAN ASSEMBLY 


Though the Klingons know about the Gorn and the 
Tholians from their spies within the UFP, they have not 
directly encountered or made agreements with either race. 
Moreover, it is highly unlikely that contact would result in 
any form of cooperation. The Gorn are too gruff and expan- 
sionistic and the Tholians too totally alien to relate to the 
Klingons as anything but enemies. The Empire, however, 
has a vested interest in seeing that no other group, especi- 
ally the Federation, makes any lasting military alliance with 
either group. Thus, the Empire is not above a little clan- 
destine intervention in this regard. 
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Klingon Empire 


KINSHAYA 


The mysterious race known as the Kinshaya are the 
only spacefaring culture ever to dare to invade the Klingon 
Empire. The war the Klingons once fought against the 
enemy they call the "demon-possessed" was one of the 
bloodiest in their history. Despite this, the Klingons still 
know precious little about this implacable enemy—not even 
the location of their home planet. 

During the Demon War (Stardate 1/8203 to 1/8703), the 
Imperial Fleet faced the black globe ships of the Kinshaya 
again and again, but never captured one intact. By sifting 
through the wreckage of Kinshaya vessels and studying the 
remains of the single Kinshaya ever captured, Klingon 
scientists have managed to learn something about them. 

The Kinshaya are nightmarish beings, even by Klingon 
standards. The average warrior is covered with short, 
greenish-black fur, stands over two meters in height, and 
outweighs two Klingon soldiers. Kinshaya have no discern- 
ible head, except for a bony swelling atop their shoulders. 
Their ‘faces' consist of two twin-lensed sight organs 
between the shoulders in front, a flap-covered breathing 
orifice, and a round mouth ringed with three rows of sharp 
teeth. 

There is a rudimentary sight organ in back, capable of 
discerning moving objects without much resolution or color 
vision. Their organs of hearing are completely covered by 
skin, and seem to be vibration sensors more than anything 
else, though they do communicate by a spoken language. 
The Kinshaya stand upright, with two arms and legs, but 
their legs are covered with sharp-edged plates of horn, and 
loose folds of skin that resemble dark wings hang from their 
massive arms. They are of two sexes. Both sexes fight in 
combat, but show no immediately obvious physical differ- 
ences. To a Human, Kinshaya would most resemble huge 
bats. To a Klingon, they resemble demons of their ancient 
legends. 

Kinshaya seem to wear no clothing or armor, except 
utility belts and straps from which hang their hand weapons. 
They are fond of blaster-type hand weapons (similar to 
those used by the Gorn) and bladed gauntlets that strike as 
large daggers (some with three or four blades). 


Despite their brutish appearance, the Kinshaya are 
serviceable technologists. The warp drive ships they used 
in the Demon War appeared as black globes, with their 
matter-antimatter drives completely enclosed in the hull. 
(Kinshaya are far less radiation-sensitive than Humans or 
Klingons.) Their weaponry at the time consisted of lasers 
and a modified plasma bolt, similar to that of the Romulans, 
but the power levels were far superior to that of the Klingon 
Empire's ships. Their targeting capability, however, was not 
as sophisticated. Shielding on the Kinshaya vessels was 
roughly equal to that of the Klingons. 

The Kinshaya seem not to comprehend the notions of 
negotiation, diplomacy, making demands, or even accept- 
ance of abject defeat. They simply destroy whatever non- 
Kinshaya intelligent life they encounter. The Kinshaya 
attack without warning or challenge, and will fight until one 
side or the other is destroyed, or their prey has fled. They 
do not seem to understand the concept of strategic with- 
drawal, and it was this trait that eventually gave the 
Klingons a chance during the Demon War. Even the Empire 
understood the usefulness of hit-and-run tactics, but the 
Kinshaya did not. 

They are carnivores, and do not seem particular about 
the nature of animal matter they consume. The presence 
aboard some destroyed Kinshaya vessels of members of a 
small mammalian servitor race the Klingons later encount- 
ered in the Rift led Klingon scientists to believe (correctly) 
that the Kinshaya domesticated other animal lifeforms 
(intelligent or not) for food. 

When the major fighting had ceased, it broke down into 
scattered warfare. Neither side wants to force the issue at 
the moment, which may mean the Kinshaya have been learn- 
ing something about strategy. 

A state of prolonged but stalemated war exists be- 
tween the Klingons and their coreward neighbors. As a 
result, the Klingons have built new star fortresses such as 
Kodal as well as adding Oran to the existing production 
facilities in the region. The conflict with the Kinshaya is 
enough of a drain on Klingon men and material that it takes 
some pressure off the Federation. For the time being, the 
balance of power between the Kinshaya and the Klingons 
does not seem likely to change. Both sides seem content 
simply to protect their positions. To this day, the Klingons 
do not know the location of even one intact Kinshaya colony 
world, much less where their homeworld might be. 


Name: KINSHAYA WARRIOR 
Attributes: 

Generate statistics by rolling 3D10 + 40 for all 
attributes except iuc and psi, and 1D100 for iuc and psi. 


Apply the following racial modifiers. 
sta +40 CHA —20 
END +20 we —25 
NT — Psi —40 
oex —10 


Kinshaya are never played as player characters, so 
they do not receive bonus points. The average Kinshaya 
warrior thus has the following statistics: 

STR 95 Luc 25 
75 


— HE KLINGON PEOPLE____ 


THE KLINGON PERSONALITY 


Though the dominant Klingon personality trait is the 
desire for personal status, their culture does not see this as 
simplistic or selfish any more than Humans consider the 
desire to succeed at one's life-goals to be selfish or naive. 
Advancing his personal status is the best way (if not the 
only way) for a Klingon to advance the status of his line and 
of the Empire as a whole. Because every Klingon learns, 
from early childhood on, that it is his destiny to lead, it is as 
natural for him to seek glory and personal power as it is for 
Humans to breathe. 

A corollary of this drive for status is an ingrained, 
almost racial disdain for self-sacrifice. That is not to say 
that Klingons never sacrifice personal comfort or safety for 
a common goal! Indeed, when there is the possibility of 
increased status for Empire or line, a Klingon will do 
anything he must. Indeed, if dying is the only way a Klingon 
can gain status, then he will accept death before dishonor. 
If he can find a way to make someone else die instead and 
still gain the same end, however, he finds no shame in that. 

This focus on personal power is contrary to the values 
of most Human cultures, which usually stress the attain- 
ment of the group goal first. ("Do unto others as you would 
have them do unto you", or, "The right to swing your arm 
ends where the other person's nose begins".) The Klingon 
believes, however, that he serves the group goal best by 
gathering and concentrating personal influence and power. 
The more influence an individual has, the more that 
influence carries over to his associates, his line, and to the 
entire Empire. If the individual's use of his power is not in 
the interests of Klingon society, however, only someone 
with even more power can come in to oppose him. 

Where Romulans are devoted to duty, Klingons are 
devoted to dominance. They believe that only those strong 
enough to hold onto life are ‘entitled’ to it. (Klingons are 
excellent observers of natural ecology, but terrible practi- 
tioners of ecological conservation.) Races that were meant 
to serve (the vast majority of life in the universe) are kuve, 
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intended to serve. Those races born to dominate (like the 
Klingons themselves) must continue to expand and conquer 
endlessly. For the Klingons, there is no such thing as stabil- 
ity. If there is no growth and increase, then there is death. 

Because every Klingon expects every other Klingon to 
seek personal advantage at all times, Klingon relationships 
are based on degrees of mutual distrust. The only people 
Klingons trust are those whose goals complement their own. 
As advancement of one's line is a common goal that lends 
itself to cooperative effort, line relationships are strong 
ones. Relationships among members of a ship's crew are 
often strong also, as long as a crewmember stands to gain 
more from his captain's continued success (which reflects 
on his crew) than on his officer's downfall. The life of a 
Klingon is one of creative, reasoned, and quite justified para- 
noia. The careful Klingon spreads the glory of his accom- 
plishments around among his intimates, ensuring their 
loyalty and insulating himself from those who would do him 
harm. Keep this in mind when playing Klingon NPCs, and 
remind Klingon player characters of this if they become too 
devoted to a'me first’ attitude. 


Though often described as cruel, Klingons are no more 
so than Humans. They only seem more cruel because their 
society not only permits but encourages taking advantage 
of every opportunity to gain the upper hand. A Klingon will 
use torture freely to get what he wants, because that is the 
most important task in his life. Once he had obtained what 
he wanted, a Klingon would have no motive to continue 
torture for its own sake. The fact that Klingons are cruel 
only for a reason is of little comfort to the victim, however. 

Just as with Humans and most other races, some 
Klingons are impulsive and quick to anger, and others are 
calculating and cool. Some are patient and some are not, 
depending on what their personal experience has 
emphasized. Klingons also have as much emotional range 
as Humans, and do express it as freely. Give Klingon NPCs 
some room to show their individuality, and encourage it in 
Klingon player characters. After all, what's the use of 
having a colorful and interesting alien race if all members of 
that race are going to be roleplayed exactly the same way? 

Klingons are not creatures of tradition. They keep the 
practices and customs that are useful and throw out those 
that are not. Line traditions and Imperial traditions endure, 
not because of sentimental attachment, but because they 
work well. A Klingon is the ultimate pragmatist and has little 
respect for anything that does not improve his status. Even 
Klingon play is goal-directed, from earliest childhood on. 
Klingon art is judged by its ability to inspire one to greater 
feats of accomplishment. Klingon music all sounds like 
military marches. Klingon sports are oriented toward the 
development of combat skills. Klingon drama is always 
inspirational. Klingon comedy consists of one individual 
succeeding while others fail in surprising or amusing ways. 

To a Klingon, life is and should be a constant struggle 
for dominance. According to their legends, the struggle con- 
tinues even after death, with the shades of old heroes 
Sailing in the Black Fleet. A Klingon cannot "settle for less" 
or “rest on his laurels". It is alien to his nature. He is happy 
only when climbing the ladder, and he will not stop climbing, 
ever. 
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Klingon Empire 


Imperial policy in dealing with aliens 
has begun to revert to a more war-ready posture. Tensions 
have heated up along the Organian Treaty Zone as well as in 
the Neutral Zone, and a major military buildup has begun. 
Because of this, the Emperor and the Council are more 
likely to sanction adventurous and somewhat simplistic 
solutions to problems ( 

Gamemasters can make use of the changing nature of 
Imperial policy to create scenarios and plots for either UFP 
or Klingon player characters. Remember that members of 


PSIONICS 

Official Klingon policy forbids using races with psychic 
abilities as servitors, nor does it allow any experimentation 
in this field, either with servitor or Klingon subjects. This is 
for the same reason that the ruling group does not wish to 
breed a super-Klingon. Psychic abilities could be a danger- 
ous weapon, and Klingons are much too paranoid to allow 
into their society anyone with the power to read minds or 
influence thoughts. So much of Klingon life depends on 
secrets within secrets. They do not trust anyone who 
‘knows too much’ (which also accounts for Klingon distrust 
of the psychically gifted Vulcans). 


The current Imperial government actively seeks to 


suppress the development and use of psychic powers. An 


Imperial decree can instantly put to death a proven psychic 


among servitors, and even a Klingon of influential family 
would have a hard time avoiding a death sentence if 
detected as a psychic. 


Of course, psychic abilities are much rarer in Klingons 


than in Vulcans or even Humans. Still, it has been known, 
even in the recent past. Though the current government 
suspects the existence of a psychically gifted Klingon 


underground, this is not true. But some psychically gifted 
Klingons exist. Gamemasters should NOT allow any Klingon 


player character to have such abilities, but the introduction 
of a psychic as an NPC could lead to some interesting 
adventures. 


KLINGON PARANOIA 
Klingon government 


will investigate any development in scientific knowledge 
that might give one group of Klingons any political or military 


advantage over others. Klingons trust no one, especially 
not other Klingons! The Imperial government, therefore, 
tightly controls all scientific research. 

This means, of course, that every major line family has 
its own secret research efforts going on anyway! (After all, 
no one wants the Imperial Household to have too much 
power, either!) For this reason, one line may create and con- 
trol many developments in weapons research and battlefield 
medicine for a time, until spies from rival lines reveal the 
secret and make use of it themselves. This is all part of the 
komerex zha, and maintains the balance of power in the 
Empire. 

The existence of such covert scientific operations 
offers the crafty gamemaster many adventure possibilities. 
It gives a perfect excuse to adjust the weapons capability 
of Klingon ships that UFP player characters encounter, for 
example. No purely speculative weapons should be rung in 
on players (unless it is part of a scenario where the char- 
acters have a fair chance to figure out what is happening 
and to counter the weapon), and out-and-out arms races are 
greatly discouraged. It is quite permissable, however, to put 
a slightly more powerful weapon aboard a known ship type, 
or to equip a Klingon landing party with a different sort of 


hand weapon. It does tend to liven up things for player 
groups that are becoming complacent! 

A secret scientific project can also be the center of an 
adventure for either UFP characters (who must sabotage 
the experiment or gain information about it) or other Kling- 
ons (who have the same options, plus the possibility of 
stealing the new scientific breakthrough for their own use). 
Remember to keep such devices from being too powerful, 
especially if there is a chance that player characters will get 
their hands on them. To maintain play balance, any really 
big breakthrough should have a fatal flaw. (The new long- 
range transporter will not work on living organisms; the new 
nerve gas requires a rare chemical the players can run out 
of; the deflector shield belt shorts out when the air is too 
humid, and so on.) 

Remember that Klingon paranoia works against any- 
thing that endangers the status quo. Do not allow Klingon 
player characters to get too powerful without giving them 
some powerful NPC enemies to contend with among their 
own people. Federation player characters, on the other 
hand, may be able to use this paranoia to advantage in 
some situations if they can convince one set of Klingons 
that another set is plotting against them. 


RELIGION, MYTH, AND LEGEND 


Klingons do not believe in gods, at least not as higher 
beings to be worshipped. Indeed, the race admits to the ex- 
istence of no higher beings than themselves. (Encounters 
with races such as the Organians have shaken this cer- 
tainty somewhat.) As a general rule, Klingons will rationalize 
such situations away, or pretend they do not exist. Faced 
with truly godlike powers, Klingons are much more disori- 
ented and upset than are Humans, and will likely respond 
with irrational hostility or outright disbelief. (It makes one 
wonder what would happen if a Klingon ship tried to 
penetrate the energy barrier surrounding the universe. What 
would the Klingons do about a Klingon version of Gary 
Mitchell from the episode "Where No Man Has Gone 
Before"?) 

Klingons do curse, but usually they invoke the names 
of legendary heroes or powerful animals. The exclamation 
"Kahless' Hand" (kahlesste Kaase) refers to the fact that 
Kahless bound his hand to his control chair to dramatize his 
determination not to abandon his command in his final bat- 
tle. Similarly, "Kagga’s crown" refers to the Klingon whose 
crown was branded upon his forehead when he served as 
Emperor for one hour while under sentence of death. 

The Klingons have legends and practices, however, 
that have grown to be almost as important as religious be- 
liefs. The most prominent among these is the belief that the 
Naked Stars (seen so infrequently on cloud-shrouded Klin- 
zhai) ensure the remembrance of any event they witness. 
No modern Klingon is likely to openly put much faith in this 
sort of thing, but it will affect his behavior nonetheless. A 
starlit night is a good time to expect a Klingon sneak attack. 

The Black Fleet is another widespread Klingon legend 
among the military. According to this tale, warriors who die 
are assigned to the Black Fleet, where they continue to 
amass glory and honor in endless combat against worthy 
foes who have also crossed over into death. This is not truly 
a belief in a literal afterlife; the Black Fleet is more symbolic 
of how glory endures beyond the physical death of an 
individual. Klingons do not reserve assignment to the Black 
Fleet to Klingons alone. Servitors who are loyal to their 
masters will be rewarded upon their deaths with the chance 
to honorably continue their service with the Black Fleet. 
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Likewise, a Klingon does great honor to an enemy when he 
expresses the wish to meet that enemy again in battle after 
they have both passed on. ("Perhaps we shall do battle 
again when we both join the Black Fleet!") 

Gamemasters are encouraged to make their Klingon 
NPCs come alive by spicing their characters' speech and 
actions with some of the rich background of Klingon history 
and lore. When they talk, threaten, gloat, or negotiate, let 
them use the colorful expressions of Klingon legend. 
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KOMEREX ZHA, THE GREAT GAME 


uI 


To understand Klingon society, the concept of the CO 


komerex zha is essential. The Klingonaase word "zha" 
means "game", specifically a game of combat. Thus, klin 
zha is "the Klingon game", a chess-like contest that pits tvo 
players in a three-dimensional simulation of combat. Like 
our own chess, there are many variations (including some 
using Klingon warriors as playing pieces that actually do 
combat to stun or to kill). Great masters of klin zha 
command much respect in Klingon society. 

Likewise, komerex zha translates literally as the game 
of empire, but it is far more serious than that. It is a major 
piece of Klingon philosophy. Remember that Klingons 
believe that every system, from a living organism up to a 
galactic government, is either Komerex (growing and living) 
or khesterex (shrinking and dying). With this in mind, the 
game of empire is recognizable as the game of life itself. 

The komerex zha is the game that Klingons play every 
day with each other, the game of seeking personal power 
while protecting what one already has. Individuals play it, 
lines play it, and the Empire plays it against the UFP and the 
Romulans. Some claim they do not play, or that the game 
does not exist at all. Others say that to deny the komerex 
zhais just another tactic in the game itself. 

The many Klingons who look at life as a game of growth 
and manipulation of power are quite open about the fact that 
they play to win. Every action is a move in that game, and 
any individual who crosses the path of a Klingon had better 
be certain who is the player and who is the pawn. 


Ji Fa eed I had slain a ime foes less onc, 

The thousandth knife found my liver: 

The thousandth enemy said to me, . 

“Now you shall die, yaa 

* Now none shall know. 
-| And the fool, looking only doa RAIT ‘his 
". Not secing, above his shoulder, the naked stars, | 
7 Each one remembering. 
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a ——Physiology and Medical Aid— 


KLINGON PHYSIOLOGY 


Due to their different physiology, note the follow- 
ing adjustments to be made to game functions for 
Klingons: 

IMPERIAL RACE Klingons take +1 point damage 
per die from edged weapons such as daggers and 
swords. 


NEURAL DRUGS (stimulants, sedatives, neural 
paralyzers, etc.) add +1 point per die of effect. In ad- 
dition, INHALED drugs of this type will also take ef- 
fect 10% faster in both Imperial Race and fusions. 

Saving roll vs. agonizer effects is at -40 for Klingons 
of both types (as opposed to -50 as given in basic rules 
for humans and others). 


The following adjustments are made to stun 
damage taken by Klingons. These adjustments are OP- 
TIONAL for use with Klingon non-player characters in 
Federation-based campaigns, but are encouraged for 
Klingon player characters. 


STUN 75 
(graze) 25 
HEAVY STUN 120 
(graze) 40 


‘Klingons perspire very little An extensive net of capil- 
laries just under the skin acts as an efficient heat exchanger. 
The specific heat capacity of thin Klingon blood i is also. 
high: They are, as a result, less: affected by heat — espec- 
ially wet ‘heat — and more by. cold than most. kde 
races. (Klingons. and Vulcans are comfortable at about the 
same temperature, but the Klingon would find the. Vulcan 
environment unpleasantly dry!) — PR 
= The black wrist-to-ankle garments. that Klingons wear 
when visiting Federation installations contain a layer of 
vapor barrier. A human wearing such as ‘sui ould shordly 
bes swimming in sweat. T TET 
An Informal Guide to’ the Klingon empire 


“The standard healing rates for Human and Romulan 
fusion Klingons is the same as the normal healing rate 
specified in the basic rulebook — 1/10 normal END 
score per half hour for ‘’temporary’’ damage and 1/20 
(round down) normal END per day for wound damage. 

: healing for “temporary” 
damage is as above, but round UP when figuring heal- 
ing rate for wound damage. (For example, if an Im- 
perial Race Klingon has an END of 50, divide that by 
20 for a result of 2 1/2. This rounds UP to 3 points 
of healing per day, _ 


MEDICAL PHILOSOPHY 
Many people (Federation citizens mostly!) seem to 


think that Klingon medicine is very primitive. This is 
not true, as is evidenced by the many breaktnrougns 
in the genetic sciences that are only now being 
duplicated by Federation (and Romulan) scientists. 
The major difference between the medical care wield- 
ed by the two powers is the concept of triage (simp- 
ly, the judgement made by a doctor as regards the 


order of treatment of severely wounded or ill patients). 
Whereas Federation doctors treat severe trauma pa- 
tients on a worst wounded—first treated basis, 
Klingon doctors use an entirely different criterion in 
this decision. The Klingon doctor must decide whether 
it would be cost effective to repair an individual. If it 
would be less costly to let an individual die than to 
train a replacement, the patient would not be treated. 
On the other hand, if a patient’s knowledge and skill 
is termed invaluable, no costs would be spared to save 
that patient’s life. 

Klingon doctors (and their patients) also do not 
worry much about pain. This is reflected in that 
Klingon doctors have fewer mild anasthetics and pain 
killers available to them. Klingons are not, however, 
adverse to using heavy pain blocking drugs to counter 
crippling pain. If a pain killer is required to place an 
otherwise incapacitated man back on the job, a doc- 
tor will not hesitate to use it. 

Likewise, Klingons do not worry as much about how 
a repair looks as how well it functions. Plastic surgery 
for cosmetic purposes is unheard of, but its use in es- 
pionage is well known (witness Arne Darvin in the 
episode The Trouble with Tribbles). If major surgery 
leaves a scar, this is readily accepted. Klingons wear 
their scars proudly. 


Optional Healing Rate 

Klingon metabolic processes are faster than those of 
most other known races. This also accounts for the ability 
of Imperial Race Klingons to heal faster than do Humans, 
Vulcans, or Romulans. (The two Fusion races do not gain 
this advantage, however, and so heal at the same rate as 
their non-Klingon counterparts.) 


To determine the wounp HEAL RATE and FATIGUE HEAL RATE for 
Imperial Race Klingons, calculate the numbers normally, but 
then round UP rather than down. For example, a Human 
character with an eno score of 55 would heal at 2 points per 
day (55/20 = 2.75, rounded down to 2), but an Imperial 
Klingon will heal 3 points per day (2.75 rounded up to 3). 
Imperials also recover from fatigue and stun damage at a 
faster rate per half-hour. Using the above example, the 
Human would recover from fatigue damage at a rate of 5 
points per half-hour (55/10 = 5.5, rounded down to 5), while 
an Imperial Klingon will recover at 6 points per half-hour (5.5 
rounded up to 6). Record these two figures in the WOUND HEAL 
RATE and FATIGUE HEAL RATE boxes on the Klingon Character 
Data Record. 


CHARACTER AGING 

In most cases, Klingons have a slightly shorter 
lifespan than Humans. The critical age at which a Klingon 
character's scores for str, DEX, and END may fall off is 40 for 
Imperial Race Klingons, 45 for Klingon/Human Fusions, and 
60 for Klingon/Romulan Fusions. For each ten full years a 
character has lived beyond the critical age, roll 1D10 for 
each of the str, END, and pex attributes and reduce the score 
by the amount rolled. Once the game is under way, players 
may use the year-by-year aging uc saving roll, as des- 
cribed in the STRPG2 basic rules. 


180 


KLINGON MEDICAL EQUIPMENT 


MEDICAL POUCH: Unlike Federation doctors, 
Klingon medics have only one medical pouch, contain- 
ing everything the doctor is likely to need. The medical 
pouch contains the following: one foam dressing ap- 
plicator, one vital signs reader, one organic suture, 
two laser scalpels (beam diameter carried varies ac- 
cording to the perceived needs of the medical officer), 
one pneumatic hypodermic, two spare pressure 
cylinders, and nine medicine cylinders, including light 
and medium sedatives, light and medium stimulants, 
a general purpose poison antidote, a pain blocking 
drug, a pain enhancing drug, a truth drug, and an END 
booster. These items will be explaned in greater detail 
in this section. 

When a character with Medicine skill of at least 10 
uses the Klingon medical pouch, treat it asthe Federa- 
tion issue medical pouch as regards the EMERGEN- 
CY FIRST AID SAVING ROLL in the basic rule book. 
Note also that Klingons do not have any functional 
equivalent of the smaller Federation medical field kit. 
This is not to say that Federation medics are undere- 
quipped. Rather, in situations where a Federation 
team’s medical officer would carry only the small field 
kit, an equivalent Klingon team would likely have no 
medical officer along at all! 


BIOSUPPORT & MONITOR SYSTEM: This device 
looks much like a large box with sensor cables, in- 
travenous tubes, and one large cable running out of 
it. The cable is tipped with the standard data cart con- 
nector, and this requires the Biosupport & Monitor 
System be plugged into the data cart slot on the Por- 
table Computing Recorder (see the EQUIPMENT sec- 
tion). These two units can be used to monitor vital 
signs and supply support suggestions. The Biosupport 
section also contains a large supply of drugs, which 
the unit can administer automatically in an emergen- 
cy. (This feature can be overridden by the operator 
at any stage.) This device has several uses, from the 
support of massive-trauma patients to the support of 
prisoners undergoing traumatic torture. 

DIAGNOSTIC / SUPPORT TABLE & PANELS: These 
are similar in many respects to the Federation ver- 
sions, the basic differences being that the display is 
totally programmable (unlike the vertical slide scales 
of the Federation panel). The side panels not only pro- 
vide a means of programming and/or retrieving 
medical data into the system, but also provide a large 
supply of drugs for the maintainance of the patient. 

These tables are also found in the operating 
room. In addition to the tables (and mounted to the 
wall between the tables) are surgical benches. These 
also contain a data retrieval system, and have two in- 
strument trays that swing out for use. These instru- 
ment trays include both modern instruments and 
emergency backups (bladed scalpels, etc.). 

FOAM DRESSING APPLICATOR: This is different 
from the Federation Spray Dressing (see MEDICAL 
GLOSSARY in the basic rule book) only in appearance. 
When the unit is empty, screw cap disposable refills 
are available. 


181 


LASER SCALPELS: The laser scalpel is long and 
pencil-shaped, with a rechargable power supply plug- 
ging in the end. (A full charge will last about three 
hours of continuous use.) There are seven beam 
diameters available: 000, OO, O, 1, 2, 3, and 5. A 
Medicine skill of 40+ is necessary to perform surgery. 


ORGANIC SUTURE: Unlike the Federation Pro- 
toplaser, the Klingons use an Organic Suture to close 
wounds. This device extrudes a very fine organic fiber, 
which is then literally knitted into the wound by the 
two small arms (somewhat as a spider spins a web) 
to seal the wound. In the back is a small fluid reser- 
voir that holds enough fluid to last about thirty minutes 
of continued use. A Medicine skill of 20+ is required 
for most first-aid type applications, but for major 
surgery involving major blood vessels and delicate 
work, a Medicine skill or 40+ is necessary. 


PNEUMATIC HYPODERMIC: A flat object shaped 
somewhat like a bar of soap, the hypodermic has two 
holes at one end for the insertion of one medicine 
cylinder, and one air cylinder, At the opposite end is 
a wide screen which is the injector. The large upper 
surface consists of a slide for selecting the dosage to 
be injected, a push-button to inject the medication, 
and a two digit LED that tells the amount of medicine 
remaining in the medicine cylinder. 

A full medicine cylinder contains 10 units of 
medicine each. The hypodermic can inject up to two 
units at a time, but is usually set for one (that being 
the normal dose). An air cylinder contains enough 
pressure to give 50 injections, after which time it must 
be replaced. Anyone with a Medicine Skill of 10+ may 
safely use the Hypodermic without overdosing the 
patient. 


VITAL SIGNS READER: The Vital Signs Reader is 
a hexagonal shaped object about 20 millimeters 
across and 12 millimeters thick. On the top surface 
it has a two digit LED and two control buttons. On 
the bottom surface is a sensor pad, and on one of the 
six sides is a recharge socket similar to that on the 
Laser Scalpel. A full charge on the Vital Signs Reader 
lasts about 10 hours. 

The Vital Signs Reader is not quite as handy to use 
as the Federation Medical Feinberger. It must be press- 
ed, sensor pad down, against the skin of the patient, 
and then one or both of the buttons pressed. Press- 
ing the left button reads out the heart rate of the pa- 
tient, while pressing the right button gives the pa- 
tient’'s respiration rate. Pressing both buttons at the 
same time will give the patient’s blood pressure. As 
it takes a small amount of time to read the vital signs, 
the device requires one turn before it will give the read- 
out requested. During this time it must remain press- 
ed against the skin of the patient. Anyone may use 
the device if they know which button (or buttons) to 
press. 


əJsıdwg uobulyy 


MEDICATION AND DRUGS 

— 
Klingon medicines come from two sources. Some 
E have been developed by Klingon researchers over the 
LU years, while some have been stolen outright from the 
Federation or other sources. For the purposes of the 
O game, It may be assumed that the following drugs 
O llisted and described in the basic rulebook) are 
C available to a Klingon doctor: Light, Medium, and 
= Heavy Stimulants, Light, Medium, and Heavy 


bably not believe this statement ... unless his saving 
roll is incredibly bad.) The drug cannot force:a person 
to take action he/she would ordinarily not take (such 
“as’killing a friend:or-betraying‘a trust); but:the victim: 
could be tricked.into such action if she/he can be'made: 
to‘bélieve,-for instance, that a friend is really a disguis- 
‘ed enemy,.or.an-interrogator is thé victim’s:superior: 
officer. This drug has the’sideeffect of reducing INT: 
and’DEX 2D10 points,.and there is a slightly glazed 
ook-about the victim’s eyes. Both these’ side effects 
wear off when the drug does;-but there-is a ¢hance 


pire 


Sedatives, Tri-ox Compound, Sterilite, Neural 
Paralyzer, and a number of poison antidotes. In addi- 
tion to these, several new drugs are available, as 
follows: 

ENDURANCE BOOSTER: This drug adds 4D10 to 
the patients END for 1/10 the patient’s END in hours. 
At the end of this time, however, the patient’s END 
will drop to’% its previous level for the same amount 
of time. If this is below the patient’s unconsciousness 
level, the patient will faint. If this reduces the patient’s 
END below zero, the patient is in danger of dying. 
(Treat as normal wounding and apply normal first aid 
rules from the basic rulebook). This drug, despite its 
dangerous nature, might be given to a crewman or of- 
ficer who could not be spared from his position at a 
critical moment. It would allow a person to return to 
duty (assuming the state of his injuries was not so 
critical as to suffer more damage from the effort) 
temporarily. 

PAIN BLOCKING DRUG: This drug will block all pain 
from any wound for a time equal to 3D10 + 10 turns. 
During this time, the patient will feel no pain, and will 
never have to make an unconsciousness save. Of 
course, if the victim’s END drops below the un- 
consciousness level, he will still pass out. If the vic- 
tim’s END is reduced to less than half its original level 
when the drug wears off, the victim will have to make 
one unconsciousness save whether damage is receiv- 
ed that turn or not. After that point, saves are made 
as normal. Note that a person under the influence of 
this drua mav not notice beina iniured further. (Make 
a secret INT save each time he is hit to see it he 
notices the injury, unless the injury is obviously visi- 
ble.) This drug has a side effect, reducing the INT and 
DEX 2D10 points each during its effect period, thus 
making it unsuitable for widespread use on combat 
troops. Certain berserker units of Klingon Marines are 
believed to use this drug on suicide missions. 

PAIN ENHANCING DRUG: This drug magnifies the 
pain that is felt by the victim. During the time that the 
drug is active (3D10+10 turns), a new un- 
consciousness save level is set at% original END. 
After that time has elapsed, all saves are made at their 
original level. Use of this drug applies a 20 point penal- 
ty to saving rolls for victims attempting to resist 
torture. 

SUGGESTABILITY DRUG: For a time period lasting 
1D10 in hours, the victim is very suggestable. Unless 
a saving roll is made against the characters INT divid- 
ed by 3 (rounded down), the victim will believe 
whatever he is told. The gamemaster should assign 
modifiers to this roll depending on the plausability of 
the statement involved. (If the victim is told that his 
hand is missing when it obviously is not, he will pro- 


(INT=saving.roll at a.15 point penalty) thatan observer 
may notice the victim is acting strangely. A’medical 
‘man of any. spacefaring:race familiar’ with the Klingons 
receives a standard INT saving roll‘to” recognize the 
symptoms if he/she is in close contact with the vic- 
tim. for 10:;minutes“orso. 5% = 
, TRUTH DRUG: This drug i impairs the will to lehist 
questioning for 3D10+ 20 turns. The.victin must tell 
ithe absolute truth in answer to any questions asked, 
if he fails a saving roll onh ‘her/his normal INT score. 


‘If, however, the.victim can tell.the truth. without con- 


eying the information required. (or even giving a dif-, 


; ferent meaning: éntirely) he/she:may-do-so: Thus, the 


questioner must be. careful about wording the ques: 


have a cumulative effect. | Hi Sew, | y 


DRUGS AND TOXINS 

Whenever a neural drug such as a stimulant, sedative, 
or neural paralyzer is administered to a Klingon (all sub- 
races), add 1 extra point per die of effect. For example, a 
pain-enhancing agent would last for 3D10 + 10 turns in 
Humans, but will affect a Klingon for three extra turns (3D10 
+ 15 turns). Also, any drugs that a Klingon inhales or takes 
orally will take effect 10 percent faster. Thus, if a certain 
drug normally takes effect in ten turns, it will affect a 
Klingon in nine turns (10% of 10 = 1, 10-1 =9). 
Endurance Booster 

This drug adds 4D10 points to a user's eno score for one- 
tenth of the user's eno in hours. After this time, the patient's 
END will drop to half its previous level for the same amount of 
time. If the number is less than the user's unconsciousness 
level, he will faint. Despite its dangerous nature, the endur- 
ance booster might be administered to an intelligence agent 
who must continue functioning at peak performance levels. 
Pain-Blocking Drugs 

Pain-blocking drugs eliminate all pain for 3D10 + 12 
turns. The patient feels no pain during this time, and he has 
an effective inact save equal to his unc THRESH. Of course, if 
the patient's max op END drops below the unc THRESH, he will 
pass out anyway. If the patient's max op END is reduced below 
one-half his original eno score, he must make a Saving Roll 
against his eno to remain conscious. A side effect of the 
drug is that it reduces the patient's int by 1D20 points while 
he is under its influence. 
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GOVERNMENT 


Klingon governmental structure can play an important 
part in a game, whether the player characters are Klingons 
or simply Star Fleet personnel coming into contact with the 
Klingon way of life. Remember that government, more than 
any other pursuit, is part of the komerex zha, and that 
almost nothing about the Klingons is either simple or 
obvious. 


THE EMPEROR 

At the highest level of government is the Emperor 
himself. The position is not hereditary, though being the son 
of a seated Emperor may give a Klingon a leg up on 
eventually getting the job (if he remains in favor with both 
his father and the Imperial Council). The Emperor has much 
power, and can make unilateral decisions affecting the 
entire Empire, but no Emperor who wants to remain on the 
throne for long would ever do so without knowing the 
position of the Imperial Council. 

The Emperor maintains a private guard chosen from the 
best (and most personally loyal) combat troops in the 
Empire. Most Emperors also maintain an Imperial Flagship 
and sometimes a small fleet for their exclusive use, manned 
by the best personnel in the Klingon Imperial Navy. Some 
have ridden with that fleet into battle, while others have 
assigned the work of enforcing the Imperial will to com- 
manders of unquestioned loyalty. 

The Imperial Household consists of the Emperor's 
closest linefamily members and personal advisors. Many 
are resident in the Imperial Compound on Klinzhai, while 
others travel around as the most trusted eyes and ears of 
the Emperor. 


IMPERIAL 
COUNCIL 


SUBORDINATE RULERS ANO LOWER ECHELONS 


The Emperor normally has a “shadow cabinet“ of per- 
sons with his private trust; advisors, spies and secret agents 
— inevitably including secret bodyguards and an assassin 
or six. 

The Imperial Council is made up of the highest military 
and governmental ranks. It may admit others, and even 
grant them a vote. Non-Klingons are not eligible, however. 

The multiple arrows reflect that lower echelons are not 
answerable to the Council as a whole, but to factions (the 
Admirals, the Economic Planning Committee, etc.) or in- 
dividuals within it. (See accompanying illustration . . .) 

The Emperor is neither elected (exactly) nor chosen‘in’ 
trial by combat (exactly). It is not possible to become, 
let alone remain, Emperor without at least the consensus. 
support of the Council. And sometimes single combat 
has been demanded, when the alternative would have been 
civil war. 

Selection of an Emperor — in fact, of any leader — is 
based on the komerex zha, “the perpetual game.” Not 
everyone plays . . . or do they? To somé theorists, it is 
impossible NOT to play. Yet denying that one is a player: 
at the game of society is a valid tactic of play, if you follow 
that. i 
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Anyway, when the Throne becomes vacant, the Per- 


petual Game shifts into high gear. Personal power struc- 


tures are tested to the limit, deals are made, debts fore- 


closed on. The ‘“winner“ becomes Emperor. The others 


adjust their positions, based on how well they played. Some 


may die, but that is not a necessary outcome. 

The Game may be a necessary safety valve for the high 
power echelons of a society as internally stressed as. the 
Klingons. 


The average Imperial reign is 15 years, and ends witha 
death by natural causes. (Rember the shorter average life- 
span...) The longest was 70 years (Keth the Centenarian, 


whose longevity is not satisfactorily explained); the shor-- 


test was one hour (General Kagga, who was granted the 
accession while under sentence of death, in recognition of 
his exceptional skill outside the Game). 

An Informal Guide to the Klingon Empire 


Gamemasters must be especially careful not to 
allow player characters to accumulate too much 
political power too easily. There are many skilled 
players in the komerex zha, and anyone who looks too 
good is likely to attract the attention of other Klingons 
who view the character’s consolidation of power as 
a threat to their own positions. It is conceivable that 
a player character might rise to a seat on the Council 
or even aspire to the Emperor’s Throne, but not before 
spending literally YEARS of campaigning and careful 
building of a political and military organization. And 
for every one character that succeeds, a thousand will 
fail and more than a few will lose their lives for 
ambition. 


Imperial Intelligence 

Though Klingons believe that the stars remember the 
deeds done beneath their light, Imperial Intelligence sees 
what the stars cannot. Functioning like the Emperor's own 
personal secret service, it was first organized by Klingon 
Emperor Karagg (known as Karagg the Black) over a half- 
century ago. A new Emperor with an unsteady power base, 
he decided to create his own intelligence agency to serve 
as a watchdog over the activities of rival house lines, while 
maintaining complete allegiance to him. The organization 
quickly became the power behind the throne. 

In the years since, Imperial Intelligence has solidified 
its position even further, though its actual structure is 
known only to the Emperor. No Emperor has tried to dis- 
mantle the group because it is now too powerful. Because 
Imperial Intelligence has often worked to strengthen an 
Emperor's (or an Imperial Council member's) position, a sym- 
biotic relationship now exists between Intelligence members 
and most high-placed military and civilian Klingon officials. 
Imperial Security 

Also reporting directly to the Emperor is Imperial 
Security. Charged with internal protection of the komerex, it 
maintains constant surveillance of all members of Klingon 
society. 

Not even members of the Imperial Council can avoid its 
probing eyes. In many cases, the orders of Imperial Sec- 
urity agents can countermand those of any military leader. 
Anyone a Klingon encounters might be an agent of Imperial 
Security, which penetrates every walk of Klingon life. Its 
agents are both hated and feared. This organization main- 
tains the Emperor's control on the Empire through domestic 
espionage, terror, and intimidation. 
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IMPERIAL COUNCIL 

The Imperial Council, for all intents and purposes, 
chooses the Klingon Emperor, and the Emperor continues 
to serve at the pleasure of this body. (At least, no Emperor 
has managed to hold office for long in the face of strong 
opposition from the Council.) 

There are from 100 to 200 members in this Council at 
any given time, with 20 to 50 of them actually making most 
of the decisions. Council members are not elected. They are 
the chosen representatives of the most powerful family 
lines in the Empire. Some truly powerful families may have 
two or, on rare occasions, three representatives in the 
Council. Some have only one, while other families form 
coalitions of two or more lines to send one representative. 
Every line in the Empire, through some chain of alliances or 
coalitions, can claim to have some voice (however small) in 
the Imperial Council. 

A member gets a seat in the Council when he amasses 
enough personal power and prestige (usually through line 
connections) to enter and claim it. If a claimant has so much 
clout that he cannot be ignored, he will be recognized as a 
Council member. The process is so highly ritualized that 
there are never any disputes. If everyone on the Council 
does not already know the claimant and respect his influ- 
ence, then he had better not make a claim. If a member's 
influence wanes to the point that no one pays him any 
attention, he knows not to show up in the Council again. 

Of course, there have been occasions when a Council 
member has lost his seat in an unusual fashion. Just after 
the Four Years War, one Council member suddenly discov- 
ered that he had lost the confidence of his line when a 
linebrother entered and announced the change by shooting 
the old Council member. The mess was cleaned up, the new 
Council member was seated, and business went on as 
usual. Most changes in the Council are not so dramatic, 
however. 

The Council has its own auxiliary support services, in- 
cluding a small fleet of ships, a personal guard, and a liberal 
budget for operating expenses. Even so, it has no direct 
connection to the lower levels of government. The Council 
does not pass laws or give orders. Instead, it reviews 
matters of policy and informs the Emperor of its wishes. 

No Emperor even tries to keep the Imperial Council to a 
simple advisory role, however. Instead, the Emperor ap- 
points influential Council members (or those chosen by 
them) to offices in the government where they do give 
orders and make policy. Though the Emperor is supposed to 
be the sole arbiter of all Klingon life, he rules through and 
with the advice and consent of the Council. Every Council 
member has at least one official government appointment 
that he either holds personally or controls. The more influ- 
ential members have several offices. 


IMPERIAL HANDS 

Next in direct line in the chain of command is the 
Imperial Hand of Klinzhai, who controls the administration of 
the homeworld, and the Imperial Hand of each of the four 
quadrants. Though he actually controls the least territory, 
the Hand of Klinzhai has the most power because the main 
body of the Imperial Fleet is under his control, as is the 
administration of most Imperial assets. The planetary gover- 
nor of Klinzhai (really a rather minor official, chosen from 
among the ranks of those dedicated to the Administrative 
service) handles the day-to-day affairs of the planet, while 
the Hand of Klinzhai worries about controlling as much of 
the military and financial strength of the Empire as possible. 

The four Hands of the quadrants vary in prestige 
according to the importance and income of their respective 
quadrants. The most powerful in recent years has been the 
Hand of Quadrant Delta, who administers the largest area, 
including the entire Organian Treaty Zone. Quadrant Beta, 
which faces the Orion Colonies, the Triangle, and the 
Romulan Star Empire, is the next largest and usually the 
next most influential. Quadrant Alpha's Imperial Hand has 
increased in prestige over the past 20 years, due to 
expansion along the area that was blocked before a formal 
Romulan/Klingon border was projected into unexplored 
space. Gamma's Hand has sometimes been called “the 
Forgotten Hand" because of its small size and the fact that 
it faces the region of space where the Klingons fought the 
Demon War. There has been little expansion of this area, 
but the necessary buildup of forces here since the Demon 
War ensures that the Hand of Quadrant Gamma will con- 
tinue to be an important position. Of course, all the Imperial 
Hands are chosen from among the most influential members 
of the Council (or, in rare cases, are given to others at the 
request of these Council members). 

The four quadrants are further divided (unequally) into 
19 Naval Districts, according to the fleets that patrol and 
protect them. Each Imperial Hand administers his holdings 
in a similar fashion, gathering military and administrative 
leaders within these districts to serve in much the same way 
as the Imperial Council does for the entire Empire. Military 
chain of command follows down the districts, as discussed 
in a later section on the Klingon Armed Forces. Adminis- 
trative chain of command proceeds similarly to District Over- 
lords, Sector Overlords, and Planetary Governors, each 
usually having a council to guide them, more or less. At 
each level, the power and influence wielded by individuals 
and linefamilies is what decides matters of policy. 
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—Organization of the Imperial Klingon Forces. 


IMPERIAL NAVY 


The Klingon armed forces center on their Naval forces. 
The Klingon Imperial Navy always receives first priority on 
personnel, equipment, and most especially, funding. 


ORGANIZATION 


Naval Districts 

The whole of Klingon military might (and all of Klingon 
space) is organized into 19 Naval Districts, spread 
unevenly among the four quadrants of Klingon space. Alpha 
has three, Beta five, Delta seven, and Gamma has three, 
with the extra being the Klingon version of Civil Defense. 
This last district is based on Klinzhai, but its units also 
spread throughout the Inner Empire. These districts are 
similar to the 24 into which Federation space is divided. Just 
as in the UFP, the District Headquarters Commander can 
draw on personnel from any department to carry out a 
particular assignment. 

The boundaries of districts are generally astrophysical 
in nature, though these borders may fluctuate slightly, de- 
pending on whether the District Headquarters Commander is 
in or out of favor with the Emperor at the moment. Some- 
times a military district boundary temporarily overlaps the 
boundary of another quadrant, but the entire district is still 
under the District Commander's authority. There is one 
District Headquarters for each district, and these are known 
as star fortresses (the Klingon equivalent of star bases). 
Operating Forces 

Looking at the Imperial Navy Organization Chart, one 
can see that there is no separate branch for Klingon military 
operations (equivalent to Star Fleet Operations). This is 
because each District Commander controls all vessels 
operating in his district. Vessels, personnel, and equipment 
are assigned to these districts as needed. In typical Klingon 
fashion, District Commanders who use their prestige and 
influence most effectively get first shot at new equipment 
and better personnel. If a ship commander wishes to trans- 
fer out of an undesirable district, he must attract the right 
kind of notice through hard work, outstanding performance 
of duty, and perhaps a dose of bribery or pure treachery. 
Fleets are assembled and disbanded according to mission, 
which can last from a few weeks to years at a time. 


Fleet Organization 

Klingon vessels generally operate in squadrons of 
three vessels and in fleets of nine vessels. The only times a 
District Commander might assemble units into the third 
multiple of 27 vessels is in the case of smaller vessels or in 
times of declared war. These military forces do not appear 
on the Organization Chart as a separate department, 
because they are constantly changing in size and number. 
The squadron is a sub-unit of the Naval District to which it is 
assigned, but is above the District Offices for each of the 
Branches shown on the chart. 

Klingons prefer not to trust a large number of vessels 
under one Admiral's command for fear of consolidating too 
much power in one individual. They generally group several 
squadrons or two fleets under various commanders, who 
are supposed to act together in some semblance of 
cohesion. 
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NAVAL BRANCHES 

As shown by the Organization Chart, each Naval Dis- 
trict includes offices for Exploration/Colonization, Intelli- 
gence, _Installation/Logistics, | Personnel/Administration, 
Medical, Communications, Plans/Policies/Fiscal, Sciences, 
Training, Engineering, and the ICB/KDC. The main office for 
each branch is in the Quadrant Headquarters, but each 
district has its own District Office. 

Following are descriptions of each of the eleven 
branches. 


ICB/KDC 


Though shown as a branch of the Navy, the ICB/KDC 
operates semi-autonomously. The Klingon Diplomatic Corps 
(KDC) is a major component of the Imperial Contacts 
Branch, whose task is to represent the Empire on various 
independent worlds and with the major interstellar powers. 
Its second major responsibility is to bring new worlds under 
Imperial hegemony by any means short of outright military 
conquest. Covertly, the KDC is charged with creating, 
organizing, supporting, and maintaining those activities that 
might undermine the stability of pro-Federation or pro- 
Romulan factions outside the Komerex. The primary tool of 
these various operations is the KDC liaison team. 

The KDC liaison team (sometimes referred to as a 
contact team) goes into operation once a Klingon survey 
party has determined that a planet is of economic or military 
value to the Empire. As soon as the survey party persuades 
the local populace to welcome a Klingon deputation, the 
liaison team arrives to promote the advantages of relations 
with (and, eventually, union with) the Klingon Komerex. 
(Obviously, they downplay the military heavy-handedness 
often associated with Klingon expansionism.) KDC liaison 
teams are made up of specially selected, highly trained 
individuals willing to sacrifice personal pride and honor in 
the interest of the Empire. 

The principal tactic of the KDC is to increase tensions 
among various -groups on independent worlds whenever 
such political infighting would further the Empire's interests. 
Sometimes this leads to what used to be known as a War of 
National Liberation, though the Contacts Branch often rigs 
the outcome, either by supplying weapons to one side or by 
intervening in favor of the enemy of the side the Klingons 
pretend to be ‘helping’. The ICB also stages pirate raids and 
‘terrible accidents’ to justify Imperial interventions. 

Despite its often underhanded methods, the ICB 
actually does conduct real diplomatic operations. The 
Empire is always looking for willing allies, but must first 
ascertain whether a potential ally may be a culture stronger 
or more ruthless than the Klingons’ own. 

The Klingon Diplomatic Corps is organized into 19 
districts, just as are the Naval forces. (This helps the Corps 
to run smoothly, and also to carry out its secondary 
function of keeping an eye on the Klingons’ own military and 
civilian populations.) KDC ranks also follow the exact format 
of Naval ranks. The similarities end there, however. KDC 
members rarely wear uniforms, because they often assume 
undercover roles. On the other hand, some KDC personnel 
have a position in the regular Imperial forces, which they 
use as a cover for their operations. Those KDC members 
who function openly as diplomats are normally from the 
Administrative service. They wear an insignialess version of 
the Klingon naval uniform in black and light blue, which is 
what passes for civilian formal wear in the Empire. 
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The Imperial Contacts Branch is the precursor of the 
famous Klingon Diplomatic Corps. ICB*‘s function is to 
coordinate efforts to bring worlds under Imperial hege- 
mony by any means other than outright military con- 
quest. Their main weapons are terror and torture - uh, 
excuse me, I didn‘t expect the Spanish Inquisition. 

Their principal tactic is the exacerbation of an existing 
conflict among power groups on the planet in question. 
Sometimes this leads to what some people used to call a 
War of National Liberation, the outcome of which is 
rigged by Contacts Branch, either by supplying weapons or 
direct intervention. Often enough the intervention is not 
on the side of those the ICB was formerly “Helping”. 

ICB also stages pirate raids and “terrible accidents“ 
as justification for Imperial operations. 

Finally, they DO conduct real diplomatic operations; 
the Empire is always looking for willing allies, and is always 
cautious of colliding with a stronger or more ruthless 
culture than its own (both types exist). 

An Informal History of the Klingon Empire 


EXPLORATION/COLONIZATION: Popularly known in 
the Federation (unofficially) as the Exploitation Branch 
of the Klingon military structure. Notice the functions 
are combined in the Klingon structure. This is due to 
the fact that the Klingons tend to colonize everything 
they can, even if with only a handful of personnel. This 
is so they can claim a body as belonging to the Em- 
pire according to “squatters rights’’ if for no other 
reason. The Klingon exploration teams are interested 
in what the Empire can get out of a discovery for the 
Empire’s sake, not necessarily for the scientific value. 
Make no mistake though; there are many scientists 
in the Empire interested in scientific discoveries for 
disccovery’s sake. 

Once the exploration teams have made a useful 
discovery, the colonization teams take over. To save 
time, often the exploration team IS the colonization 
team. This is why the two departments are combin- 
ed in the Klingon Empire. Unlike the Federation col- 
onization groups, the Klingons have no scruples over 
taking over a world already inhabited by sentient life, 
although usually the ICB intervenes in the occasion. 


MEDICAL: Handles all studies and personnel related 
to the medical field, including genetic research. 
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PLANS/POLICIES/FINANCIAL: All under one depart- 
ment in the IKF. Handles all plans, policies, and 
monetary matters in the military. 


INTELLIGENCE: This department is responsible for 
gathering data concerning any forces hostile to the 
Empire. This office would gather data about military 
forces, their disposition and strength, and possible 
motives. Data about enemy civilian locations, their 
ways and settlements, economy, habits, psychology 
and sociology, etc. would be collected. In short, this 
department collects data concerning anything about 
possible hostile forces. 


INSTALLATIONS/LOGISTICS: The quartermaster of 
the Empire. The I&L is responsible for the construc- 
tion and maintenance of all bases, be they planetside 
or space station. This department is also responsible 
for resupply of all vessels and installations. All finan- 
cial matters pertaining to installations, logistics, and 
procurement of new material is handled here. 


PERSONNEL/ADMINISTRATION : Responsible for 
recruitment of new personnel and records of all per- 
sonnel, active or retired. Controls the paperwork 
generated by the military structure, including forms, 
manuals, paperwork concerning transfers, promo- 
tions, etc. 


SCIENCES: Responsible for all research matters in the 
military not covered under any other branch. Unlike 
Federation policy, almost all research is carried out 
under military auspices. 


TRAINING: Responsible for all training in the IKF. (See 
the rules section pertaining to the Academy for more 
information) as in the Federation, training never ends 
in the IKF, although less freedom of choice in studies 
is allowed. 


ENGINEERING: Responsible for the maintenance, con- 
struction, and research of power units and related 
equipment for bases and vessels. 


COMMUNICATIONS: Handles communications of all 
types, whether it is sending a message within a ship 
or across the galaxy. Does R&D on communications 
equipment. 
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TNG, it’s always ‘Warriors’. Original Earth. FASA even conflates the two Not today. Perhaps easily dismissed as 
Klingons are always referred to as terms solider and marine in these texts. mere pet peeve, I’m a purist. 

“Soldier(s)’ by others and themselves. -J.Photon, 2024 
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Once an exploration team has made a useful dis- 
covery, the colonization team takes over. To save time, 
however, the one team often serves both functions. Unlike 
UFP colonization teams, however, the Klingons have no 
scruples about taking over a world already inhabited by 
sentient life, although the ICB may intervene in such a 
situation. The colonization teams rarely turn a colony over 
to civilian authorities until it is considered well within Klingon 
boundaries. This branch is also responsible for establishing 
and manning all border outposts. 

Security 

The Security Branch is responsible for gathering data 
about the disposition, strength, and possible motives of 
military forces hostile to the Empire. They also collect data 
on the population, economy, habits, psychology and 
sociology, and any other information available about enemy 
civilian centers. No Klingon individual or group can escape 
the ever-present surveillance by Imperial Security. 

Although the official mission of Imperial Security has 
not changed, the agency has been attempting to broaden 
its power base in recent years. In the last decade, for 
example, it has gained control of Naval and Marine training 
through their jurisdiction over the Imperial Star Academy 
Training Command. In fact, Security is making its presence 
increasingly felt at all levels of the social structure, from 
implementing special youth training programs to using 
agonizer booths for testing citizens’ loyalty. In the near 
future, Security may even make efforts to supplant Imperial 
Intelligence as the mainstay of the Emperors. 

A large autonomous agency, Imperial Security exists 
somewhere outside the existing framework of Klingon 
military and civilian organizations, willing and able to 
challenge the authority of an officer if they decide that the 
situation warrants his replacement. 

Installation/Logistics 

The | & L is the quartermaster of the Empire, respons- 
ible for constructing and maintaining all bases, both planet- 
side and orbital. The department is responsible for resupply 
of all vessels and installations, and it also handles all 
financial matters pertaining to installations, logistics, and 
procurement of new material. 

Personnel/Administration 

Personnel/Administration is charged with recuiting and 
keeping records of all personnel, active or retired. The 
department controls the forms, manuals, transfers, promo- 
tions, and other paperwork generated by the military 
structure. 

Medical 

The Medical Department handles all studies and person- 
nel related to the medical field, including genetic research 
and unpleasant medical topics related to information- 
gathering. 

Communication 

This branch handles communications of all types, from 
sending a message within a ship to transmitting it across 
the galaxy. It also carries out R & D on communications 
equipment. 

Plans/Policies/Fiscal 

This single department handles all plans, policies, and 
monetary matters in the military structure. 
Sciences 

The Sciences Department is responsible for all military 
research not assigned to another branch. In contrast to 
Federation policy, almost all Klingon research is carried out 
under military auspices (with the exception of clandestine 
efforts by individual linefamilies). 


Training 

This department is responsible for all training in the 
IKF. As in the Federation, IKF training never ends, though 
individuals have less freedom of choice in the studies they 
will undertake. 
Engineering 

The Engineering Department is responsible for the 
maintenance, construction, and research of power units 
and related equipment for bases and vessels. 


RANK, POSITION, AND TITLE 


NAVAL TABLE OF RANKS 
Recruit 
Enlisted Second Class 
Enlisted First Class 
Petty Officer Second Class 
Petty Officer First Class 
Chief Petty Officer 
Cadet 
(Midshipman) 
Ensign 
Lieutenant Junior Grade 
Lieutenant 
Lieutenant Commander 
Commander 
Captain 
Admiral 


As discussed (accurately) in the Star Fleet Intelligence 
Manual, the rank of Admiral is a generic term for any Klingon 
officer above the rank of ship's captain. Different admirals 
can be distinguished by descriptive extensions to their 
titles. An Admiral of the Fleet, for example, has more power 
and responsibility than a Training Cadre Admiral. 

A Cadet is a student at the Klingon equivalent of Star 
Fleet Academy; Cadets and Midshipmen (basically a 
passed Cadet) are just below Ensign on the Table of Ranks. 
Unlike his Star Fleet counterpart, the Klingon Cadet does 
carry the full responsibilities of an officer, along with the 
respect and courtesy due. 

Squadron Leader is a position, not a rank, indicating 
which of the three captains in a squadron is in overall 
command. The position carries more weight on the frontiers, 
where squadrons are very independent (and are usually 
referred to by the Leader's name, e.g., Keth's Squadron). A 
Squadron Leader is still a captain, and might be addressed 
as "Captain" without insult, say, by another Leader. Lower 
ranks would rarely take the risk. 

A Thought Admiral is a Fleet Grand Strategist. Though 
he has no direct command of ships, a Thought Admiral is 
(theoretically) above all other Naval Officers. It is not an 
organizationally defined position. There may be no Thought 
Admiral, and there may be as many as six. [NOTE: Though 
Klingons are master tacticians, they are not, by nature, 
strategists. They tend to mistrust those who take the long 
view—even other Klingons. Thought Admirals are often 
treated as somewhat useful but dangerously erratic. ] 


As can be seen, the rank of Cadet (and Midshipman, 
basically a passed Cadet) is listed on the table just 
below Ensign. A Cadet is an attendee of the Klingon 
equivalent of Starfleet Academy. Unlike the Starfleet 
Cadet, however, the Klingon cadet does carry the full 
responsibilities of an officer along with the respect and 
courtesy due, 
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CHAIN OF COMMAND 


If the Captain of a vessel is planetside, ill, injured, or 
otherwise unable to command, the following table shows the 
normal chain of command. If any officer in the sequence is 
also unavailable, the chain of command skips to the next 
available officer listed. Once these possibilities are 
exhausted, the chain of command follows the ranks from 
senior officer present on down. 


CHAIN OF COMMAND TABLE (VESSEL) 
Captain 
Executive Officer 
Chief Helmsman 
Chief Weapons Officer 
Chief Navigator 
Chief Communications Officer 
Chief Engineer 


The planetside chain of command procedure works the 
same as for vessels. If some bases do not have all the 
positions listed in the following table, simply skip to the next 
available officer. 


CHAIN OF COMMAND TABLE (PLANETSIDE) 
Base Commander 
Deputy Base Commander 


Chief of Staff 
Chief Communications Officer 
Chief Engineer 


NAVAL (MARINE) RANK INSIGNIA 


O OS © 


All Klingon military forces wear the same basic 
uniform style, as illustrated here. Naval and Marine 
personnel wear the same uniform, the only difference 
being in color—the Naval uniform being black and tan; 
the Marine being in gray and tan. The vests worn are 
not just for ornamentation, being made of a heavy 
leather designed to help turn an assassin’s knife blade. 


The Klingons do not have a Federation equivalent 
of a dress uniform. They usually add a special sash 
which has “’kill stripes’’—a colored stripe for each 
vessel they have defeated in combat. These stripes 
are different colors according to the enemy 
defeated—Federation kills are in blue, Romulan in pur- 
ple, and so on. The sashes themselves are different 
colors—tan for the Navy, dark brown for the Marines. 
Other colors are used for special services—silver for 
detached service, blue for the Klingon Diplomatic 
Corps (KDC), etc. 


The Klingon uniforms carry insignia denoting rank. 
Unlike Federation uniforms, however, one cannot 
always tell duty assignment. Some vessels do have 
official insignia for the vessel, usually because of some 
special distinction earned in combat. Many ship cap- 
tains have unofficial ship insignia that the crew wears. 
The Klingons are very lenient about the use of these 
as they consider it promoting crew unity and morale. 

Rank insignia is worn in the form of a brass circular 
badge on the left collar (see photo). The insignia on 
the right collar is where distinctive insignia (such as 
vessel assignment) is worn. This is also usually a cir- 
cular brass device. This collar device is the only clue 
to rank. Most of the positions (remember all the ad- 
mirals) do not have distinctive insignia as all Klingons 
assigned to a vessel or base are expected to know 
these superiors on sight. 


DECORATIONS 

There are numerous devices in the Klingon military 
symbolizing awards and decorations won in battle. 
The Klingons do not normally have ‘’peacetime”’ 
awards, only awards for action. These awards can 
take many forms, the most popular being the battle 
sashes described earlier. Most other awards are rec- 
tangular or ovoid in shape, and can be given for many 
reasons. These are usually cloth and are sewn on the 


tunic (see photos). 


RECRUIT ENLISTED 2nd ENLISTED 1st "PETTY OFFICER 
(RECRUIT) CLASS CLASS 2nd CLASS LT. JG LT. COMMANDER 
(EN 2nd CLASS) (EN 1st CLASS) (LANCE CORPORAL) (LT.) (CAPTAIN) (MAJOR) 
PETTY OFFICER CHIEF PETTY ENSIGN COMMANDER CAPTAIN ADMIRAL 
1st CLASS OFFICER (LT. JG) (LT. COL) (COL) (GENERAL) 
(SERGEANT) (SERGANT-MAJOR) (shade is raised brass-on-brass) 
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KLINGON MARINE ORGANIZATION FLOWCHART 


COMBAT 
FORCE 


Battalion Commander: 
MAJOR / LT. COLONEL 


MARINE BATTALION MARINE BATTALION MARINE BATTALION 
220 MEN 3 COMPANIES 10 STAFF 220 MEN 3 COMPANIES 10 STAFF 220 MEN 3 COMPANIES 10 STAFF 
CARRIED ON D-7 CARRIED ON D-7 CARRIED ON D-7 


STAFF 
Company Commander: 
CAPTAIN 


MARINE COMPANY MARINE COMPANY MARINE COMPANY 
70 MEN 3PLATOONS OFFICERS 70 MEN 3PLATOONS OFFICERS 70 MEN 3PLATOONS OFFICERS 
1 SGT. MAJOR 
STAFF 2 ENLISTED 1ST CLASS 
Platoon Commander: 
LIEUTENANT J.G. / LIEUTENANT 


MARINE PLATOON MARINE PLATOON MARINE PLATOON 
22 MEN 3 SQUADS 22 MEN 3 SQUADS 22 MEN 3 SQUADS 


MARINE SQUAD MARINE SQUAD MARINE SQUAD 
7 MEN INCL 1 NCO 7 MEN INCL 1 NCO 7 MEN INCL 1 NCO 


THE IMPERIAL MARINES RANK, POSITION, AND TITLE 


The Klingon Marine forces take second place to the 


Navy in regard to the assignment of personnel, equipment, oe, Beck Cis a. 
anhevonwaapaniy. Enlisted First Class Major 
Lance Corporal Lieutenant Colonel 
ORGANIZATION : F Sergeant Colonel 
Imperial Marines are assigned to the Naval forces in Seraeant-Maior General 
piecemeal fashion, with the Marine Combat Force being the Li es ‘lis Grade 


largest unit of organization. Made up of any number of batta- 
lions, The Combat Force is usually together only for large 
operations or on paper, for organizational purposes. As with 
Naval units, Marine units are assigned as needed, and there 
is usually much friction between high-level Marine and Naval 
Officers. 
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The largest unit found on board a regular line ship is the 
battalion, which fits comfortably on D-7s and other line 
ships. 

Marine units are usually kept together on the battalion 
level. Some units are specially trained to fight in different 
environments, be it free-fall or hazardous atmospheres. 

The rank of General is generic in the Imperial Marines, 
just as that of Admiral is in the Navy. The differences among 
the myriad generals in the Klingon Marines relate to the 
duties the individual performs and what position he holds. 


CHAIN OF COMMAND 


CHAIN OF COMMAND TABLE 
Unit Commander 


Executive Officer 
Sergeant-Major 
Sub-unit Commanders 


The same chain of command procedures apply to the 
Marines as the Navy. A Marine ‘Force Leader’ is in command 
of one ship's complement of Marines. This includes all 
ship's troops except those assigned to Ship Security, who 
are under the Security Chief's orders. 


UNIFORMS, INSIGNIA, AND DECORATIONS 
Refer to the Naval section for details on Marine 
uniforms. 


TACTICS 

In any operation, the philosophy of the Klingon soldier ; 
is to take their objective as quickly as possible. To 
accomplish that, they rely heavily on the single tactic of 
beaming directly onto their objective. Even though losses 
may be heavy because the enemy is jamming signals, the 
Klingons feel that these losses are acceptable in carrying 
out their task. Once they have seized the objective, the 
Klingons beam or fly in portable shield generators in order to 
keep what they have won. 

Most Klingon soldiers are not versed in tactics, but 
rather, are trained to follow orders to the letter. This is not to 
say that the average Klingon soldier is incapable of inde- 
pendent action, but that his training does not encourage him 
to do so. 


Ranks and titles extend beyond the Navy and 
Marines. The Klingon philosophy of a title for everyone 
extends into civilian life, as evidenced by the excerpts 
below: 

While civilian titles are in use in the Federation - 
Doctor, Senator, President are all examples - the Empire is 
much more rank-conscious, and everyone has a title. Not 
to introduce a Klingon by title at anything like a formal 
occasion, and most informal ones, is a considerable insult. . 


Where a specific title such as “Procurements Manager“ 
or “Traffic Coordinator“, is not applicable, the generic 
Administrator‘ may be used for a member of the bureau- 
cracy. 


In the sciences, “Specialist“ is the lowest generic title. 
An “Accredited Specialist“ has some technical credit 
worthy of note - a major publication, or the equivalent of 
a basic patent; some Klingons are more concerned than 
others over whether or not their accreditation is mentioned 
on all occasions. 
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The highest technical rank is “Thought Master“. There 


An Informal Guide to the Klingon Empire 


KLINGON IMPERIAL POLICY 

To a Klingon, a substantial victory is one that would 
impress, and perhaps even overshadow, his superiors. 
There is little glory in destroying an unarmed vessel, for 
instance, unless the vessel is a target of strategic import- 
ance (such as a critical fuel shipment or courier ship). In 
fact, attacking without reason or orders might often lead to 
disciplinary measures against the Klingon Captain and ship 
involved, if the incident threatened treaties or agreements 
that the Empire was not yet ready to break. 

Klingon Imperial policy does provide for a strong de- 
fense of Klingon space, however. A ship of any power that 
clearly violates that space without authorization is fair game 
for boarding or destruction. If the offending ship is of any 
size at all, boarding and capture would be preferrred, espe- 
cially if the vessel belongs to the UFP or the Romulan Star 
Empire military. Capture intact of any large war vessel would 
be a prize worth much to a Klingon ship commander. If 
boarding were not possible, however, the commander would 
not hesitate to destroy the offending vessel. 

In areas of dispute, Imperial policy is less certain. If a 
Klingon starship captain were to capture or destroy an 
unfriendly (read: non-Klingon) vessel in such an area, he 
must act with minimum fuss and attention. There must be no 
chance that word will reach the ship's home base to inform it 
of an unprovoked attack. Deciding whether or not to risk 
such an attack rests solely with the Klingon commander, 
and his career depends on making the right choice. 

In the Organian Treaty Zone, there is no margin for error. 
Klingon commanders who serve here are under strict orders 
to risk no behavior that might attract the attention of the 
powerful but pacifist Organians or that might endanger the 
treaty. Clandestine operations that occur here (such as the 
one depicted in "The Trouble with Tribbles") are usually 
planned at the highest levels, though every now and then, 
an ambitious line might take an unauthorized risk. A com- 
mander who botches such a mission will soon find himself 
before an Imperial Court, whose members will no doubt 
suggest he do the Empire a favor by quietly committing 
suicide. If he does not comply, the Court will appoint some- 
one to help him. Such commanders sometimes prefer to 
face Federation justice, or even turn pirate and never return 
to the Empire. The last alternative is dangerous, indeed, 
because Imperial Security relentlessly hunts down com- 
manders who steal their ships. The renegade could end up 
with a price on his head in both the UFP and the Empire. 

A Klingon commander must even be wary of another ship 
flying Klingon colors, if he encounters the vessel unex- 
pectedly or if its superior officers are known rivals of his 
own superiors. In the Empire, no one is ever sure when he is 
being used as a pawn in the komerex zha, the perpetual 
game. More than one captain has been sacrificed, along 
with his ship and crew, to gain a small political advantage for 
a superior officer or a powerful noble. 

A Klingon cannot afford to make too many errors or to 
express unapproved opinions to someone even remotely 
untrustworthy. After all, every ship of any size is sure to 
have at least one clandestine agent of Klingon Imperial 
Security on board. The usual way for a Klingon to get 
someone's trust is by obtaining a political or professional 
hold over the other fellow. 


is no direct Federation equivalent, but a Klingon Thought — 
Master should be treated as a tenured full professor with J 
multiple doctorates, an authority in his or her field. 
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Remember that power games within the Empire create 
constant minor shifts, mostly without warning. The prudent, 
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the longest lived. 


THE PARANOIA FACTOR 

On most Klingon vessels, the relationship between 
officers and crew is radically different than on Star Fleet 
vessels. Klingons tend to move around to many ships, 
especially as junior officers. This is due both to the ambition 
of junior officers and to the paranoia of the High Command, 
who prefer not to let a popular or crafty officer get too much 
of a toehold in the hierarchy. As the campaign begins, it is 
unlikely that Klingon player characters will have had time to 
develop much trust or loyalty among their own crew. 

All Klingon officers serve under the shadow of doubt, 
and this aura of suspicion is crucial to the tone of the 
campaign. Junior officers are always waiting for chances to 
supplant their superiors, and will sometimes even plot their 
downfall. As if danger from downranks were not bad enough, 
a player character must also watch out for trouble from 
upranks, where a superior officer may decide that the junior 
officer is too efficient, popular, or clever, and so arrange an 
‘accident’ to remove him from competition for his own posi- 
tion. Finally, the eyes and ears of Imperial Security are 
everywhere. A Klingon player character can never be sure 
that a quiet, unassuming NPC crewman is not secretly 
monitoring his conversations for Imperial Security. 

Of course, monitoring internal security is the task of the 
Security Officer aboard ship, a very important and powerful 
job in the Empire. Security Officers tend to be loners, at 
once disdained and feared by the military types. This officer 
controls and orders most internal spying, but he may or may 
not be a player character. If the players are inexperienced 
or having trouble thinking like Klingons, it may be best to 
make the Security Officer an NPC. He can be set up in an 
adversary role to the player-character Captain, questioning 
everything he does and making sure he toes the line 
politically. 

In campaigns with more experienced characters, how- 
ever, the Security Officer may be a player character. The 
adversary relationship may still exist, of course. Unknown 
to the Security Officer, there may also be other clandestine 
operatives of Imperial Security around, assigned to observe 
the Security man himself. If he and the Captain get too 
chummy, and begin to plan operations not in the interest of 
the Empire, the clandestine agent may step in or call in 
other help. 

An interesting arrangement for groups of experienced 
players is for the gamemaster to choose a junior officer from 
among the player's group to play a clandestine agent of 
Klingon Imperial Security. Before the campaign starts, the 
gamemaster secretly informs the player of his status and 
provides him with two character sheets. The sheet the 
player uses most of the time shows only his cover identity, 
while -his hidden sheet shows his actual rank and capa- 
bilities (usually higher). This becomes especially interesting 
if the covert agent's player is clever, subtle, and really into 
his role. 

Complications arise when such a player must make a die 
roll against a skill or attribute that is actually higher than his 
public role (and public character sheet) would indicate. All 
rolls are attempted on the publicly known score levels. If the 
roll fails (but would have succeeded using the character's 
true capabilities), the player chooses whether or not to 
reveal his greater abilities. In situations where the roll does 
not represent a life-or-death situation, the player may pro- 
tect his cover by simply accepting the ‘failure’. Where the 
roll is important, though, the player may simply say, "I made 


that roll," and continue play. If another player questions 
this, the gamemaster simply confirms that the roll is O.K., 
without further comment. This, of course, risks making the 
other players suspicious. 

An interesting arrangement for groups of experienced 
players is for the gamemaster to choose a junior officer from 
among the player's group to play a clandestine agent of 
Klingon Imperial Security. Before the campaign starts, the 
gamemaster secretly informs the player of his status and 
provides him with two character sheets. The sheet the 
player uses most of the time shows only his cover identity, 
while -his hidden sheet shows his actual rank and capa- 
bilities (usually higher). This becomes especially interesting 
if the covert agent's player is clever, subtle, and really into 
his role. 

Complications arise when such a player must make a die 
roll against a skill or attribute that is actually higher than his 
public role (and public character sheet) would indicate. All 
rolls are attempted on the publicly known score levels. If the 
roll fails (but would have succeeded using the character's 
true capabilities), the player chooses whether or not to 
reveal his greater abilities. In situations where the roll does 
not represent a life-or-death situation, the player may pro- 
tect his cover by simply accepting the ‘failure’. Where the 
roll is important, though, the player may simply say, "I made 
that roll," and continue play. If another player questions 
this, the gamemaster simply confirms that the roll is O.K., 
without further comment. This, of course, risks making the 
other players suspicious. 

It is the gamemaster's job to keep Klingon players ner- 
vous about their status, one way or the other. Player char- 
acters should learn to keep an eye on their superiors' jobs, 
watching for chances to advance. Outright assassination of 
superiors is very rare, except when sanctioned by higher- 
level officers who will protect the assassin. Of course, it is 
possible for a high-ranking officer to encourage a subordin- 
ate to assassinate his immediate superior, only to double- 
cross him later by claiming the assassin acted alone. By 
turning his pawn over to Security, the officer thus kills two 
birds with one stone! 

A safer way for a Klingon to advance is to trap his 
superior by giving him bad advice or incorrect intelligence. 
When the superior officer fails an important mission, the 
lower-ranked man's unfavorable report may get his superior 
reassigned, demoted, or—in extreme cases only—termin- 
ated. Any of these might allow the plotter to move up. He 
must be careful, however, that his own subordinates do not 
have the same scheme in mind. 

Ranking officers try to protect themselves from such 
treachery by gathering damaging information on subordi- 
nates, information that will be revealed if the ranking officer 
is double-crossed or mysteriously killed in the line of duty. 
Sometimes, it is safest to hold damaging reports to be used 
later, if necessary. 

The Klingon High Command unofficially encourages 
such behavior (though, officially, a Klingon can lose his 
command and his life if underhanded actions come to light 
when he is in disfavor). After all, it is to the High Command's 
advantage to keep officers too busy to consider moving in 
on them! Too much infighting makes crews inefficient, 
however, and so High Command will remove any officer who 
is too ambitious or too much of a troublemaker. 

If it sounds difficult for a gamemaster to keep a good 
balance of power and paranoia, that's correct! A Klingon- 
based campaign requires excellent roleplaying and even 
better gamemastering. The challenge is worth it, in terms of 
the fun everyone can have with this devious but fascinating 
race. 
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THE PLOT THICKENS 

Klingons differ radically from their Star Fleet counter- 
parts in their approach to outer-space assignments. 
Klingons tend to be less concerned with the rights of 
individuals and cultures when those rights interfere with the 
demands of the Empire or with attaining personal prestige. 
The good gamemaster must nevertheless prevent the 
players from running roughshod over the galaxy, however, 
by building complications into their assignments. 

Of course, the easiest complication to implement is an 
adventure set in the Organian Treaty Zone. If the players' 
ship is assigned there, the group cannot solve problems in 
the usual Klingon fashion (orbital bombardment, Marine 
occupation forces, torture of citizenry, and so on). Not only 
must a commander fear Organian action, but he must also 
fear Imperial intervention! Though the Organians appear to 
have withdrawn from their strict enforcement of the Treaty, 
no one knows if or when they might decide to play policemen 
again. At the moment, the Klingons are still wary, and will 
punish severely any commander who takes too many 
chances. 

In the Treaty Zone, characters must approach assign- 
ments such as first contact, negotiation of alliances and 
treaties, planetary exploration and exploitation, and so on 
from a more relaxed military posture. That does not imply 
that they will emulate Federation policies, but that they must 
use every legal advantage they can grab, and then create a 
few ‘advantages’ without getting caught! This calls for 
shrewd planning by Klingon commanders (and a watchful 
eye by gamemasters). 

Gamemasters, however, must not frustrate all the 
sneaky tricks their Klingon players think up. After all, in this 
campaign, the Klingons are the 'good guys' and so should 
not lose every time. Besides, if the characters devise a 
clever plan to carry out their assignment, it deserves to 
succeed. On the other hand, it is best not to let players gain 
too much of an advantage, especially in important diplo- 
matic conflicts with the Federation. (Unless, of course, the 
gamemaster plans to allow the campaign to evolve into a 
variant STAR TREK universe where the Klingons get the 
upper hand! For those who have a secret desire to move in 
on Federation space, have fun!) 

The best setting for Klingon adventures may be deep 


within the Empire itself. There, the usual foes are other 
Klingon factions competing for Imperial concessions and 
power. Starship Captains and crews often become pawns in 
such struggles, but a determined pawn can cleverly play 
one faction against another and be promoted to a queen of 
battle with a powerful faction of his own. A ship com- 
mander's long-term goal may be to found his own line and to 
gain enough Imperial attention and power to become an 
influential Klingon noble in his own right. Achieving that goal 
should come only after much clever campaigning, which will 
no doubt include several setbacks and many dangerous 
assignments. The best way for a Klingon to accumulate 
power in the Empire is to establish a reputation that makes 
others afraid to cross him and eager to do him favors (which 
he will have to return later). That means an ambitious 
Klingon must accept dangerous work to gather glory for 
both the Empire and for himself. 

More player characters die in Klingon campaigns than in 
UFP-based games, and so players may want to roleplay 
more than one character each. One of these characters 
(usually the one with higher rank and position) is a primary 
character, who is ‘played' most often. The other should be a 
junior officer, who may or may not be attached to the same 
department. Both may be active in the same adventure, and 
a good player should take advantage of opportunities that 
arise for either one to increase in status or to acquire glory. 

In some cases, a player may roleplay two characters 
who are friends or even linebrothers. Such characters will 
watch out for each other to some extent, and may seek 
revenge if the other is double-crossed. A player may, of 
course, choose two characters who are completely neutral 
to one another. On the other hand, some players may enjoy 
roleplaying two characters whose ambitions and positions 
put them at odds with one another. The ultimate in role- 
playing comes when, to further his own ambitions, one of a 
player's characters backstabs the other at a critical mo- 
ment. This situation is best reserved only for experienced 
roleplayers, who can be counted on to stay in character 
even when the situation goes against them. Gamemasters 
should never allow a single player to hold two very powerful 
characters, however, especially if they are natural adversar- 
ies, such as a Captain and a Security Officer. That would be 
too much temptation for even the best players. 
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—_____ Equipment and Weapons______ 


In this section, description of many common pieces 
of Klingon issue equipment will be provided, including 
data on how to incorporate the equipment into your 
campaign. In some cases, the equipment may be com- 
pared to the Star Fleet equivalent; if so, please refer 
to the EQUIPMENT section of the basic rule book. 

ANTIGRAV, PORTABLE: These units are, by nature, 
similar to the Federation type. They will, as with the 
Federation units, neutralize up to 100 kilograms (about 
220 Ibs.) of mass. Again, more than one may be us- 
ed on more massive items (one per 100 kilograms). 

AQUALANTERN: A handheld light source that may 
be safely used underwater. It will illuminate an area 
10 meters cubic. 

COMMUNICATOR: A small transciever to be used 
by landing parties for person-to-person and person- 
to-ship communications. Physically, it has a flat case 
with a T-shaped back, and a red plastic cover. The 
cover is hinged and flips up (although it is not the 
antenna, and does not act as the on-off switch as on 
the Federation communicator). The case is silver in 
color. 

Inside, are three function selection pads and a 
3-digit LED type display. Below that are two tell-tales 
indicating transporter lock-on (left LED) and frequen- 
cy jam / scrambler on/off status (right LED). Set bet- 
ween these two LEDs is a triangular speaker grill, and 
below that is the frequency shift/gain dial. Note that 
Klingons use a peculiar 12-segment digital LED unlike 
Federation 7-segment LEDs (like those used in digital 
watches and calculators). 

The communicator can be used both in a person- 
to-person (over line-of-sight distances) or person-to- 
ship (in standard orbit, 16,000 miles maximum range) 
transmissions. The signal may be blocked by at- 
mospheric disturbances, intervening terrain (like 
mountains), or dense materials. In addition to the nor- 
mal uses as a transceiver, it may also be used to scan 
for energy sources up to 500 meters away. This scan 
only tells the presence of, and not the intensity or 
nature of, the energy source. 

The unit is active at all times, but automatically goes 
into a “stand-by” mode whenever not in use. This 
means that the communicator is always open to 
receive no matter what the circumstances, giving a 
soft tone when the possessor is being called. 

The unit also serves as a lock-on device for 
transporter operation, much as does the Federation 
unit. Whenever any transporter device has locked onto 
a particular unit, the left-hand LED will glow red. 

COMPUTER/RECORDER, PORTABLE: The Com- 
puter/Recorder is a small (6 cm x 28.5 cm x 11.6 cm) 
box with a handle on top. It opens to reveal a keyboard 
on the lower half and two screens on the upper half. 
The left screen is text only, while the right screen is 
for graphic applications only. This separation of func- 
tion allows both to be used at once in some applica- 
tions. A data cart plugs into an opening at the right; 
these are the same data carts as are used with any 
ship’s computer. On the end opposite the cart slot 
(when closed), is a microphone and video lens. The 


device may be aimed at anything, a button (mounted 
in front of the handle) depressed, and the machine will 
record whatever it is aimed at into the data cart. The 
Computer/Recorder may also be programmed to 
replay or analyze anything recorded into a data cart. 

ENVIRONMENTAL SUIT: This is a “space suit’’ that 
maintains a self-contained artificial environment —air, 
heat, moisture, and pressure—for up to 24 hours. The 
suit is used whenever maximum protection is required, 
and can withstand total vacuum, poisonous en- 
vironments, extreme temperatures (both heat and 
cold), and higher pressures (up to 5 Klinzai at- 
mospheres). There is also a deluxe suit that provides 
the same protection, but for a much longer period (1 
week). This suit not only provides the environment, 
but a liquid food supply as well. 

The suit looks basically angular in nature, with the 
helmet being boxlike in shape. On the back is carried 
a large box-shaped package which houses the at- 
mosphere filters, heater, air conditioner, moisturizer, 
and water supply. In the deluxe model, the pack 
(which is somewhat larger) also contains a small 
amount of liquid food concentrate tasting something 
like an animal broth. 

Operation of the Environmental suit is similar to that 
of the Federation suits. A skill level of 10 or more in 
Environmental Suit Operation is necessary to use one. 
See the EQUIPMENT section of the basic rule book 
for more about the operation of the Environmental 
suit. 

Unlike the Federation model, the standard En- 
vironmental suit is not self-sealing (this being a frill 
saved only for the officer’s deluxe suit). If the suit is 
torn in vacuum, the victim will die of decompression 
in 1D10 +3 turns unless the suit is patched. (A patch 
kit is usually carried in a belt pouch.) Poison con- 
tamination would take somewhat longer to affect the 
victim, depending on the intensity of the poison in the 
atmosphere. Cold or hot environments would not be 
lethal, but may affect the portion of the character's 
anatomy that is exposed by the rip. If the character 
were brought back into a safe environment (ie. a 
ship’s airlock) before the fatal amount of time elapses, 
only a proportionate amount of damage would be 
received. Treat the deluxe suit as you would the 
Federation model as regards rip damage. 

FORCE FIELD BOX: This item differs from the 
Federation version only in appearance. For game pur- 
poses, treat it the same as the Federation model (see 
the EQUIPMENT section of the basic rule book). 

I.D. CARD: The Klingon version of the I.D. card is 
somewhat different than the Federation version. It is 
somewhat smaller than the Federation card, and is 
mounted on a chain which then hangs around the 
bearer’s neck. (This is somewhat reminiscent of the 
mid-twentieth century ‘‘dog-tags’’ worn by soldiers 
of the United States.) The 1.D. Card is made of a 
plastic-like material that retains information in much 
the same way as the Federation card. The chain is so 
designed that one strand will separate from its attach- 
ment point for removal. When the free end is touch- 
ed back to its attachment point, it will re-attach itself 
to the card. In all other respects, treat the 1.D. card 
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as its Federation equivalent (see the EQUIPMENT sec- 
tion of the basic rulebook). 

LIFE SUPPORT MASK: The Klingon Life Support 
Mask is somewhat larger than the Federation version, 
both in that it covers the eyes as well as the nose and 
mouth, and that it has a small (3 inch by 1% inch dia.) 
cylinder mounted just below the mouth. It can act 
both as a filter (to filter out mildly toxic gasses), as 
a portable air supply (the cylinder contains 10 minutes 
of oxygen), or as a combination of the two. (In a very 
thin environment, the mask will use oxygen out of the 
cylinder to bring the outside air to a breathable level. 
Thus the supply will last proportionately longer.) 

MARINE HYPOTHERMIA CAPSULE: This coffin 
shaped and sized device is basically a cold sleep cap- 
sule for the transport of Marine troops to and from 
an engagement. Each unit contains the necessary 
equipment for maintaining the life of its inhabitant, but 
has no external read-outs. At the foot end, however, 
is a Data Cart Slot Connector to be plugged into the 
Portable Computing Recorder. This provides the 
operator with the information and control capabilities 
needed. 1 out of every 25 persons placed in Klingon 
cold sleep will not survive the ordeal of ‘’thawing’’. 
Thus, roll percentile dice for every person reawaken- 
ed. A roll of 04 or less indicates death. 

UNIVERSAL TRANSLATOR: This is a silver colored 
device that hangs on the belt, and translates the 
bearer’s speech as well as the audiences’. There is 
a microphone on the front to receive the audiences’ 
speech, and two speakers on either side to broadcast 
what the bearer says to the audience. Two additional 
devices are required for the device to be used, a 
throat-microphone and a small receiving earphone. 
The throat microphone is adhesively attached to the 
user’s throat, and transmits the user's voice to the 
translator. As the device translates what the audience 
says, a Signal is transmitted to the earphone. There 
are no connecting wires between the device and either 
the microphone or the earphone. 

Unlike the Federation Universal Translator, the 
Klingon device must be individually programmed for 
the language to be translated. The chip containing the 
language is programmed through an adapter that plugs 
into any data cart slot (either on the portable com- 
puter/recorder or the starship’s computer). Only one 
language at a time may be stored on a chip at a time, 
and a new one must be inserted into the translator to 
change languages. For totally unknown languages, an 
analysis by ship's computer must be made before pro- 
gramming a chip. If the culture in question uses any 
form of radio transmission, such transmissions may 
be monitored from orbit for 1D10 hours to get the 
sample needed to create a chip. Otherwise, native 
speech must be recorded on the site for 1D10 divid- 
ed by 2 hours and transmitted to the ship for analysis 
(a process taking 1D10 divided by 2 hours itself) 
before a chip can be made. Of course, if an unknown 
language proves to be a variant of some known 
tongue, the job can be done much faster. 


WEAPONS 


Lev’ek (Three-Lobed Knife) 
The Levek is used like any other knife or dagger, but does 
2D10 + 5 points of damage because of the two extra blades. 
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If a character using this weapon in open melee misses 


his target, he must then make an immediate Saving Roll 3 
against the average of his vex and uc scores. If that roll (Q 


fails, the character has inflicted 2D10 points of damage to 


himself. 


Hand Disruptors and Disruptor Rifles 

The early-model disruptor — known popularly as a 
“sonic disruptor’ did indeed emit a tight beam of 
ultra-high-frequency sound.. 


An old Star Fleet Academy saps runs is approximately: 
_ KLINGON CAPTAIN - “Surrender, or we shall blast 
you to atoms with our sonic disruptors!‘ oe 
FEDERATION CAPTAIN - oD Captan, sound | 
‘doesn't travel in a vacuum.‘ = 
3 -KLINGON CAPTAIN - “Curses, foiled again.‘ Seen E 

Actually, the Klingons do possess a sonic- maser wea- 
pon, but it is used currently only on liquid-submersibles 
and by underwater troops. (In gaseous atmospheres, it 
travels slower than a bullet.) 

‘There are three models of disruptor in use, The oldest 
version (the Mark 1), which is supplied to other races as a 
“trade item“, is a focussed microwave projector. The more 
sophisticated versions (Mark II and Mark III), which ap- 
peared first as ship's battery weapons and have been re- 
cently refined to personal portability, act to suppress 
‘molecular binding forces. They operate in the pulsed 
mode, causing oscillating stress and contraction in the 
target. 

Both types of weapon produce vibrations, heat and 
noise. The Klingon term vird dakaasei literally means 

“the shake-it-till-it-falls-apart tool.“ (Note that in klingon- 


ase: e there is no distinction between tools and weaponry.) 
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Hand Disruptors and Disruptor Rifles 

The data for Klingon hand disruptors and disruptor rifles 
is listed in the Weapons Table of the Game Operations 
Manual of the basic rules. Wherever a weapon is listed as 
Type A, it is the Mark | version. (Note that the Hand 
Disruptor-A listed in the table refers to the Mark I.) Weapons 
listed as B-versions are Mark II weapons, and C-versions 
are Mark III weapons. All other information is the same. 

The Mark I disruptor is the Klingon hand weapon 
traded to the Romulans and Orions, among others, and 
is often found on the black market even within the 
Federation. Its capabilities are similar to the Mark II 
disruptor, but it is a bit clumsier to use and harder to 
field-repair. The beam exciter cylinder at the base of 
the barrel must be shielded by small field grids 
mounted on either side to keep the beam properly 
focussed. If the weapon is dropped or handled 
roughly, these grids may be misaligned, resulting in 
less accuracy. 

(In the game, make a LUC save for anyone dropp- 
ing or banging up a Mark | disruptor. Failure to save 
means the grids are misaligned. Weapons with 
misaligned grids fire at all targets as if they were one 
range class farther away. Thus, a short range shot 
would be rolled like a medium range attempt, a 
medium like a long range shot, etc. An extreme range 
shot would be impossible with a damaged disruptor. 
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Damaged weapons can have grids realigned by 
anyone who has a small toolkit and can make a suc- 
cessful save on the Personal Weapons Technology or 
Small Equipment Systems Technology skill. The repair 
takes about five minutes.) 

The Mark | disrupts and damages the cell structure 
of living organisms, but does not disintegrate them. 
If fired at solid objects, it produces vibration and heat, 
either shattering or melting them, according to their 
structure and materials. 

There is also a disruptor rifle with similar effects but 
greater range and a larger powerpack, used mostly by 
ground troops and some security guards. The rifle was 
a later design, using a different focussing method not 
practical (at that time) on a pistol model. Thus, it is 
not as delicate as the pistol, and is tough enough to 
even be used for parrying without damage (unlike the 
less rugged Federation-design phaser rifle). It was the 
advanced focussing method of the rifle design that 
eventually led to the improved Mark II pistol. 


The Mark II was the first hand disruptor to feature 
the new molecular debonding effect. On standard set- 
ting, the Mark II has cellular disruption and/or vibra- 
tion/heat effects similar to the Mark I. On extreme 
power setting, however, it is capable of disintegrating 
a man-size target, though this setting is wasteful of 
power and not effective at extreme range. The Mark 
Il does not require the delicate field grids used on the 
Mark I, and is hence not as delicate. There is no rifle 
version of the Mark II — the original rifle design con- 
tinued to be used throughout this period. 

The Mark III (coming into use about the time ot 
STAR TREK: The Motion Picture...) disruptor is just 
an improved version of the Mark II with greater range 
and power reserve. The rifle version is created by ad- 
ding an extension stock (containing a larger power- 
pack) and a longer beamguide ‘‘barrel’’ (allowing 
greater accuracy). The Mark III is a bit bulkier than the 
Mark II, but it is easier to manufacture and repair, It 
is also capable of disintegration of a man-size target 
with increased power consumption and no effect at 
extreme range. 

All disruptors use the unique grip-and-firing-stud 
design of Klingon armsmiths instead of the more 
familiar trigger. All four fingers of the hand are curled 


under the grip, with the thumb resting atop the firing: 


stud for activation. Power adjustment for the Mark II 
and III is accomplished by turning the front ring of the 
beam exciter cylinder at the base of the barrel. 


The capabilities of each type of disruptor are outlin- 
ed in the following chart, which can be added to the 
basic weapons chart in the basic book in place of the 
single set of disruptor stats (for the Mark II, shown 
in the basic book). 

Agonizer 

When subjected to this device, the victim must make a 
Saving Roll against his eno score to take any action at all 
(other than screaming). A -50 modifier is applied to this roll. 
When the agonizer is used on Klingons, the penalty is 
reduced by 10 points. Vulcans may ignore the effects 
entirely. 

The Klingon agonizer is carried by most top-rank ot- 
ficers aboard ship, most notably the Captain, First Of- 
ficer, Security Officer, Medical Officer and Marine 
Liason. The short cylindrical device has a contact grid 
on one end, a finger-grip groove on the bottom, and 
a thumbslide on top which controls the intensity. 

The agonizer is usually applied to the left shoulder 
or upper chest, and can make contact through nor- 
mal light clothing. Sliding the thumbslide forward pro- 
duces anything from mild discomfort to crippling pain 
to unbearable agony at the user’s desire. 

When under the influence of the agonizer, a person 
must make a saving roll against the END attribute to 
take any type of action at all (other than screaming...). 
At higher settings, the roll is at a 50 point penalty for 
non-Klingon victims. (Klingon victims have a greater 
tolerance and get only a 40 point END penalty for the 
saving roll.) 

The victim cannot lose consciousness under the in- 
fluence of the agonizer, as the device artifically shuts 
off this defense mechanism of the brain via direct 
neurological stimulation. 

Agonizers are not viable as combat weapons, as 
they require a solid touch near a major nerve center 
to work properly. (The left chest position is preferred, 
but any major nerve center will do. The pain produc- 
ed is not localized in the contact area, except at lower 
power settings.) It is mostly used for discipline and 
torture. 

There are rumors that certain cultures, perhaps even 
the Federation, have developed drugs which mask the 
agonizer effect. Such drugs would undoubtedly have 
side effects and would only be available to undercover 
agents and other critical personnel trained to use them 
only in emergency. Such drugs are known to exist 
within the Empire, but are highly illegal to produce, 
sell, use or possess. 


Universal Translator 

To program a language chip for the Universal Translator, 
the chip is loaded into a programming cart, which is loaded 
into the ship's language computer. If the language is totally 
unknown and the culture in question has radio or video trans- 
mission capabilities, the computer can break and decode 
the language in one to ten hours (roll 1D 10). If, on the other 
hand, the culture has no broadcast capabilities, roll 1D10 
and divide by 2. The resulting number indicates how many 
hours of recorded speech the language computer must 
analyze to provide data for decoding the language. The port- 
able computer/recorder is used to collect these samples on 
carts to be plugged into the language computer. To decode 
such language samples requires an additional one to five 
hours (1D10/2). Any number of language chips can be made 
once the language is decoded. If the language is a variant 
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The following likely belongs in Book 4, Balance of Powers”. 


Also, some info in these sections may be duplicated in 
S18: UFP Dossier: Klingons 


of a known language, the gamemaster may decide that it 
takes much less time to decode and program it into the 
translator. 

There is a 30 percent chance that new languages will be 
translated immediately. This chance increases for every 
half-hour of conversation that the device records or is fed in 
advance. The percentile chance decreases by 10 percent if 
the language is spoken by a non-Humanoid species. 


Interrogation 

Skill in Interrogation governs the questioning of pris- 
oners, sometimes under duress or torture. When attempting 
to interrogate a prisoner, a character must make a Skill Roll 
against his Interrogation Skill Rating. If the roll is success- 
ful, the victim may try a Saving Roll against his int if the 
interrogator is using trickery, or against his eno if he faces 
duress or torture. If the victim's roll succeeds, he reveals 
no information. Otherwise, the questioner receives at least 
one piece of significant information. The gamemaster may 
adjust the victim's saving roll up or down, depending upon 
the importance of the information and the character's train- 
ing and temperament. For instance, a highly trained Star 
Fleet Security Officer would be less likely to break under 
interrogation than would a civilian. 

If tortured, the victim will, of course, take some wound 
damage. For each torture attempt, the victim will lose 1D10 
END points. In fact, if the interrogator succeeds at his Skill 
Roll against Interrogation, and the victim misses his Saving 
Roll against eno by more than 20 points, the victim takes an 
additional 2D10 points of wound-type damage and passes 
out. In either case, the amount of damage may be reduced 
by half if the victim is attended by support devices and/or 
medical personnel who can make the appropriate Skill Rolls 
against their Medical Sciences, General Medicine Skill 
Rating. If the victim does pass out, they may revive him im- 
mediately, and the interrogation process must begin again. 
The victim may not be revived if his curr op enp falls below 
his Unconsciousness Threshold. It is possible to administer 
medical aid to raise the enb before continuing the torture, 
however. 

[NOTE: Because Vulcans know mental techniques to 
block pain, it is impossible to torture information out of one. 
Many secret agents have learned similar techniques, which 
gives them a 20-point bonus to all Saving Rolls to withstand 
pain.] 
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twentieth century video cassette 
recorder. It includes a storage rack 


with 20 recording tapes (each one can 
hold the entire memory capacity of a 
humanoid mind) and a hooded viewer 
for playback. Mind scanner units 
installed aboard ships are constructed 


in specially designed booths with 
restraining chairs to prevent the sub- 
ject from escaping or damaging the 
device while in operation. 

The mind scanner has ten levels of 
force. Each ievel has an effect ranging 
from low (one) to high (ten). Force 
one, for example, is capable of read- 
ing only surface thoughts whereas force 
ten could literally empty a subject's 
mind and leave him a mental vegetable. 

Characters using the mind scanner 
must have at least a score of 10+ in 
Interrogation/Psychology (if using 
Psychology as a prerequisite, the 
operator must have a skill matching 
the race of the subject) and Computer 
Operations. A successful Interroga- 
tion/Psychology skill roll must be 
made for the mind scan itself and a 
Computer Operations skill roll is made 
to access the desired information from 
the machine. A complete scan takes 
five minutes of game time, and the 
operator may not perform any other 
actions while the device is in opera- 
tion. Later, the operator may ask 


specific questions of the machine 
if he makes a successful Computer 
Operations roll for each question 
asked. The answers will vary depending 
on the question and the information 
picked up by the machine (Game- 
master's discretion). 

The portable mind scanner has a 
power pack that provides it with 100 
points of power. Each five minute 
scan costs a number of units of power 
equal to the force level used (a level 
one scan costs one power point, a 
level two scan costs two, and so on). 

The lower force levels (1-5) are not 
intended for formal interrogation use. 
Medical personnel use these levels to 
help a (willing) subject recall a forgot- 
ten or subconsciously blocked mem- 
ory pattern or the cause of some 
psychological disorder. The first three 
levels do not delve as deeply into the 
mind and may be deceived by a sub- 
ject who is actively trying to “lie” to 
the machine if his/her INT score is suc- 
cessfully rolled. Then, any falsehoods 
the subject puts into his/her mind 
will be registered by the machine as 
fact. If this roll is unsuccessful, the 
subject’s true memory patterns will 
be recorded. 

Some races with psionic abilities 
(notably Vulcans) have the ability to 
set up a mental shield which is capable 
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of blocking the effects of the scanner. 
Such individuals have an automatic 
(100%) chance of deception and may 
tell the machine anything they want. 

The higher force levels (6-10) of the 
mind scanner actually begin extract- 
ing knowledge from the memory 
itself. Each five minute scan will 
reduce a subject's INT and each skill 
he possesses by the die roll indicated 
for the force level used. The effect of 
this is permanent although skill points 
may be regained by retraining. A sub- 
ject whose INT has been reduced to 
zero becomes a mental vegetable and 
is totally useless as a character. 

Klingon players are advised to use 
good judgement when using higher 
mind scanner levels. Subjects 
reduced to mental vegetables will be 
useless (except for medical experi- 
mentation) for prisoner transfers, 
slave labor, psychological study, etc. 
Moreover, the average character does 
not possess sufficient information to 
warrant such a waste of valuable 
power and time. Even brilliant scien- 
tists or inventors should not be “brain 
drained.” You may obtain all the 
knowledge he has learned up to that 
time, but he will not be able to pro- 
duce anything more for the Empire’s 
benefit. 


Further research and development 
of the mind scanner since reference 
Stardate 2/0801.09 has led to a 
method of implanting suggestions in 
the subject's mind with a programmed 
pain response if the suggestion is not 
carried out. This technology is not 
unknown to Federation science. The 
late Dr. Adams of the Tantalus Penal 
Colony (“Dagger of the Mind’) devel- 
oped the neural neutralizer which had 
a very similar effect. 

To place a suggestion in a subject’s 
mind using the mind scanner, the 
operator must make a successful 
Interrogation/Psychology skill roll. 
Characters with implanted sug- 
gestions may fight them if a suc- 
cessful INT saving roll is made. If this 
roll succeeds, a saving roll vs. the END 
score must be made or the character 
in question will be incapacitated by 
pain spasms for one combat turn 
(10 seconds). * 


May | instead suggest... 


The Operator first must make a suc- 
cessful Interrogation roll. The subject 
rolls Foolies against the machine’s 
Force Level. If successful, a lie is reg- 
istered as truth. If failed, a truth is 
revealed. (The ludicrous modifiers are 
to demonstrate the intensity 
and absurdity of foiling the Mind Sifter.) 


The subject makes two LUC saves to 
avoid permanent INT Loss and avoid 
immediate STUN Damage from the 
process. A failed INT roll permanently 
reduces the subject’s INT* by that 
amount. A failed Stun roll will induce 
that much immediate stun damage. 


Vulcans may use their telepathic 
powers to counteract the Mind Sifter. 
Typically, a psionic attack such as 
Maze (and others) are used to trap 
another. In this case, Vulcans can 
escape into a Maze of circular logic 
from which only they can escape. 


The higher the Force Level, the more 
likely such a defense will be knocked 
down and obliterated. Vulcans count 
the Force Level as four steps re- 
duced. Thus, a Force 4 has the mod- 
ifiers to Force 1. While a Force 10 
has immediate Force 6 modifiers, all 
the Operator need do is leave the 
Sifter on and it wins. The Sifter 
drains PSI points down to PSI=O=&. 


A Vulcan so drained may not have 
given up everything, but will share the 
same fatal end as “vegetable matter”. 


Data processing requires a Comp 
Tech roll and 10d10Mins per Force 
Level used. Failed rolls indicate data 
corruption, sabotage or incompe- 
tence. A quick session in the Sifter 
followed by the Booth will sort all the 
details out and for good measure. 


FORCE Memories FOOLIE 
LeveL RECORDED MODIFIER 
1 1d%Turns +0 
2 1d% Minutes +25 
3 1d10 Hours +50 
4 1d10 Days +100 
5 1d10 Weeks +150 
6 1d10 Months +200 
7 1d10 Years +250 
8 1d10 Decades +500 
9 10d10 Decades +750 
10 ALL +1000 


INT STUN 
SAVE VS. Loss*& DMG 
-75 1 1d10 
-50 2 2d10 
-25 5 3d10 
o 1d10 4d10 
+25 2d10 5d10 
+50 5d10 10d10 
+100 10d10 25410 
+250 25d10 50d10 
+500 50d10 100d10 
+1000 100d10 250d10 


PSI DRAIN = 110 per Force Level per Session. 1910 Mins x Force Level = 1 Session 


To query the data, average Computer 
Op with Interrogation (round down). 
Q&A takes 1d10 mins per Force 
Level used. A successful LUC roll 
S t u m b l e S 
across the data in 1/ 10th the time. 
CRIT SUCC=1/10 that again. 

Sm Eq Sys Tech fixes the chair-like 
device. Interrogation is used to steer 
the subjects’ thought processes while 
in the chair. 

The chair gives immediate truth/lie 
indicators. Up to several Interroga- 
tion rolls may be made. Truth drugs 
are unnecessary, the Sifter reveals all. 
Dr. Tristan Adams of the U. F. P. has 
learned of this technology and 
adapted his own version, ostensibly 
for mental health rehabilitation. 


INT loss equates to SKILL loss! 
At Force Level 5 and above, 
a d10 of random skills are each 
reduced by a given amount of d10. 
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Example: Force Level 8 reduces 
40d10 skills by 10d10 each. 


Force Level 1 = 0d10 
Force Level 2 = 0d10 
Force Level 3 = 0d10 
Force Level 4 = 0d10 
Force Level 5 = 1d10 
Force Level 6 = 2d10 
Force Level 7 = 5d10 
Force Level 8 = 10d10 
Force Level 9 = 25d10 
Force Level 10 = 50d10 


INT and SKILL loss are tied together; 
one cannot occur without the other. 


Book’, p6/8, INT can be regained and 
skills re-learned. However, INT rating is 
now limited to previous personal max, not 
Species Max. Skill Max is now tied to 
CURRENT INT Rating, not Species Max 
(or 99 as appropriate). 


GM Discretion to use the Purple Heart Recovery 
Table from Book 4, p22 for advanced recovery 
times with specialized interventions. Player results 
may vary. Void where prohibited. Past perform- 
ance not indicative of future returns. Not valid in... 
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— Shipboard Systems ——— 


In this section, details are provided on many of the 
systems and features found on Klingon warvessels. 
(By definition, the Klingons do not have civilian 
spacecraft. All starcraft are considered to be war- 
ships, and must be able to function — at least 
marginally — as such. An unarmed Klingon ship is a 
contradiction in terms. On vessels where mounted 
weaponry would be inconvenient or impossible — 
such as mobile dry docks — a small flight of armed 
ships is assigned as escort, nominally under the com- 
mand of the larger ship's captain. This avoids that cap- 
tain suffering the indignity of commanding an unarm- 
ed vessel.) The D-7 class Battlecruiser is used as the 
basis for descriptions in this section, but most entries 
apply to many other ships in the Fleet as well. 

These descriptions are provided to give an adequate 
background for the capabilities of these systems in 
game terms. More detailed and specific information 
on systems are provided in the documentation accom- 
panying STAR TREK ship deck plan packets from 
FASA. (Packets on the D-7 Battlecruiser and the 
U.S.S. Enterprise are available at this time, with more 
to come...) 

Entries which basically duplicate information from 
the basic rulebook’s Shipboard Systems section are 
not duplicated, but are noted here, along with addi- 
tional pertinent information. 


AGONIZER BOOTH: These shipboard interrogation 
devices are variations of the hand-held Klingon 
agonizer with more power and subtler controls. Use 
of such a device halves the permanent damage done 
in torture attempts (see skill description for Interroga- 
tion) while applying a 10 point bonus to the Interroga- 
tion skill roll. An agonizer booth can only be operated 
efficiently by a person with at least a 30 skill level in 
Interrogation and a 10 skill level in the appropriate 
racial Medicine skill. (Two people — one with Inter- 
rogation skill and one with Medicine skill — is 
allowable.) 


Cloaking Device 

The Klingons have only about 100 ships equipped with 
this invisibility screen invented by the Romulans. When a 
ship's cloaking device is activated, it can deceive sensors 
as well as visual scanners. The device uses so much power 
that a vessel must deactivate the cloak to be able to use its 
weapons in combat. 

At the time of engaging a cloaking device, a ship, all its 
contents, and all its occupants suddenly appear to be 
somewhat transparent. Voices are affected, too, becoming 
hollow-sounding. 

The device puts the tempers of both people and animals 
on edge. There have even been a few occasions when a 


cloaking device has driven a Klingon mad. 
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COMPUTER, SHIP’S: Klingon vessels do not use 
one single controlling master computer for their ships, 
but rather apportion the job to a number of systems, 
each for a single task. These computers can com- 
municate, but are not centrally controlled to the ex- 
tent used on Federation vessels. 

This is in keeping with the famous Klingon desire 
for security procedures above all. A decentralized 
computer is harder to knock out in battle and tougher 
for a saboteur to subvert. The disadvantage is that 
a “skeleton crew’’ needed to run a Klingon vessel is 
proportionally larger — about twice the size of a similar 
Federation crew — due to decentralization of com- 
puter tasks. 


Klingon computers are not overlaid with artificial in- 
telligence or “personalities”. Klingons like machines 
to act like machines. 


DEFLECTOR SHIELDS: Klingon deflectors work on 
the same principle and in much the same way as those 
used by the Federation. See basic ruleset for details. 


DETENTION FACILITIES: Some newer Klingon 
vessels have adopted the Federation practice of us- 
ing detention forcefields on brig cells. (See basic 
ruleset for details.) Most, however, use standard 
electronically-locked and insulated hullmetal doors, 
reasoning that a totally electronic system can be 
subverted more easily. 


DISRUPTORS: Disruptors are the prime ship-to-ship 
weapon in use by the Klingons. (Romulan craft also 
use Klingon-design ship disruptors, as well as a 
number of Klingon-design ships.) 

Shipboard disruptors act to suppress molecular bin- 
ding forces with a pulsed waveform. This causes 
oscillating stress and contraction of the target produc- 
ing vibration and heating. This causes massive disrup- 
tion of nervous tissue in living things, and this effect 
kills as many beings aboard target ships as the actual 
structural damage. 

Disruptor weapons are not as subtle or versatile as 
phaser-type weapons, but the Klingons prefer them 
(though phaser technology is known to them) because 
disruptor banks are less of a power drain, easier to 
maintain, and less delicate than phasers. They also 
do not require the use of a dangerous gas as a coolant, 
whereas phaser banks do require such arrangements. 
It is also possible that Klingons psychologically prefer 
the more devastating, less humane and controlled 
weapon. 


Disruptor fire from a ship can be directed against 
ground targets, but are not terribly accurate for that 
purpose. Klingon commanders, however, would main- 
ly use such tactics as a move to induce terror in a 
population, or wipe out large areas. Thus, the lack of 
accuracy is not a particular handicap for their 
purposes. 
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DRONES: Many larger Klingon vessels carry robot 
drones mostly used as targets for ship combat prac- 
tice and as probes. Drones are capable only of sublight 
speeds, and are not suitable for use as weapons in 
normal circumstances, though they can be fitted with 
warheads (doing 5 points of damage) if necessary. A 
ship carrying drones can launch one drone per ten 
seconds. Drones move at 1 hex/turn on the tactical 
display at sublight speeds. Drones launched at warp 
speeds are immediately destroyed. 


FOOD SYNTHESIZERS: Klingon food synthesizer 
technology is fully as good as UFP systems, but for 
the most part the Klingons don’t bother to utilize it 
for all ship's personnel. Top echelon personnel have 
small, but versatile synthesizers operated by their 
most trusted personnel (and periodically personally in- 
spected by top officers — after all, one can’t take a 
chance of being poisoned...). Lower rank officers eat 
less well, with limited choices. Enlisted personnel and 
combat troops get what basically amounts to 
reprocessed food yeast. 
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GRAVITY, ARTIFICIAL: Klingon warships maintain 
excellent inertia-damping fields to protect the 
passengers and crew from acceleration and impact 
shock. They also have grav plates that keep the ship 
at a comfortable level of gravity (1 standard Klinzhai 
gravity) most of the time. Many Klingons, however, 
are quite adept at zero-G combat, and should artificial 
gravity fail, it would handicap a Federation ship more 
than an Empire vessel. 


IMPULSE POWER: Impulse engines, as used on 
Klingon star vessels, are similar in operation to Federa- 
tion systems. (See basic ruleset for details.) 


INSPIRATIONAL MEDIA: A polite term for indoc- 
trination and propaganda, which every Klingon is ex- 
posed to nearly every day of his life. Shipboard per- 
sonnel are required to view inspirational films and 
presentations on a regular basis, usually as a group. 
(Top officers are sometimes, but not always, exempt 
from this requirement.) Most ships have inspirational 
media rooms or other gathering halls for this purpose. 


LOG, SHIP’S: Log entries are kept as per Federa- 
tion practice, though most Klingon captains are not 
above doctoring log entries where necessary to save 
face. For this reason, it is not uncommon for ship cap- 
tains, first officers, security chiefs and sometimes 
other top echelon personnel to keep secret logs as 
well. In addition, most ships have built-in log recorders 


‘maintained by Imperial Security. Some captains have 


found and doctored these recorders, but no one can 
ever be sure there isn’t ANOTHER hidden recorder 
elsewhere. Such is life in the Empire. 


MATERIAL FABRICATION: Klingon vessels make 
use of fabrication equipment similar to the Federation, 
but they do not rely on it extensively. Ships still main- 
tain a ship’s laundry in some cases, and such things 
as personal weapons are stockpiled. (See basic ruleset 
for details.) 


NAMES, SHIP: In most cases, Klingon war vessels 
are known only by a designation code when they are 
first commissioned. A ship is named (usually by its 
commander) only after it has fired it’s first shot at an 
armed enemy. There are exceptions to this practice. 
A veteran commander, assigned to a new vessel, 
would likely be allowed to name it immediately. It is 
also possible that a ship intended for some important 
mission would receive a name, especially if the ship 
was going on a particularly dangerous mission and 
was not expected to come back. Thus, being told to 
"name new steel” is a Klingon euphemism for being 
sent on a suicide mission. 


PHOTON TORPEDOES: Klingon warships gained 
photon torpedo technology relatively late, as a result 
of studies of destroyed Star Fleet vessels and ad- 
vancements as a result of obtaining Romulan plasma 
weapon plans. Only later Klingon vessels (after the 
period covered by the STAR TREK TV series) have 
such weapons, and even then they are found only on 
important ships-of-the-line such as uprated D-7 bat- 
tlecruisers. (See basic ruleset for details.) 
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SENSORS: Sensor systems aboard Klingon vessels 
(except those mainly meant for scientific exploration 
— a rarity) are as sophisticated as Federation 
equivalents, but more specialized toward wartime 
uses. Thus, give a saving roll penalty of 10 points us- 
ing Klingon ship sensors to scan for scientific data, 
while granting a 10 point bonus when looking for 
shield strength, damage to an enemy vessel, etc. (See 
basic ruleset for details.) 


STANDARD ORBIT: Physics is physics. Standard or- 
bits are the same for Federation or Klingon vessels. 
However, Klingon vessels are more likely that UFP 
ships to use non-standard, wildly varying orbits to con- 
fuse or sneak up on an enemy. (See basic ruleset for 
details.) 


SUBSPACE RADIO: Similar to UFP technology, as 
subspace radio is a natural outgrowth of standard 
warp technology. (See basic ruleset for details.) 


SURVEILLANCE FACILITIES: These exist aboard all 
but the smallest Klingon vessels in one form or 
another, providing a means by which all areas of the 
ship can be monitored. Usually, the manpower and 
computer time to monitor all areas at once cannot be 
spared, so only sensitive areas and trouble spots are 
monitored constantly, with random scans of other 
areas made periodically. When a being is trying to 
evade a search aboard a Klingon vessel, allow the 
Klingon crew a saving roll on the Crew Efficiency 
Rating (or the officer in charge a roll on Surveillance 
skill) with a successful roll causing intruders to be 
spotted if they enter a sensitive or important area. If 
the intruder keeps to non-sensitive areas, allow a 10 
point penalty to the Klingon crewman’s roll. 


TRACTOR BEAM: This system is also in use in the 
Empire and in Klingon star vessels. (See basic ruleset 
for details.) 


~The Klingon: transporter, while it operates on the same 
‘scanning and: reassembly principle as the Federation device, ` 
This is because the Federation trans- 
“porter uses a “‘super-carrier wave“ in addition to the main — 
signal. The two waves heterodyne : at the- assembly point, : 
“overdetermining the „signal and- producing parasitic noise 
effects. 
accidents. impossible, as we all ‘know. too well, but it does 
‘make certain kinds of TA, such as signal dropout almost 


is silent in operatio! 


The super-carrier does not make- ‘transporter 


i ‘impossible. 


E > The Klingons consider this to > be. typically excessive 


“caution by other races. They also use the transporter to 


-place boarding parties, and for such use silence is a virtue, — 
= Jt should be noted that ‘the Empire developed and 
[deployed transporters well before the Federation. The 
on restrictions on 


‘Klingons do not have the strict. Fede 
pean nanon with living organisms. 


An informal Guide to. the Klingon Empire ; 


TRANSPORTER: Similar in range and capability to 
the standard Federation model, the Klingon 
transporter has certain differences. 


Federation experiments with silent, faster 
transporters had several disastrous failures. The idea 
of a silent Federation transporter was given up after 
a time. In fact, experimental transport failures led to 
stringent transporter shielding regulations in Star Fleet 
for a short time. It was tragically found that such 
shielding actually INCREASED the failure rate through 
interference with scanning waves. (See STAR TREK: 
The Motion Picture...) Finally, a system came into use 
that was safer than any previous design, and 
eliminated the need to immobilize and silence the 
transportee during scanning and reassembly. This 


‘system came into use in the Federation (by the time 


of STAR TREK Il: The Wrath of Khan), but was still 
not silent. Hence, though the system is known to 
them, it has not been adopted by the Empire. 

On ships carrying troops (such as the D-7 bat- 
tlecruiser), huge mass transporters are often install- 
ed, allowing large numbers of troops to be dropped 
at once. Naturally, such systems draw enormous 
amounts of power. These are used only when orbital 
station is secured and no orbital enemy is left, since 
all shields and weapons systems are powerless while 
they are in operation. Even so, these transporters are 
failure prone. About 2% of the soldiers in a mass drop 
are lost to scanning or reassembly failure. These are 
considered to be acceptable odds to the Klingons. 

For all Klingon transporter operations, apply an ad- 
ditional 5 point penalty to all saving rolls. (See basic 
ruleset for details.) 

Top level Klingon officers (ship’s Captains, or 
members of highly-placed lines) each have assigned 
a ‘‘transporteer’’ or transport officer. It is this officer’s 
responsibility to check all methods of travel — 
especially transporter settings — to assure that they 
are safe for their superior officer. Since the officer 
must trust absolutely his transporteer, this person is 
often a member of a kuve (servitor) race, who can 
have no ambitions of his own. When this is true, the 
transporteer is not an officer himself, but carries full 
authority of his commander in matters relating to that 
officer’s safety in travel. The transporteer often also 
acts as the officer’s shuttle pilot. 


WARP DRIVE: The Klingon warp drive is of basical- 
ly the same type as Federation designs. The Klingons 
are perhaps less cautious with shielding and safety 
precautions, but there in no truth to the Star Fleet 
engineers’ saying that Klingon ships can be readied 
for self-destruct easily because they are halfway there 
already. (See basic ruleset for details.) 
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Starship 


All Klingon vessels are assigned a alphanumeric 
code for identification purposes. The alphabetic 
character describes the classification of the vessel ac- 
cording to the table below. The numeric character is 
the unique number designation assigned within the 
alphabetic class. Each vessel then has a unique code. 
Generally, the lower the numeric character within an 
alphabetic code, the older the vessel (though there are 
exceptions). 


Warp Shuttles 


L Frigates 
Battleships 


D Destroyers 
Light Cruisers 
Heavy Cruisers 


K  Gunboats 
Escorts 
Patrol Craft 


S Service Vessels 
T Troop Carriers 


Miscellaneous (Not covered under any other class) 


BATTLE LANGUAGE 


Along with standard klingonaase, all Klingon youth 
learn a short-talk version called ‘‘battle language’’. 
Battle language is composed of shortened command 
forms, and is used, with great efficiency, in situations 
where quick, precise information or commands must 
be given. Battle language has the same roots as stan- 
dard klingonaase, but is so compressed and altered 
as to be incomprehensible to the average non-native 
speaker of the Klingon language. Thus, all saving rolls 
to understand Klingonese speech made by a non- 
Klingon who has learned it as a second language are 
made at% the usual Klingonese language skill level 
(round down). It is possible to learn battle language 
as a separate language skill, but its level may never 
be higher than’ the character's skill level in standard 
klingonaase. 

Only quick commands and information can be given 
in battle language — it is not suited for long, detailed 
discussions. Also, translation devices that work for 
standard klingonaase speech translate battle language 
at no penalty. 
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HULL NUMBERS AND VESSEL NAMES 


Klingon vessels are not generally given ‘’hull 
numbers” as such, in that the identification numbers 
are not painted boldly on the outer surface of the 
vessel as the Federation does. Each vessel does have 
a registration number, but these are not broken down 
into classes as the Federation does hull numbers. 
Registration numbers are assigned as the vessels are 
commissioned, in sequence. Therefore, the lower the 
registry number, the older the vessel. 

Klingon vessels also are not given class names as 
the Federation does. In the Empire, a vessel has to 
earn its name. Vessels are sometimes given names 
that apply to their captain, such as Two Fingers. They 
may be named by their crew or Captain after glorious 
action with some appropriate name such as Death 
Dealer or Lightning Blow. They may be given a fear- 
some name after some action such as Night of Death. 
Occasionally these names may be painted on the hull 
as a visual warning to any nearby. 

The komerex stela (Imperial trefoil) is usually painted 
on the hull of all Klingon vessels. It consists of a yellow 
circle, upon which is blazoned a long red sword-like 
point and two shorter fang-like projections — one 
green and one black — both curved in the counter- 
clockwise direction. The three points extend radially 
from the center of the circle and beyond its edge, at 
120 degree angles to one another like an equilateral 
triangle. This is the symbol of loyalty to the Empire. 
Ity may or may not appear on privateer ships — sup- 
posedly operating without official Imperial sanction. 
It, of course, would NOT appear on Klingon-design 
vessels run by the Romulans. 


ROLE-PLAYING AND KLINGON IMPERIAL POLICY 
SS SSS EEE 


As mentioned before (in this section’s counterpart 
in the basic ruleset), Klingon starship captains are not 
berserk killers, interested in destruction of any ship 
they encounter. Klingons fight when there is reason 
to do so, and if Klingon captains appear to be 
somewhat trigger-happy, it is because the only way 
they can advance in rank and status is to win victories, 

Klingon captains have reasons and motives for their 
actions, and must be played intelligently. They also 
have obligations to superior authority that must be 
considered when they enter battle. 

The Klingon philosophy involving combat en- 
counters is, however, much different than that of the 
Federation. Klingons are very conscious of personal 
power and prestige, and one way to obtain such is 
to win substantial victories in space against the Em- 
pire’s enemies. 
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Klingon 


The key words in the above paragraph are 
“substantial victories” — that is, victories with mean- 
ing that will impress (and perhaps overshadow) one’s 
superiors. There is little glory in destroying an unarm- 
ed vessel, for instance, unless the vessel is a target 
of strategic importance in some larger sense — such 
as a critical fuel shipment or courier ship. In fact, at- 
tacking without reason or orders might often lead to 
disciplinary measures against the ship and captain in- 
volved, if the incident threatened treaties or 
agreements that the Empire was not yet ready to 
break. 

Klingon Imperial policy does provide for a strong 
defense of Klingon space. A ship of any power that 
clearly violates that space without Imperial authority 
behind it is fair game for boarding or destruction. If 
the offending ship is of any size at all, boarding and 
capture would be preferred, especially if the vessel 
belongs to the military of any of the Empire’s enemies, 
such as the UFP or the Romulan Confederation. Cap- 
ture intact of any large war vessel would be a prize 
worth much to a Klingon ship commander. If boarding 
was not possible, however, the commander would not 
hesitate to destroy the offending vessel. 

In areas of dispute, Imperial policy is less certain. 
The capture or destruction of an unfriendly (read: non- 
Klingon) vessel in such an area must be done with a 
minimum of fuss and attention. There must be no 
chance that word will reach the ship’s home base to 
inform them of an unprovoked attack. The weight of 
the decision whether or not to risk such an attack rests 
solely with the commander present — and his career 
depends on not making the wrong choice. 

In the Organian Treaty Zone, there is no margin for 
error, and commanders who serve here are under 
strict orders to risk no behavior that might attract the 
attention of the strictly pacifist Organians or endanger 
the treaty. Any clandestine operations here (such as 
the one depicted in The Trouble with Tribbles) are 
planned at the highest levels. A commander who 
goofs up such a mission will soon find himself before 
an Imperial Court, whose members will no doubt sug- 
gest he do the Empire a favor by quietly committing 


suicide. If he fails to do so, the Court will appoint so- 
meone to help him. Such commanders sometimes 
prefer to face Federation justice, or even turn pirate 
and never return to the Empire. The last alternative 
is dangerous, indeed — commanders who steal their 
ships are hunted relentlessly by Klingon security and 
often have a price on their heads in both the UFP and 
the Empire. 

Klingon commanders must even be somewhat wary 
of other ships flying Klingon colors, if such ships are 
encountered unexpectedly, or if they are known to be 
under the direction of superior officers who are strong 
rivals of one’s own superiors. In the Empire, one never 
is quite sure when one is being used as a pawn in the 
komerex zha, the perpetual game of power. More than 
one captain has been sacrificed — along with his ship 
— to gain a small political advantage for a superior 
officer or a powerful noble. 


One cannot afford to make too many errors, or to 
express unapproved opinions to those one is not ab- 
solutely sure about. Every ship of any size is sure to 
have at least one clandestine agent of Klingon Imperial 
Security on board. The only way to be sure you can 
trust a fellow officer is to give him good reason to be 
concerned for your welfare — usually by having some 
sort of hold on him politically or professionally. 

Remember that power within the Empire makes 
many minor shifts, mostly without warning. The pru- 
dent, flexible commander will be the most successful 
— and live the longest. 
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